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Halder wrote that July: “…there seem to certain differences in
von Leeb’s and Hoepner’s views of what the next moves should
be.” They waited to be told what to do, or argued between
themselves. Manstein, commanding one of Army Group North’s
panzer corps, knew what to do, but he was not in charge of the
operation. Delays accrued, brought on by lack of supply and the
first recovery of Soviet forces. Already within one short drive of
Leningrad, the Finns were meant to help, but the Finns had their
own plans; and, for the time being, they did not involve doing
more than reclaiming what they had lost in the Winter War.

“At the beginning of each campaign, one pushes a door into a
dark, unseen room. One can never know what is hiding inside.”
– Adolf Hitler, June '41

Four weeks after the commencement of Barbarossa, Hitler
visited the headquarters of Army Group North. The Führer’s
words were dutifully noted in the army group’s war diary, and
culminated in the following observation: “…the loss of Leningrad
might result in a complete collapse.”

And what of Stalin? Beyond the speeches, the threats and the
executions, he sent Zhukov to the city in early September 1941,
and there the man who would eventually oversee the fall of
Berlin organized the workers’ militias and planned a defence that
was meant to face the expected German onslaught - an
onslaught, which as the weeks went by, never actually came.

By the end of the third week in July the capture of Leningrad did
indeed seem inevitable. The Germans had already covered more
than half the distance to the city. And yet, as they advanced into
the vastness of Russia, it appeared that everyone on the Axis side
of things had a different plan; and as time went by, those plans
had a habit of changing.

As the German player, in reaching for a victory that will have
meaning, you are up against the clock, the terrain, and alongside
Soviet resistance, the loss of units that some other bright idea
from somewhere else will impose upon you. The forces of Army
Group North are not huge, so you must act to avoid your units
being dispersed, and have victory in your grasp before another
plan takes the panzers away from you.

Hitler did not want his tanks entering the city; but then, he did
not want his infantry engaged in prolonged street fighting either.
So, after another think about things, the Führer decided the city
should be simply cut off and starved, or relentlessly bombarded
and starved… or the Finns would be welcome to breach Lake
Lagoda and flood it. Whatever the means, the Führer purposed
that the “Cradle of Bolshevism” was to be wiped off the face of
the earth, and its population left to dwindle away to nothing.

As the Soviet player you must know what to defend and what to
abandon. You cannot be strong everywhere. Limited time is the
best allyof those defending with limited forces. Encourage the
Germans to use their time up.

The problem was, despite the rush of victories, or perhaps
because of them, the Germans had precious little idea what to
do next.
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THE ARMIES

CREDITS

The Axis, 47 Blocks
• Hitler and Dietl
th
• 16 Army - 4 Blocks (Busch) - Light Blue
• 18th Army - 5 Blocks (von Küchler) - Yellow
st
• 41 Panzer Corps - 4 Blocks (Reinhardt) - Red
• 56st Panzer Corps - 3 Blocks (Manstein) - Green
th
• 39 Panzer Corps - 4 Blocks (Schmidt) - Blue
• Axis Reserves - 11 Blocks - White
• 1st Fliegerkorps - (Förster) with 4 Ju-88
th
• 8 Fliegerkorps - (von Richtofen) with 2 Do-17 and 2 Stuka
• The Finnish Army and the German 163rd Infantry Division
- 12 Blocks (Marshal Mannerheim) - White Blocks.

The basic concept of LENINGRAD '41 was developed
by Emanuele Santandrea in 2016, after over 35 years of
wargaming.
However, many other people have contributed to
developing the final version. Special thanks to:
Filip Labarque
Game Development and Vassal Module

Paul Comben
Historical Analysis
and Kevin Duke, Jim O'Neill, Luca Preda, Antonio Santandrea.

The Soviets, 62 Blocks and 1 Battleship
• Stalin, Marshal Zhukov and the Battleship "Marat"
• Leningrad Front - 13 Blocks (Popov) - Light Blue
• Karelian Front - 6 Blocks (Frolov) - Yellow
• Volkhov Front - 6 Blocks (Meretskov) - Green
• NorthWestern Front - 9 Blocks (Sobennikov) - Orange
• Soviet Reserves - 26 Blocks - White

Websites & Web-Communities:
•
•
•
•
•
•
•

UNIT NAME ABBREVIATIONS
D = Dietl
R = Reinhardt
S = Schmidt
M = Manstein/Mannerheim
FK = Fliegerkorps
TT = Totenkopf
Z = Zhukov
NW = NorthWestern Front
V = Volkhov Front
K = Karelian Front
L = Leningrad Front
Sh = Shock Army
G = Guard
LM = Leningrad Militia
NKVD = People's Commissariat for Internal Affairs

https://www.facebook.com/VentoNuovoGames/
Grognard.com
The Boardgaming Life
Boardgamegeek
BigBoardGaming.com
WargameReviewer
Consimworld
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ABBREVIATIONS
(X.Y) = See rule chapter X.Y
AA = Anti-Air
AR = Air Range
DF = Double Fire
DL = Defensive Line
HQ = Headquarters
LP = Logistics Point
LV = Logistics Value
LW = Luftwaffe
LW HQ = Luftwaffe Headquarters
MP = Movement Point(s)
OR = Optional Rules
SF = Single Fire
SI = Strategic Impulse
TF = Triple Fire
TI = Tactical Impulse
VP = Victory Point(s)
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1.0 INTRODUCTION

1.1 GAME COMPONENTS
The game includes:

Looking back at Operation Barbarossa today, much
of the focus is on the campaign to capture Moscow,
which VentoNuovo studies with MOSCOW '41.
If people mention Leningrad at all, it is usually the
“siege” and the terrible deprivations related to it. But,
like Moscow, the best chance to capture Leningrad was
before the end of 1941. And the war would have been
very different if the Germans had succeeded.
LENINGRAD '41 is a wargame covering the
offensive of Army Group North, to capture the
“birthplace” of the U.S.S.R. — Leningrad — and the all
out Soviet efforts to defend it.

•
•
•
•
•
•
•
•
•

The Campaign Game starts after the Germans have
established bridgeheads over the Daugava river and
seized Riga, while the Finns are ready to strike into
Karelia from the north. The Soviets must fight a two
front war and defend Leningrad at all costs.
Although based on historical Orders of Battle and
challenges, players must make their choices and change
history!

The Kickstarter Edition also includes two Uberblocks
Hitler and Stalin, and two Draw Bags for Reinforcements.

3

1 mapboard (heavy stock, laminated 86 x 62 cm)
1 Rules Manual (32 pages)
2 Rules Summary and Player Aids
2 Orders of Battle/Scenario Setup Aids
142 PVC Stickers (includes two replacement
stickers for Moscow '41);
109 combat units (black, white and red blocks);
1 Marat battleship (red plate);
8 Luftwaffe Bombers (8 black discs)
83 wooden markers: 1 Weather Forecast Marker
(yellow cylinder); 1 Initiative Disc (large green
disc); 1 Finnish Heavy Artillery Marker (white
disc); 2 Weather Markers (white discs); 1 Lend
Lease Marker (green disc); 1 Baltic Control Marker
(white disc); 1 Road of Life Marker (blue disc); 10
Artillery Fire Markers (squares, 5 black and 5 red);
20 Area Control Markers (cubes, 10 red, 10 black);
5 River Crossing Markers (blue cubes); 10 Out of
Supply Markers (white cubes); 30 Defensive Lines
(beams, 10 black and 20 red).

(24x24x12

mm)

and

two

Uberstickers

representing
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1.2 STICKERING

Besides the Campaign Game (which lasts for six
Turns, from July to December 1941, and is played in one
to three hours) players can also choose one of the three
short Scenarios.

1. Apply the 19 circular stickers as follows:
•
•
•
•
•
•

the two large stickers to the large green disc;
the two Ladoga Control Markers to the blue disc;
the eight Bombers to the eight black discs;
the four Weather Markers to two white discs;
the Finnish Heavy Artillery Marker to a white disc;
the two Baltic Control Markers to a white disc.

2. Apply the 119 square stickers as follows:
•
•
•

1.6 FOG of WAR

the 5 Grey Artillery Markers to the 5 black squares;
the 5 Pink Artillery Markers to the 5 red squares;
and one sticker each to the 109 wooden blocks:
- German: 35 stickers to the 35 black blocks;
- Finnish: 12 stickers to the 12 white blocks;
- Soviet: 62 stickers to the 62 red blocks.

Place the mapboard in the centre of the table. The
Axis player sits at the western edge, while the Soviet
player sits opposite him at the eastern edge. The game
is played with "Fog of War", so Blocks are placed
upright with the sticker facing the owning player so that
the enemy player cannot see them.
During the game – at certain points – some Blocks
will be revealed.

3. Apply the two large stickers (Marat) to the red plate.

1.3 UNITS and BLOCKS



1.6.1 Revealing Blocks

Units are divided into:
Defensive Lines (wooden beams without stickers);
Blocks (wooden blocks with a sticker).

Revealing a Block means showing it, by placing it
face up, in a way the enemy can clearly see it.

1.4 SIDES and FACTIONS
In the game there are two sides (Soviets and Axis)
and three Factions (Soviets, Germans and Finns), with
the Germans and Finns belonging to the Axis Side.
The only limitations for the Axis side are:
- Mannerheim can only control the Finnish Blocks
(including the 163rd Infantry Division);
- German Bomber/Artillery can only support a
combat if it involves at least one German Block;
- Finnish Heavy Artillery can only support a
combat if it involves at least one Finnish Block.

Two Axis HQs activated (revealed) during the game.

1.7 WEATHER

1.5 SCALE
In LENINGRAD '41, 1 cm is approximately 10 km
(1:1.000.000); a Game Turn represents 1 month; a fullstrength Block represents a Headquarters (HQ), a major
combat formation (Combat Block) or the Supreme
Leader (Leader).

The Weather may be Good (Sunny) or Bad (either
Rainy or Snowy). The Weather is predetermined
(Sunny) during all the Impulses of July, August and
September, whereas it must determined by a dieroll
starting from the first Axis Impulse of October (8.0).
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2.0 MAPBOARD

Leaders Boxes: are where Hitler (Rastenburg) and
Stalin (Moscow) are deployed
and restricted to. No other
Unit may enter these Boxes.
Hitler and Stalin cannot be
eliminated and are always “in supply”.

The map is divided into 175 zones called Areas,
each identified by a unique code and colour indicator
for what kind of terrain the Area is in game terms.
Combat, Movement and Stacking are influenced by
whether the Area has a Green Dot, a Yellow Dot, a Red
Dot or a Star Icon for a Victory Area.
The Area codes are either a number from 1 to 153
or a F, G1, G2, G3 and G4 for the five Axis Supply Source
Areas, S1, S2, S3 … S12 for the 12 Soviet Supply Source
Areas, H, K, T, O and L for the five Baltic Ports.

Trail to Murmansk: the 10 Boxes on the Northern
Border of the mapboard, are an abstract representation
of the path that the German Mountain Corps – led by
General Dietl – has to follow to reach and conquer
Murmansk. The first Box is Petsamo, where Dietl is
deployed at the Campaign Game start, while the last
one represents Murmansk itself. Murmansk grants 1
Victory Point and 1 Logistics Point.
Velikiye Luki: when the Campaign starts, five
German Blocks are deployed in the special Velikiye Luki
Box and are not available.

Note: the Area with the VentoNuovo Games logo in the
southeastern corner is not a playable Area.

Schmidt (39th Panzer Corps) HQ, 12th Panzer Division,
th
th
18 and 20 Motorized Divisions, the 8 FliegerKorps.
th

2.1 SUPPLY SOURCE

If the Axis controls Velikiye Luki (Area G4), then the
five Blocks marked with a “V” are immediately added to
the German Reinforcement Pool (see 11.0).

Units must be in supply to fully operate. Units out
of supply are marked with a white cube, have limited
operative possibilities and suffer Attrition.
To be in supply, a Unit must be able to trace a path
of unlimited length – across Full Controlled Areas (2.5) –
to a Full Controlled supply source Area.
The Soviet Supply Source is any of the 12 Areas
adjacent to the Red Border of the mapboard and
named S1, S2… S12 marked with the Soviet
Supply Icon.
The Axis Supply Source is any of the following
areas: F, G1, G2, G3 and G4 marked with the Axis
Supply Icon.

2.3 ABSORB BONUS
The Absorb Bonus is the ability of the Defender to
avoid hits (10.14). Defensive Lines, Cities and
Victory/Red/Yellow Areas provide an Absorb Bonus.

2.4 TERRAIN
There are four different types of Areas: Green,
Yellow, Red and Victory Areas.

Note: Area G4 is Soviet controlled at the start of the
Campaign, thus the Germans must first conquer it in order to
use it as a Supply Source.

Note: roads, railroads, bridges, islands (except the two
Baltic Islands), lakes (except the four named lakes: Ladoga,
Onega, Pejpus and Ilmen) and towns are named for historical
accuracy with no impact on the game.

2.1.1 Coastal Supply

2.4.1 Green Area

Soviet Units in Soviet-controlled Baltic coastal Areas
are always in supply.

A Green Area has a green dot and is considered
open terrain, easy to attack and hard to defend,
thus it provides no Absorb Bonus. A maximum of
4 Blocks per player may stack in a Green Area.
Entering a Green Area costs 1 MP.

2.2 SPECIAL BOXES
There are special boxes with special functions.
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2.4.2 Yellow Area
A Yellow Area has a yellow dot and is considered
rough terrain – usually forested or hilly – hard
to attack and easy to defend, thus it provides a
Single Absorb Bonus. Up to 2 Blocks per player
may stack in a Yellow Area. Entering it costs 2 MP.

2.4.3 Red Area
A Red Area has a red dot and is considered
swampy/heavy forested terrain, extremely hard
to attack but easy to defend, and thus it
provides a Double Absorb Bonus. A maximum of
2 Blocks per player may stack in a Red Area. Entering a
Red Area costs 3 MP.

For the Germans, stacking restrictions are ignored
in a controlled Staging Area.
Note: G4 is Soviet controlled when the Campaign starts.
Area F (which contains Helsinki) is an Axis supply source, but
not a German Staging Area, thus German (the Finns have no
Reinforcements available) Reinforcements may NOT be
deployed in it.

2.4.4 Victory Area
A Victory Area has a Yellow Star and the player
controlling it gains 1 Victory Point. A Victory
Area is a highly populated urban Area with
concrete buildings, very hard to attack and
very easy to defend.
Entering a Victory Area costs 2 MP and the stacking
is 2 Blocks per player. A Victory Area is considered
Heavy Urban and provides a Double Absorb Bonus.
There are 6 Victory Areas in the game (Riga, Tallinn,
Novgorod, Ostashkov, Tikhvin and Leningrad).

2.4.6 City
Some Areas contain a City. A City has a white
square and the name printed in white. A
controlled City grants ONE Absorb Bonus to
the Defender.

2.4.7 River Crossing
Rivers affect Combat (but not Movement). See
10.13.6.1. Blocks which have engaged across a
River into a newly contested Area, are marked
with a blue cube.
During Snowy Weather, all the rivers are considered
frozen and thus the river crossing effect is ignored.

2.4.4.1 Victory Points
Each Victory Area and Murmansk is worth 1 Victory
Point toward winning the game, and also grants 1
Logistics Point (7.2.1).

2.4.8 The Baltic Islands
Hiiumaa and Saaremaa are the only playable
islands in the game.

2.4.4.2 How to win the game
Each Scenario has its own Victory Conditions.
In the Campaign, the game is won in one of the
following ways, whichever happens first:
A. Sudden Death (this is a Decisive Victory and the
game finishes immediately) anytime a player
has 7 Victory Points;
B. Alternatively, at the end of the game, the
player with most Victory Points is the winner
(Marginal Victory).
Example: when the Campaign starts, the Axis has 1 VP
(Riga), the Soviets have 6 (Leningrad, Tallinn, Novgorod,
Ostashkov, Tikhvin and Murmansk). If the Soviets conquer
Riga, the game ends immediately (Soviet Decisive Victory.)

2.4.5 German Staging Areas
The four German Staging Areas (Area G1, G2, G3
and G4) are marked with a Balkan Cross and are
the Areas where German Reinforcements enter
the game. These 4 Areas are also an Axis Supply Source.

Movement along the three white double arrows is
treated exactly as River crossing, except that in this
case the River Crossing Effect is in effect during any
weather conditions.
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2.5 AREA CONTROL

163rd Infantry Division

• A player controls an Area if only Units belonging to
that player are in the Area (Full Control).

The German 163rd Infantry Division is
considered Finnish in all ways, except Sniping
(10.13.2).

• If the Area is empty, the player whose Unit was the
last to occupy the Area controls that Area. Blocks
need not stop in an Area in order to switch control.

2.8 MOVEMENT POINT COST

• If an Area contains Units of both players, the Area
is contested, but is controlled by the player who
controlled it most recently, and that player will act
as the Defender in the combat which follows
(Original Defender).
At the Campaign Game start, the Axis controls
Petsamo, all the Areas in Finland and all the Areas in
the Soviet Union west of the black/red start line (thus
including three of the four German Staging Areas
marked with a Balkan Cross).

Entering an Area costs 1, 2 or 3 Movement Points
(MP). Additionally, disengaging costs 1 extra MP.
• Green: clear terrain, 1 MP
• Yellow: rough terrain, 2 MP
• Red: extremely swampy/forested terrain, 3 MP
• Victory Area: heavy urban terrain, 2 MP
• Rastenburg/Moscow: no Movement allowed
• Dietl's Movement over the Trail to Murmansk is
described in 10.10.

The other 133 Areas on the mapboard and nine
Boxes on the Trail to Murmansk are Soviet controlled.

2.9 STACKING
Except for the four German Staging Areas – which
have unlimited stacking for the Germans – each Area
has a maximum stacking per player. Green Areas have a
stacking limit of four Blocks per player, while Yellow,
Red, and Victory Areas have a maximum stacking of two
Blocks per player. The player who controls the Area can
also add one Defensive Line in each Area.

2.5.1 Marking Area Control
Players can use cubes of the appropriate colour
(red for the Soviets, black for the Axis) to
mark Area control.

2.6 LENINGRAD PRIVILEGE

Remember: Stacking Limit is per player!

The side controlling Leningrad may always pick one
block while drawing reinforcements. It must be the last
block drawn (e.g. when drawing five reinforcements,
draw four at random and choose the last one).

Green
Yellow
Red
Victory

2.7 FINNISH ATTACK ZONE ( FAZ)

Absorb

Stacking

MP

0
1
2
2

4
2
2
2

1
2
3
2

The Finnish Attack Zone (FAZ) is shown on the map
with a blue double dotted line. It contains the Areas
north of the Svir river and west of area S1.

3.0 BASIC DEFINITIONS
The following terms are used throughout the
different Impulses, Phases and Segments of a Turn and
are grouped here to avoid repetition.
The game is divided into Turns which roughly
represent 1 month of historical time. A Turn is divided
into Impulses. During his own Impulse, a player may
choose to play one of the following options:
A. a Tactical Impulse
B. a Strategic Impulse (spending the Initiative Disc)

Finnish Blocks (163rd Division included) cannot
engage Soviet Units outside this area unless Leningrad
is Axis controlled. However, they can move further if
the Area they are entering is empty.

C. a Pass
Then the other player performs his own Impulse.
After two consecutive Passes (one each per player),
players perform the Final Phase, after which the Turn is
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finished: the Turn Track Marker is moved forward by
one space and a new Turn starts with the Logistics
Phase.
The game ends immediately if a player fulfils the
Sudden Death requirements (see 2.4.4.2), or lasts until
the end of the Final Phase of the last Turn (December).

player may – at anytime – voluntarily disband some to
build new ones.
A DL may be built in any controlled and
uncontested Area (not on the Trail to Murmansk)
during any action (Pass, Strategic Action or Tactical
Action).
To build a DL, a Combat Block (not an HQ) instead
of moving - is reduced by rotating it by 90° (stepreduction) once. A Block cannot be destroyed to build a
Defensive Line.
A Defensive Line:

3.1 FRACTIONS
Fractions are always rounded down. However, if
rounded down below 1, a fraction is rounded up to 1.
Example: 7/2 = 3.5 rounded down to 3.
Example: 1/2 = 0.5 rounded up to 1

•

cannot move, nor attack. It can only defend;

•

has a (Defensive) Single Fire (hits on 6);

3.2 INITIATIVE

•

The player who holds the Initiative Disc is the player
with the Initiative and has several privileges.

has an Absorb Bonus of 1, so 2 hits are required
to eliminate it;

•

protects friendly Blocks: when defending, no
friendly Blocks may be hit before the DL is
destroyed;

•

if marked Out of Supply, a DL is not destroyed
unless it is in a contested Area.

3.2.1 Initiative Disc
The player without the Initiative is the first to setup
his units at the game start, and the first
to decide what to do in the Logistics
Phase (see 7.0).
The player with the Initiative plays the 1st Impulse
of the Turn. Additionally, he may spend the Initiative
Disc to:
-

play a Strategic Impulse;

-

make an Exploitation Movement
(immediately after a Tactical Impulse).

4.2 BLOCKS
Each Block has a sticker indicating the name, the
type, the Strength, the
Firepower and the colour
coding
that
indicates
Movement Allowance.
A Block may represent:
 the Supreme Leader (Hitler or Stalin);


4.0 UNITS
Leaders, HQs, Infantry, Cavalry, Motorized,
Mechanized Infantry and Tanks are represented as
wooden blocks and are referred to as "Blocks".
Additionally, both players have Defensive Lines
(wooden beams, ten black for the Axis and twenty red
for the Soviets) and the Axis has eight Bombers
(wooden black discs).



HQs (Front HQs for the Soviets plus Zhukov;
Army, Panzer Corps and Luftwaffe HQs for the
Axis);
Combat Blocks: a major military formation
(Army, Corps or Division for the Soviets plus the
two static Brigades (Hanko and Kuresara); Corps
and Divisions for the Axis, plus the Finnish
Cavalry Brigade.

Note: in the game, most Soviet Combat Blocks are Army
(four dots), Corps (three dots) or Division (two dots) size
formations, plus two Static Brigades (Hanko and Kuresara),
while Axis Combat Blocks are Corps (four dots) or Divisions
(three-two dots) plus the Finnish Cavalry Brigade (single dot).

4.1 DEFENSIVE LINES
Defensive Lines are fortification works, including
trenches, minefields, anti-tank ditches and
barbed wire,- with machineguns, anti-tank
and anti-aircraft guns attached.

4.2.1 Movement Allowance
Defensive Lines, Stalin, Hitler,
Mannerheim and the two Soviet
Static Brigades cannot move.

Defensive Lines (DL) are represented by wooden
beams and have no sticker.
DL are provided in a limited number in the game
(20 red for the Soviets, 10 black for the Germans), but a

Other Blocks may be Fast or Slow:
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4.2.5 Combat Blocks

Fast Blocks (dark red sticker background colour for
the Soviets, dark grey for the Axis) have 5 MP.

A Combat Block is a major combat formation:
Infantry, Static Infantry, Motorized/Mechanized Infantry,
Cavalry or Tank.

Slow Blocks (pink sticker background colour for the
Soviets and grey for the Axis) have 3 MP.

4.2.2 Firepower
The Firepower (of a Unit) determines its chances of
scoring a hit in Combat and depends on the colour of
the Block’s Dots or Stars:

Infantry is a slow Block with 3MP (Static Infantry
cannot move).
Motorized/Mechanized Infantry, Cavalry and Tanks
are Fast Blocks and they all have 5MP.

: Single Fire (SF), hits only on 6;
: Double Fire (DF), hits on 5 and 6;
: Triple Fire (TF), hits on 4, 5 and 6.

Note: there is no distinction between Cavalry, Motorized
and Mechanized Infantry; the Soviet 5th
Airborne Corps and the German FJ
Division act as regular Infantry.

HQ Stars are White, thus they have DF.
Marshal Zhukov/Mannerheim's Stars are Red (TF).
LW HQ Stars are Blue, thus they have no Firepower.

4.2.6 HQ

4.2.3 Strength

An HQ represents not only the Commander himself,
but also the General Staff and soldiers attached to him,
along with various types of artillery and support units.

Defensive Lines have a Strength of 1.
A block's Strength is equal to the number of
Combat Block's dots or the number of HQ's Stars, thus
usually it varies from a maximum of 4 to a minimum of
1. Exhausted HQs (Heart Level) have no Strength.
Strength is used to determine the number of dice
rolled by a Unit.
HQ Strength is also used to determine the HQ
Command Range.
Luftwaffe HQ Strength is used to determine how
many Bombers the HQ may commit and their Air
Range.

The Axis has nine HQ:
- seven Tactical HQ (16th and 18th Army; Dietl; 39th,
41st and 56th Panzer Corps; Mannerheim):

- two Luftwaffe HQ (1st and and 8th FliegerKorps):

4.2.3.1 Reducing Strength

When a Block suffers damage, it is reduced (stepreduction) once per each Hit suffered.
The Soviets have five Tactical HQs representing
Marshal Zhukov and four Front HQs (NorthWestern,
Volkhov, Kalinin and Leningrad HQ):
Reducing a Block means rotating it counterclockwise by 90° for each Hit. A Block already reduced
to Minimum Strength which suffers a Hit is destroyed.

4.2.4 Leaders

Each Tactical HQ has a unique colour code
identifying all the Blocks belonging to it:

Hitler and Stalin are the (Supreme) Leaders.
They cannot move, cannot be
eliminated, do not affect combat, are
always in supply and are restricted to
Rastenburg and Moscow respectively.
Leaders play a role in the Logistics Phase and their
Strength is used to calculate the Logistics Value (7.2.1).
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5.1 COLOURED LETTER UNITS
Some Blocks have a white letter inside a coloured
circle on the lower right corner. These Blocks become
available under specific circumstances:

Some Blocks on each side are "white colour-coded"
and they can be commanded by any Tactical HQ.

indicates the five German Reinforcements
available if Velikiye Luki is Axis controlled:
Tactical HQs are essential for moving Combat Blocks,
building Defensive Lines and providing Artillery Fire.

indicates the 13 Soviet Blocks available at the
beginning of the September Turn:

indicates the three Soviet Blocks available at
the beginning of the November Turn:
German LW HQs cannot command Blocks, build DL or
add Artillery Fire, they can perform Airstrike (10.12.4).
Once a Block becomes available, it is immediately
added to the player's Reinforcement Pool and, from that
Turn on, may be drawn as a Reinforcement.

The Leningrad Militia is a regular Infantry in all
respects. The "L" printed on it is used only
for setup restrictions, as it is deployed in
Leningrad.

5.0 REINFORCEMENTS
Reinforcements may arrive in two ways:
A. during the Logistics Phase (7.0);
B. by playing the Initiative Disc during a Strategic
Impulse (11.0 – Option B).
Reinforcements are randomly drawn from the
player's Reinforcement Pool in a number equal to the
player's Logistics Value.
German Reinforcements enter the game in any full
controlled and supplied German Staging Area without
stacking restrictions.
No Finnish Reinforcements are available.
Soviet Reinforcements enter the game in a Victory
Area or in an Area containing a City – maximum 1 Block
per Area and without overstacking – provided that the
Area is fully controlled (uncontested) and "in supply."

6.0 SEQUENCE of PLAY
1. Logistics Phase (2nd, 3rd, 4th, 5th and 6th Turn)
2. Impulses Phase (player with the Initiative first)
- Bad Weather Check (1st Impulse of October)
- Supply Check (always)
- HQ Activation Segment (TI only)
- Command Segment (always)
- Combat Segment (TI and SI only)
- Blitz Segment (TI only)
- HQ Deactivation Segment (TI only)

Note: an Area is in supply if it can trace a Line of
Communication to a Supply Source (9.0). If a Reinforcement
cannot be deployed because it does not meet the conditions
above, it must be returned to the Reinforcement Pool (and no
other is selected).

- Isolation Check (always)
- Exploitation (playing Initiative Disc after a TI)
3. Final Phase
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3. the number of Reinforcement Blocks available
(either in the Logistics Phase or in a Strategic
Impulse);
4. the maximum number of Blocks which can be
moved during either a Strategic Impulse or the
Exploitation Movement.

A Turn is made of a variable number of Impulses,
from a minimum of two, up to unlimited. When a new
Turn starts, the player with the Initiative plays the 1st
Impulse, followed by the other player, and so on.
A player may:
a. play a Strategic Impulse (SI) or
b. play a Tactical Impulse (TI) or
c. Pass

The Logistics Value is calculated in points by adding:
1. the Strength of the Leader (Hitler/Stalin);
2. the number of non-exhausted HQ deployed
over the map (Dietl and LW HQ included);

After 2 consecutive Passes (by the two players, one
per player), the Turn ends and a new one begins.

3. the number of controlled VP Areas;
4. plus 1 for the Axis for every 10 surrendered
Soviet Blocks, and plus 1 for the Soviets for
every 10 destroyed or surrendered Axis Blocks;

7.0 LOGISTICS PHASE
The Logistics Phase is performed at the beginning of
the 2nd, 3rd, 4th, 5th and 6th Turn. There is no Logistics
Phase in the 1st Turn.
Players – the player without the Initiative – first
must choose to:
A. declare a Logistics Pause

Example: at the beginning of the Campaign Game, the
Germans LV is 11, calculated by adding:
 Hitler's Strength (4);
 the # of Axis deployed and not exhausted HQs (6);
 the number of controlled Victory Areas: Riga (1).
7.2.1.1 Bad Weather affects Logistics

In Rain/Snow the Logistics Value is halved.

or
B. activate his Supreme Leader.

7.2.2 Replacing Strength
Replacing Strength works in the opposite way to
Reducing Strength, thus a Block is rotated clockwise by
90° per step replaced. This is performed during the
Logistics Phase only, by activating the Leader.
HQ Strength is Regenerated by spending
Regeneration Points, while Combat Block Strength is
replaced by spending Replacement Points.
One Regeneration Point is spent per every HQ step,
while a number of Replacement Points, from 1 to 3, is
spent per each step, depending on the step's colour:

7.1 LOGISTICS PAUSE
If a player declares a Logistics Pause, his Leader,
instead of being activated, is regenerated to 4 stars.

7.2 LEADER ACTIVATION
If a player decides to activate his Supreme Leader,
the Supreme Leader is revealed. Then he may:
1. restore HQ steps;
2. replace Combat Blocks steps;
3. deploy Reinforcements.
For a player, the number of available Regeneration
Points, Replacement Points and of Reinforcements is
equal to his Logistics Value.
At the end, the Supreme Leader is reduced.

: 1 Replacement Point;
: 2 Replacement Points;

7.2.1 Logistics Value ( LV)

: 3 Replacement Points.
Note: the number of Logistics Points determines the
number of BOTH Replacement Points and Regeneration
Points. You do not have to choose between the two.
If activated, the Leader is reduced at the end of the
Logistics Phase. If not (Logistics Pause), it is restored at
full strength.

The Logistics Value (LV) is a number used to
determine:
1. the number of Regeneration Points available
during the Logistics Phase;
2. the number of Replacement Points available
during the Logistics Phase;

Example: at the beginning of November, the Axis has the
Initiative, thus the Soviets must take the first decision in the
Logistics Phase. They choose the Logistics Pause, so Stalin is
automatically fully regenerated and nothing else happens.
Then the Axis chooses to play the Logistics Phase and
activates Hitler (at Heart Level). The Axis LV is calculated by
adding Hitler's Strength (0), the number of Axis HQs deployed

Note: the Supreme Leader may be activated even if
already reduced at Heart Level. If this is the case, its Strength
is "0" and it remains at Heart Level (it is not eliminated).
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on the mapboard and not exhausted (4), Victory Points (3)
plus 2 extra Logistics Points for 21 surrendered Soviet Blocks.
The value (9) is halved to 4 as the Weather is Snowy (see 8.0).
The Germans then have:
1. four Regeneration Points to regenerate an HQ from
3 to 4 (1), and another HQ from Heart Level to 4 (3);
2.

four Replacement Points to Replace Combat Blocks'
Strength: one Red (3) and one Black step (1);

3.

and finally they draw four Reinforcements and
deploy in any full controlled German Staging Areas.

In other words, once the Weather has changed to Rainy it
will be Rainy for the next Impulse as well.

Starting from the next Axis Impulse, the Weather
may change to Snowy, following the same procedure as
described above, with the Weather Marker on the "1"
box. Once changed to Snowy, the Weather remains
Snowy for the remainder of the game!

9.0 SUPPLY
At the beginning of any Impulse, the active player
checks all of his Units for Supply and marks with a white
cube those Units unable to trace a LOC to a Supply
Source (they are Isolated).
Hitler, Stalin and Dietl are always in Supply.
Soviet Blocks in controlled coastal Areas of the
Baltic are always in supply.
At the end of each Impulse, the active player checks
Supply for his Isolated Units only and applies Attrition.

8.0 WEATHER CHECK
The Weather is Sunny (good weather) in
July, August and September.
From October, the Weather may change to Rainy,
and then afterwards to Snowy. Snowy and Rainy are
Bad Weather which affect Movement, Combat and
Logistics.

Rain
- Entering any Area costs 3 MP;
- Attacking Blocks' Strength, HQ Tactical/Air
Range, and Strength are reduced to 1;
- The Logistics Value is halved.

9.1 SUPPLY CHECK
At the beginning of an Impulse (a Pass, a Tactical
Impulse or a Strategic Impulse), the active player must
Check Supply for all his Units.
Units unable to trace a Line of Communication
(LOC) at the beginning of the Impulse are Isolated for
the whole Impulse and are marked with a white cube.
Isolated Units cannot:

Snow
- Entering any Area costs 2 MP;
- Attacking German Blocks' Strength, HQs
Tactical/Air Range and Strength are halved.
Soviet and Finnish Blocks' attack strength is
not reduced in Snow;
- Rivers are Frozen (no effect on combat);
- The Axis Logistics Value is halved.

• build Defensive Lines;
• move;
• attack;
• be activated;
• receive Replacement;
• be restored;
until they can trace a LOC in any future Isolation
Check (9.3). Isolated units defend normally if attacked.

8.1 DETERMINING the WEATHER

During the first Axis Impulse of October, the Soviet
player deploys the Weather Forecast Marker over the
first space (over the "1" result) and rolls a die:
A. on a die roll of 1, the Weather changes to Rainy.
Remove the Weather Forecast Marker;
B. on a die roll of 2-6, the Weather remains
unchanged and, on the next Axis Impulse, the
Soviet player repeats the procedure by moving
the Weather Marker 1 box to the right and
rolling a die (but now the weather changes on a
die roll of 1-2, and so on).

9.2 LINE of COMMUNICATION
Units in a controlled Supply Area are always in
Supply (even if the Area is contested).
A Line of Communication (LOC) is a path of
unlimited length, traceable through friendly-controlled
and uncontested Areas, from a Unit or from an Area to
a valid Supply Source (2.1).
A LOC may neither cross nor finish – but may start
in – a Contested Area (either friendly or enemycontrolled).
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10.0 TACTICAL IMPULSE

9.3 ISOLATION CHECK
At the end of his Impulse (a Pass, a Tactical Impulse
or a Strategic Impulse) the active player must Check
Supply for his Isolated Units only (those Units which
have been marked with a white cube in the Initial
Supply Check).
Isolated Units which are still Isolated at the end of
the Impulse suffer Attrition as follows:
•

Defensive Lines are destroyed if alone – without a
friendly Block – in a contested Area.

•

Blocks are reduced by rotating them counterclockwise to the lower Strength (e.g. from 4 to 3, or
from two Stars to the Heart Level) while those
already at minimum strength automatically
Surrender;

•

To perform a Tactical Impulse, the active player
must activate at least 1 Tactical HQ (a LW HQ is not a
Tactical HQ, thus it may be activated only if another
Tactical HQ has been activated before).
If the active player owns the Initiative Disc and is
playing a Tactical Impulse, then after having completed
the Tactical Impulse, he may spend the Initiative Disc to
play an Exploitation Movement (10.19).

10.1 HQ ACTIVATION SEGMENT
The active player activates any number of his HQs,
but at least one must be a Tactical HQ.
Isolated HQs cannot be activated.
Activating an HQ means that the controlling player
may first Move it up its full Movement Allowance and
then Reveal it (lay the HQ flat so it is visible for his
opponent).

Surrendered Blocks are permanently eliminated.
The Axis player gains 1 extra Logistics Point for
every 10 Surrendered Soviet Blocks, while the
Soviet player gains 1 extra Logistics Point for every
10 destroyed Axis Blocks. DLs do not count toward
this total for either side and may also be rebuilt.

Note: while activating, an HQ must move first and then
be revealed, not the other way around, but can be revealed
without moving at all.

Note
Soviet Blocks destroyed in Combat are added to
the Soviet Reinforcements Pool and may re-enter
game, while Soviet Blocks surrendered during
Attrition are permanently eliminated and removed
from the game.
All Axis Blocks eliminated, either in Combat or
by Attrition or deactivating exhausted HQs, are
permanently eliminated: they cannot be rebuilt and
they count for extra Soviet Logistics Points.

An HQ may be Activated only during the Activation
Segment of a Tactical Impulse.
An HQ cannot overstack in the Area where it is
Revealed, nor be Revealed into an Area containing
enemy Units. If an HQ starts the Impulse in an Area
containing enemy Units, it may be Activated provided it
can disengage (+1MP) and move into a full controlled
(uncontested) Area. After, it may also continue moving,
provided it may be Revealed in an uncontested Area,
without exceeding its maximum Movement Allowance.

10.2 TACTICAL HQ
Each player has a number of Tactical HQs, each
commanding specific Blocks:
• seven Tactical HQs for the Axis (remember, LW
HQ are not "Tactical HQ");
• five Tactical HQs (including Zhukov) for the Soviets.
Once activated, a Tactical HQ may:
1. command "white colour-coded" Blocks and
Blocks of its colour in Tactical Range and
2. command any Block in the Area where it is
revealed (other HQs included) and
3. add Artillery Fire in 1 Battle in an adjacent Area.
Dietl can move along the Trail to Murmansk only
(2.2) and has no Artillery Fire capability.
Zhukov and Mannerheim have special command
abilities (10.6 and 10.7).

Example: in the example above, during the Supply Check,
9 Soviet Units (8 Blocks and 1 Defensive Line) are in supply as
they have a LoC with any of Area S1-S12 (red supply icon),
while the other 6 Soviet Units 4 (3 Blocks and 1 DL) are in
supply, as they are in a controlled Baltic coastal Area, while
the other two (1 Block and 1 DL) are Isolated (white cube).
If in the Isolation Check at the end of the Soviet Impulse
the situation has not changed, the Block in Pushkin will suffer
Attrition and the DL will be eliminated (engaged alone).
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10.3 TACTICAL RANGE
An activated Tactical HQ may command only units
within its Tactical Range (TR).
The Tactical Range is a contiguous path which must
be traced from the Tactical HQ to a Block, neither
passing through enemy controlled nor contested Areas,
but may end in such Areas.
The length of the Tactical Range is its Strength:
•
•
•
•

Artillery Fire is resolved during the Artillery Fire
Combat Segment.
Bad Weather reduces HQ Strength, thus Artillery
Fire (to 1 die in Rain, Germans halved in Snow).

4 Areas at 4 stars;
3 Areas at 3 stars;
2 Areas at 2 stars;
0 Areas once Exhausted – may command only
units in the Area it occupies once revealed.

10.4.1 Finnish Heavy Artillery Battallions
Once Mannerheim has been activated, the Finnish
Heavy Artillery (FHA) can be used (deploy the
FHA Marker in the Area) in any 1 Area inside
the FAZ (2.7) which contains at least one
Finnish Block. It has TF and the dice rolled are equal to
Mannerheim's strength.
Example: Mannerheim has been activated in Mikkeli at 2
stars. The Finnish Heavy Artillery has TF and rolls 2 dice.

10.5 EXHAUSTED HQ
HQs reduced to the Heart Level are Exhausted and
their Strength is "0".
Exhausted HQs are not taken into account for
calculating the Logistics Value.
Once Exhausted it is still possible to activate an HQ,
but it is destroyed in the HQ Deactivation Segment and
counts for eliminated Blocks.
Additionally:

Example above: during a Tactical Impulse the German player
activates Manstein (at 2 stars) which moves disengaging (+1
MP) from an existing Battle in Area 114 to Area 111 where it
is revealed, and the LW HQ in Area 129. The LW HQ may
commit Bombers to Airstrike, but cannot command any
Blocks. Manstein may command any Block (HQs included) in
Area 111, and any Green Block in range (two Areas), thus the
Motorized Infantry in Area 93 is out of range.

•

•

Bad Weather reduces HQ Strength, thus Tactical
Range (to 1 Area in Rain, German halved in Snow).

an Exhausted Tactical HQ has no Tactical Range,
no Artillery Fire and no Firepower (so no AA Fire)
and may command only Blocks in the Area it
occupies once Revealed;
Exhausted Luftwaffe HQ, Mannerheim and Dietl
cannot be activated.

10.6 MARSHAL ZHUKOV
Marshal Zhukov (Z) is a very powerful Tactical HQ.
It has command over all Soviet Blocks (other
HQs included), thus the Army colour is
irrelevant for it. It is the only Fast HQ and Blitz
HQ the Soviets have. Additionally, Zhukov is the only
Soviet HQ with Triple Fire (Artillery included).

10.4 ARTILLERY FIRE
If a Battle occurs in the same Area occupied by a
Tactical HQ, the HQ fires like any other Unit (Triple Fire
for Zhukov and Mannerheim, Double Fire for other
Tactical HQs). LW HQs has No Firepower (blue stars).
Otherwise, an activated and not exhausted Tactical
HQ (Dietl has no Artillery Fire capability) may direct its
Artillery Fire (Double Fire) into 1 adjacent Area
containing Units of both players by deploying the
appropriate Artillery Fire Marker in the Area:

10.7 MARSHAL MANNERHEIM
Marshal Mannerheim (M) is a very powerful
Tactical HQ. Mannerheim is restricted to Mikkeli (Area
6) and has no Blitzing ability.
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10.9.1 Movement Allowance

It has command over all Finnish Blocks (including
the German 163rd Infantry Division), with unlimited
Command Range (a LoC is still needed).

Each Block may move up to its maximum
Movement Allowance, expressed as Movement Points
(MPs):

Mannerheim is the
only Axis HQ with TripleFire.
Mannerheim can add the
FHA in the FAZ (10.4.1).
Example: the Axis activates
Mannerheim in Mikkeli. Every
Finnish Block in supply and able
to trace a LoC to Mikkeli may be
commanded to move/build a
Defensive Line, no matter the
distance
from
Mikkeli.
Mannerheim then can also add
the FHA to any ONE Combat in the FAZ which involves at least
ONE Finnish Block.

•

Slow Blocks (light background): 3 MPs

•

Fast Blocks (dark background): 5 MPs

10.10 TRAIL TO MURMANSK
During the Activation Segment of a Tactical Action –
not during a Pass, nor during a Strategic Action – the
Axis player may activate Dietl in the Box it occupies on
the Trail to Murmansk.

Then, during the Combat Segment, the Axis player
rolls a number of dice equal to Dietl’s Strength and for
every hit (at 5/6) Dietl advances one Box.
If Murmansk falls, then the Axis earns 1 VP and the
Soviets lose 1 VP.
Murmansk may fall in one of these two ways:
A. Dietl enters the Murmansk Box. This effect is
permanent.

10.8 COMMAND ACTIONS
During the Command Segment of a Pass, a Tactical
Impulse or a Strategic Impulse, in-supply Blocks may be
commanded to perform ONE of the following actions:
• Move
• Build a Defensive Line

B. all the four white bordered Areas (S1, S2, S3
and S4) are Axis controlled. In this case, the
effect is not permanent, and lasts only as long
as the above condition is met.
Dietl may not provide Artillery Fire, can neither Blitz
nor Exploit, and its overall Strength is affected by Bad
Weather. Thus, during rainy weather, Dietl’s strength is
reduced to 1 (rolls only 1 die), during snowy weather
his strength is halved.

10.9 MOVEMENT
Blocks may move if they are not Isolated (9.3):
A. 1 Block in a Pass;
B. a number of Blocks up to the LV during a
Strategic Impulse;
C. any Block in the Tactical Range of an
appropriate activated HQ during a Tactical
Impulse.
When a Block is moved, it must spend MP for each
Area it enters (1 for Green Area; 2 for Yellow/Victory
Area; 3 for Red Area).

10.10.1 Supply
Dietl is always in Supply.

When engaging (entering an Area containing enemy
units), the Block must stop. When disengaging, the
Block must spend 1 extra MP and must enter a friendly
controlled uncontested Area, and then it may continue
moving (even engaging again) up to its maximum
Movement Allowance.
If a Block doesn’t have enough MP to perform a
movement, it may not do so. Blocks can overstack
during movement, but not at the end. Stacking is
checked at the end of each Block’s movement.

10.11 LUFTWAFFE HQ
The Axis player may receive two special HQs as
Reinforcement: the 1st FK and the 8th FK Luftwaffe HQ.

Luftwaffe (LW) HQs are Slow Blocks (3 MP) and
cannot command any Axis Block, nor be the only HQ
activated to play a Tactical Impulse.

Alternatively, if a Combat Block is not already at
Minimum Strength and starts the Impulse in a friendly
controlled and uncontested Area (not already containing a
Defensive Line), then – instead of moving – it can be reduced
to build a Defensive Line (4.1).

LW HQs have no Firepower (blue stars).

15

© VENTONUOVO GAMES

2017

LENINGRAD ' 41

Rules Manual

A LW HQ can be moved in a Tactical Impulse by
Activating itself, or by another HQ activated in the Area
the LW HQ occupies, or by a Pass, or by a Strategic
Impulse. If Activated, a LW HQ can commit a number of
Bombers – up to its Strength – to Airstrike missions
over any contested Area in its Air Range.
The Air Range is equal to the activated LW HQ
Strength, and the Air Range may be traced over any
Area, including enemy controlled Areas, and also over
Lake Ilmen and Pejpus.
Exhausted LW HQs cannot be activated.
Bad Weather reduces LW HQ Strength, thus Air
Range (to 1 Area in Rain, halved in Snow) and the
number of Bombers which may be committed (to 1 in
Rain, halved in Snow).

reveal Blocks until each Battle is begun.
In the Combat Segment, the Attacker chooses the
order in which Battles are resolved, Area by Area, and
Battles are resolved one by one as described in 10.13.

10.11.1 Axis Bombers

Both players simultaneously reveal their Blocks in
the Area where the Battle is declared by the Attacker.

10.13 COMBAT SEQUENCE
1.
2.
3.
4.
5.
6.

Showdown
Finnish Sniping
Artillery Fire
Defender AA
Airstrike
Ground Combat

10.13.1 Showdown

There are two types of Axis Bombers: Level
Bombers (Junkers Ju-88 and Dornier Do-17, 6 total) and
Dive Bombers (Junkers Ju-87 "Stuka," 2 total.)
Stuka may be called into action only by the 8th FK.
Each Bomber rolls a number of dice equal to the
commanding LW HQ Strength.
Level Bombers (6x) have DF (hits on 5/6).
Stukas (2x) have TF (hits on 4/5/6) and can Blitz.

10.13.2 Finnish Sniping
Every time a Finnish Combat Block (not the 163rd
Division) is engaged in combat (attack and
defense), before regular combat, it rolls one
die for each Block and the Soviets may not claim
any Yellow/Red Area Absorb Bonus.
Sniping is only available in Yellow or Red Areas in
the FAZ, not containg a City or a Defensive Line.
The Firepower of the Sniper Fire is the same as the
Firepower of the block.

st

Example: the German 1 FK is activated at full strength
(4), thus it may commit up to 4 Level Bombers (no Stuka) into
any Battle in an Air Range of 4 Areas and each Bomber rolls 4
dice and hits on 5 and 6.

Axis Bombers are subject to Soviet Anti-Air
(10.13.4).

Example: a Finnish 2-red-dots Division attacks Vyborg
and another one attacks Area 40. The first one cannot use
Sniping, while the second one can (1 die, TF).

10.12 COMBAT

10.13.3 Artillery Fire
If there is an Artillery Fire marker in the Area, the
Attacker rolls a number of dice equal to the HQ
Strength and every die hits on 5/6. Zhukov's and
Mannerheim's Artillery Firepower is stronger (red stars)
and it hits on 4/5/6.
The number of Artillery Fire dice rolled is affected
by Bad Weather.

Battles are resolved in the Combat Phase.
A Battle may occur only if an Area contains Units of
both players (contested). Artillery Fire/Airstrike may
support a Battle in which friendly Blocks are involved,
but they can not attack alone.
A Battle is mandatory only when an Area is newly
contested (new engagement) in the current Impulse.
It is at the Attacker’s discretion whether to resolve
the Battle or not if the Area was already contested at
the beginning of the Impulse.
Isolated Blocks and Defensive Lines cannot attack.
There is no limit to the number of Battles which
may be resolved during a Tactical or a Strategic
Impulse.
No new engagements or Battles are allowed during
a Pass/Exploitation.
When multiple Battles occur, players do not have to

10.13.3.1 Blitz Artillery Fire
If activated during the Activation Segment, Blitz
HQs may freely provide additional Artillery Fire in the
Blitz Segment as well, but this extra Artillery Fire must
target a Combat happening in one adjacent Area.

10.13.4 Anti-Air Fire
If there are Bombers committed to the Battle in the
Area, the Defender rolls AA. Every Block/Defensive Line
rolls 1 die.
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The AA Firepower is defined by dot/star colour. DLs
have SF. Soviet AA is not affected by Bad Weather.
Every hit is an Abort result. Two hits is a Destroyed
result. The Axis player can choose to accept any two
hits as two Aborted or one Destroyed result. Aborted
and Destroyed Bombers are not available for this
Airstrike.
Aborted Bombers will become available in the next
Impulse, Destroyed Bombers will become available in
the next Turn.

2. the Battle takes place in a Green Area;
3. the Defender has no Defensive Line/City;
4. the Attacker has at least one Tank and the
Defender has no Tank;
Effect: the Attacker rolls before the Defender.
Note: Tank Attack does not apply if the Area is newly
contested this Impulse and all attacking Tank blocks have
engaged across a River/white double arrows. If at least one
Tank Block avoids this situation, then the Tank Attack occurs
normally.

10.13.5 Airstrike

10.14 ABSORB BONUS

Bombers which have survived the AA can now
attack enemy units on ground. Each Bomber rolls a
number of dice equal to its LW HQ Strength.
German Level Bombers have DF, Stuka have TF.

The Absorb Bonus is the ability of the Defender to
absorb hits without being damaged, either because of
rough terrain (Yellow and Red Areas), a controlled
City/Victory Area or a friendly Defensive Line.
The Absorb Bonus is cumulative and the Defender
may have up to 3 Defensive Absorb Bonus per Area.
The Attacker never gets any Absorb Bonus.
The Defender automatically gets at least 1 Absorb
Bonus in:
1. a Yellow/Red Area (controlled or not);
2. an Area (controlled or not) with a friendly DL;
3. a controlled Area with a City (2 Absorb Bonus
in a controlled Victory Area).
No Absorb Bonus is granted along the Trail to
Murmansk.

Example: the Axis activates both his LW HQs (the 1st at 4
th
stars commits the Ju-88, the 8 at 3 stars commits the two
Stukas and one Do-17) and sends seven Bombers to Airstrike
an Area in the FAZ attacked by one Black German and one
White Finnish Block. He also may add the FHA. The Soviets
have two Blocks (one Tank and one Infantry) and one
Defensive Line (no Sniping). They roll for Anti-Air:
• the DL rolls 1 die (SF);
• the Tank rolls 1 die (DF);
• the Infantry rolls 1 die (SF).
They score 2 hits in total. The Axis player decides to take
2 hits as a Destroyed result (on the Do-17 committed by the
th
8 LW HQ). The remaining six Bombers (four Ju-88 and two
Stukas) perform Airstrike.

Note: the total hits obtained in one battle are applied to
this Absorb Bonus. So if an attack includes bombers, artillery
and then ground combat, the Absorb is applied against the
total number of hits rolled by the attacker.

Ju-88 (Level Bombers) have DF, Stukas (Dive Bombers)
have TF. The two Stukas committed by the 8th LW HQ (3 stars)
st
roll 3 dice each (TF); the four Ju-88 committed by the 1 LW
HQ (4 stars) roll four dice each ( DF).

10.15 APPLYING LOSSES
10.13.6 Ground Combat

No friendly Defender Blocks may be hit before the
DL is destroyed.
Damage reduces the strongest Blocks first. If two or
more Blocks have the same Strength, then the
controlling player chooses how to apply Losses to his
own Blocks.
The Attacker may never claim an Absorb Bonus,
thus every Hit suffered is a Damage.
Instead, for the Defender, Hits may be absorbed in
the order listed above from point 1 to point 3 and only
after, Defender Blocks may be damaged, 1 Damage/Hit.

The Defender always rolls before the Attacker,
unless the Defender is under Tank Attack/Sniping.
10.13.6.1 Engaging across Rivers and/Islands
If the Area is newly contested during this Impulse,
any attacking Block which has engaged the
Area by crossing a River/double white arrow
(marked with a blue cube) rolls only 1 die.
Artillery Fire and Airstrikes are not affected (nor are
Blocks which have engaged without crossing a River, or
if the Area is not newly engaged this Impulse).

10.15.1 Strongest Block( s)

10.13.6.2 Tank Attack
The Defender is under Tank Attack if all the
following four conditions are met:
1. the Weather is Good;

If one Block has more dots (or stars) than the
others, this Block is the strongest and hits are applied
to this Block until it is reduced. The check is then
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performed again to see which Block is the strongest.
When multiple Blocks have the same strength, the
hits can be spread amongst the Blocks.

b. If the Area is still contested, the player
controlling the Area conceals his Blocks, while
the other player's Blocks remain visible.

Example: Two Axis 3-dot Tanks enter Luga (a Yellow Area
with a City = 1+1 Absorb Bonus) defended by one Soviet Block
and a Defensive Line (1 Absorb Bonus) for a total Absorb
Bonus of 3.

10.17 BLITZ SEGMENT
During a Tactical Impulse – not during a Pass or
during a Strategic Impulse – and after all Battles
have been resolved, Fast Combat Blocks (not
HQs) may move and attack again (Blitz) under
specific circumstances.
In the Blitz Segment, any Fast Combat Block (not
HQ) may move by 1 MP to enter an uncontested Green
Area, regardless whether it is friendly or enemy
controlled, if all the following three conditions are met:
1. It has participated in a Battle in a Green Area;
2. the Area has been cleared of enemy Units;
3. the Block is in range of an activated Blitzing
Capable and appropriate HQ.

In the Combat Phase the Axis discover that the Soviet
block is an HQ at Heart Level. The Soviets roll 1 die (for the
DL) and score 1 hit reducing one of the two Axis Tanks to 2 (at
owner choice). Then the Axis roll 5 dice and score 3 hits: the
first is absorbed by the Terrain, the second one is absorbed by
the City, the third one is absorbed by the Defensive Line.
In the eventuality of a fourth hit, this would have
destroyed the Defensive Line, while a further (fifth!) hit would
have been needed to eliminate the Soviet HQ.

10.15.2 Allocating Excess Hits
If all the player's Units in the Area have been
destroyed, but not all Hits placed, excess Hits are lost.

10.15.3 Destroyed Units
Units destroyed in Combat or eliminated during the
Final Attrition Phase are removed from the mapboard.
Destroyed Axis Bombers are deployed in the
specific box of the Soviet Order of Battle (OoB), and
they are not available until the next Turn.
Aborted Axis Bombers are deployed in the specific
box of the German OoB and they are available from the
next German Impulse.
Destroyed Defensive Lines can always be rebuilt.
Destroyed Axis Blocks are permanently eliminated
and deployed in the specific box of the Soviet OoB. The
Soviet player receives 1 extra Logistics Point for every
10 eliminated Axis Blocks.
Destroyed Soviet Blocks are added to the Soviet
Reinforcement Pool and may re-enter the game as
Reinforcements.
Surrendered Soviet Blocks are instead permanently
eliminated and deployed in the specific box of the Axis
OoB. The Axis player receives 1 extra Logistics Point for
every 10 eliminated Soviet Blocks.

There are only four Blitz HQs, marked with a Yellow
Bolt Icon: Zhukov, Reinhardt, Schmidt and Manstein.
Blitzing is not allowed in Bad Weather, in the
Pass/Exploitation/Strategic Impulse, over the Trail to
Murmansk, into a Yellow/Red Area nor into a Victory
Area.
If by Blitzing a Fast Block moves into an enemy
controlled Area, then a Combat is mandatory. If this
Area is adjacent to an activated Fast HQ, the HQ may
support the Combat with its Artillery Fire, even if it has
already provided Artillery Fire in the Combat Segment.
Additionally, Stuka (not Level Bombers) which have
survived the previous Combat may follow friendly Fast
Blocks and support the Blitz Combat as well.
Note: in the Blitz Segment, a Fast Combat Block may not
move into an Area which was already contested at the
beginning of the Blitz Segment.

10.18 HQ DEACTIVATION SEGMENT
When all Battles (Blitz included) have been
resolved, every activated HQ must be reduced (rotate it
counter-clockwise by 90°) and deactivated by turning it
upright in order to conceal it.
Exhausted HQs are destroyed while deactivating.

10.16 ADDITIONAL COMBAT ROUNDS
Battles last for 1 round only.
If all Units of a player have been destroyed, the
other player may conceal.
Exceptions:
a. Attacking Fast Blocks that have cleared a Green
Area (all enemy Units have been destroyed)
remain visible to mark that they may Blitz.

Note: Yes, you can activate that HQ showing a heart, but
only once! Soviet HQ can be rebuilt, Axis cannot and do count
as eliminated Axis Blocks. Remember that Mannerheim and
Dietl – if exhausted – cannot be activated.
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10.19 EXPLOITATION MOVE

Then – during the Combat Phase – he must resolve
the mandatory Battle and – after – he chooses not to
resolve any other.
Afterwards, the Initiative Disc goes to the German
player.

After a Tactical Impulse only, (thus after the HQ
Deactivation Segment) the active
player may spend the Initiative Disc
to perform an Exploitation Move.
During the Exploitation Move, the active player may
move a number of Fast Blocks (HQ included) up to his
Logistics Value and up to their maximum Movement
Allowance, provided that they are not Isolated (marked
with a white cube).
During the Exploitation Move no engagement or
disengagement is allowed, no Defensive Line may be
built and no Battle may be resolved.

or
Option B: call for Reinforcements, by randomly
selecting a number of Blocks from his
Reinforcement Pool up to his Logistics Value and
deploying them at full strength (Soviet Remnants at
Minimum Strength) as follows:
- Axis Reinforcements are deployed in any full
controlled Axis Staging Areas (without any
limit and they may overstack);
- Soviet Reinforcements in any full controlled
and supplied Area which contains a City or is a
Victory Area (max 1 Block/Area, without
overstacking).
If a Reinforcement cannot be deployed, then it
must return to the Reinforcement Pool, and no
other is drawn.
Blocks are randomly drawn, except the last one
if the player controls Leningrad (2.6).

The Axis may play the Exploitation in Good Weather
only; the Soviets may play the Exploitation in Good
Weather and in Snow as well, but not in Rain.

11.0 STRATEGIC IMPULSE
If the active player has the Initiative Disc, then
instead of playing a Pass or a Tactical
Impulse, he can spend the Initiative
Disc to play a Strategic Impulse.
In a Strategic Impulse, the player may choose
between one of the following two options:

No Blocks may be moved, nor DL built, nor HQs
activated. No Combat is allowed.

Option A: command a number of non-Isolated
Blocks up to his Logistics Value to move or build a
DL, and then in the Combat Segment resolve any
number of Battles.
HQs may be moved, but NOT be revealed,
during a Strategic Impulse, thus they cannot provide
Artillery/Air Support, but they may move and even
engage.

Afterwards, the Initiative Disc goes to the other player.

12.0 PASS
When a player plays a Pass, he may command ONE
Block to perform one of the two following actions:
A. move up to the its maximum Movement
Allowance without engaging (may disengage);
B. be reduced to build a Defensive Line.
No Combat is allowed.
After two consecutive Passes, the Impulse Phase is
finished and players perform the Final Phase.

Example: the Soviets play a Strategic Impulse, Option
A. He spends the Initiative Disc by deploying it onto the
mapboard. HQs may NOT be activated (but they can
move). First he checks Supply for all of his Units (Blocks
and Defensive Lines). Isolated Units cannot take any
action. Then he calculates his Logistics Value: Stalin is
exhausted (counts as 0), he has three HQs deployed over
the map (but two are exhausted and one is at 2 Stars),
controls 4 Victory Areas and has eliminated 2 Axis Blocks:
thus his LV is 5. Then 5 Blocks may make an action:

13.0 FINAL PHASE

• the 2-star HQ and two Combat Blocks move to
engage an enemy controlled Green Area (new
engagement);

The Final Phase is performed at the end of each Turn.
In this Phase any German Destroyed Bomber returns
available and the Turn Tracker is moved forward.

• an Infantry in a full controlled Area does not move
and is reduced to build a Defensive Line;
• one exhausted HQ disengages from Area 4.
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14.0 OPTIONAL RULES

A. control Leningrad;
B. control Oranienbaum;

Optional Rules (OR) add historical details and
flavour, they may be used to balance the game
between players with different experience or to
enhance realism when playing the Campaign.
OR should not picked individually, but added by the
sequence they are listed, thus OR 14.6 should not be
used if OR 14.1-14.5 are not.

C. control any one (at least one) of Hanko, Tallinn
or Kuresaara.
Thus losing A or B or all three "C" means losing the
Baltic, but does not automatically mean that the
opponent controls the Baltic.

OR 14.1 RAIL MOVEMENT
Who: Blocks (no DL) in Supply. Static Infantry may
be Rail Moved.
When: during a Pass or a Strategic Impulse only
(not during a Tactical Impulse).
How long: any distance from, across and to a
friendly uncontested Area (no engage/disengage).
How many: during a Pass only ONE. During a
Strategic Impulse a number of Blocks up to the LV may
be Rail Moved. Other Blocks may be moved normally,
up to the above limit and in any combination.
Exceptions: the two Baltic Islands (Area 53 and K)
are not rail connected to each other, nor to Area 54.

Example: the Soviets control the Baltic. The two Blocks in
Narva and Area 76 are in supply, as they can trace a LoC to
S1-S12. The Block in Tallinn and the two Units in Hanko are in
sea supply, as they can trace supply between two white
controlled harbours. The Block in Area 53 is Isolated, as the
island of Hiiumaa has no harbour. Remember that a LoC may
start from a controlled contested Area, but can never pass
through nor finish in a contested Area.

Note: Railways depicted on the map are depicted only for
historical interest and have nothing to do with this rule.

The Neva Bay is controlled by the player controlling
Oranienbaum. If the Soviets lose control of the
Baltic but still control the Neva Bay
(Oranienbaum), Sea Supply is traceable through
the Neva Bay only. The Axis cannot trace supply across
the Neva Bay, unless it controls the Baltic.

Example: the German LV is seven. In a Strategic Impulse,
the German player may command four Blocks to rail-move,
two Blocks to move and one Block to build a Defensive Line.

OR 14.2 The Baltic Sea
Controlling the Baltic Sea is a key point for winning the
campaign, as it is a vital asset to improve
logistics, getting rid of the Soviet Fleet and
provide the U-Boats a safe training "lake."

Example: if the Germans capture Tallinn and Kuressara
(as they historically did), the Soviets still control the Baltic (as
they control Hanko, Oranienbaum and Leningrad) and thus
the Neva Bay. If the Soviets lose Oranienbaum, it means that
the
Germans
control
the
Neva
Bay
but
not the Baltic, which is now contested. German control of the
Neva Bay only means that the Marat is now permanently
eliminated and that the Soviets cannot trace any kind of Sea
Supply but does not otherwise benefit the Germans.

When playing this OR, rule 2.1.1 is cancelled.
The player controlling the Baltic may supply any
number of his Units by tracing a LoC by land from
his Supply Source to a full controlled white
harbour, and then by sea to another controlled white
harbour, and then by land again. Only one "leg" of the
LoC may be traced by sea across the Baltic.
The Baltic may be Soviet controlled, Axis controlled
or contested.

The player controlling the Baltic has several
adavntages, as he:
1. may trace Sea Supply across the Baltic;
2. gains 1 Logistic Point;
3. may perform 1 Sea Transport Movement
between two full controlled harbours.
S1-14 and the harbors used during Sea Supply and
Sea Transportation of supply must be full controlled.
During any Impulse (a Pass, a Strategic or a Tactical
Impulse) the active player may Sea-move ONE nonIsolated Slow Block (not a Tank, Cavalry, Mechanized

There are five special white
circled harbours in the game: Leningrad, Oranienbaum,
Hanko, Tallinn and Kuressara.
In order to control the Baltic, a player must control
at least one white circled harbour of each colour, thus
must fulfill all three following conditions (A+B+C):
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Infantry or a Defensive Line – a Static Infantry may be
Sea Transported) between 2 friendly uncontested Areas
(cannot engage, nor disengage) that have a harbor in
the Baltic. You must be in control of the Baltic in order
to use Sea Transportation.
During a Pass only one Block may be Sea
Transported.
During a Tactical Impulse, only one Block may be
Sea Transported, provided that his controlling HQ has
been activated in a Baltic harbour.
During a Strategic Impulse, Sea Transport and Rail
Movement can be combined during a Strategic Impulse,
so some Blocks may be Rail Moved, and 1 – only 1 –
may be Sea Transported.
All restrictions still apply, so the areas where the
block is moved through must all be full controlled.

Procedure
1. During any German Impulse, after HQ activation but
before German Command Step, the Soviet player
may move the Marat into an already contested
coastal Area (thus an Area which was already
contested at the start of the current Impulse). If the
Soviets control the Baltic, the Marat may be
committed to any Battle in a Baltic Sea coastal
Area. If the Soviets do not control the Baltic, but
still control the Neva Bay, then the Marat may be
committed only to a combat in one of the six
coastal Areas of the Neva Bay (45, 47, L, 63, 62 and
O). The Marat's commitment automatically forces
that battle to be resolved during the Impulse;
2. during the Command Step of a German Impulse,
the German player may commit one or two of his
Stukas to carry the special 1,000kg bomb to sink the
Marat. Stukas committed to this special mission do
not participate in the Airstrike; if the Marat is not
attacked by Stukas, it provides both AA and Gunfire
to the ground battle;
3. in combat, the Marat has TF (DF if damaged) and
rolls one die for both AA and Gunfire;

OR 14.3 THE MARAT
The Marat was the
biggest and most famous
ship in the Soviet Baltic
Fleet. Following the
German advance across
the Baltic coast, the
Marat had to be
withdrawn inside the
fortified naval base of
Kronstadt. Despite being
hit and "sunk" by special
developed
1,000 kg
bombs (and claimed by
the famous Stuka pilot
Hans Rudel), in the shallow waters of the harbor, the stern of
the Marat remained operative during the 900 days long siege
as a floating battery.

4. the Marat may be eliminated (the effect is
permanent) in one of the two following ways:
A. the Axis controls Oranienbaum;
B. the Marat is hit by TWO special 1,000 kg
bombs (1 hit permanently damages it).
Example: The Soviets control the Baltic. Tallinn is already
contested when the German Impulse starts. The Soviets
commit the Marat to Tallinn. This battle is now mandatory.
During the Command Segment, the Germans commit
both the Stukas to Tallinn and declare that both are carrying
the special 1.000 kg bomb.
The Marat and the two Stukas will not be involved in the
normal combat (which is resolved first) and instead fight
against each other.
The Marat rolls first for AA (TF) and scores a hit. One of
the two Stukas is aborted. The other Stuka rolls ONE die and
scores a hit. The Marat is flipped to the damaged side and is
deployed in the Neva Bay where it remains restricted and
available to support future Battles.

The Marat is the only naval unit in the game and
represents the Soviet Baltic Fleet. The Marat is in supply
if the Soviets control Oranienbaum (even if contested).
The Marat is deployed:
A. in the Baltic if the Soviets control the
Baltic Sea and the Marat is undamaged;
B. in the Neva Bay if the Soviets do not
control the Baltic but control the Neva
Bay, OR if the Marat is damaged.
If the Soviets lose Oranienbaum, the Marat is
permanently eliminated.

OR 14.4 The Road of Life
The Road of Life was a supply route opened by the
Soviets during the war in the desperate attempt to resupply
Leningrad across Lake Ladoga during the 900 days long siege.

The Marat is a defensive asset, whose function is to
provide both AA and Gunfire to any ONE battle during
each German Impulse (not during a Soviet Impulse),
provided the battle happens in a Baltic coastal Area.

If Leningrad is Soviet controlled, but has not a valid
LoC to any of S1-S12 (under siege), then the Road of Life
can give limited supply. Only the
Soviets can use the Road of Life.
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and Oranienbaum (contested, still controlling the Neva Bay)
and two of three blue harbors which have a LoC with a Soviet
Supply Source (S1-S12).

The Road of Life is considered open and operational
if the Soviets fully control:
1. Leningrad;
2. at least one of three blue harbours on the
eastern bank of Lake Ladoga (Kobona,
Sjas’stroj’ and Sviritsa) or that harbour is in
supply itself.

Thus all the Soviet Units in the image above are in supply
(some by tracing a LoC by land, red supply icon, some by the
Road of Life, blue supply icon). Supply may be traced by sea
only through the Neva Bay, thus Oranienbaum is in supply.
The Marat is always in supply if the Soviets control
Oranienbaum (green supply icon).
However in Areas supplied by the Road of Life and
without a land connection:
•

only two Reinforcements may be deployed (but in
this case only one – in Leningrad – may be deployed,
as Pushkin is contested);

•

only two Replacement Points may be spent (in
example to replace a white step OR two black steps);

•

only two HQ Stars may be Regenerated.

OR 14.5 BLIZZARD
Starting from the 1st German Impulse of December,
the Weather automatically turns into Blizzard.
Effects: Logistics Value is always halved. German
Blocks' Strength (the number of dice rolled and
the Air/Tactical Range) is reduced to: 1/2 when
defending and to 1/4 when attacking.
Soviet/Finnish Blocks' Strength (the number of dice
rolled and the Soviet Tactical Range) is reduced to 1/2
when attacking and it is normal when defending.

The Soviet player may trace supply across
Lake Ladoga and this special feature may be added in
combination with the Baltic Sea Supply.
The Road of Life may supply any number of Soviet
Units. However, in Areas supplied by the Road of Life,
only a limited number of Reinforcements may be
deployed and only a limited amount of Leaders Stars
and Replacement Points may be spent.
The limit is 1 Reinforcement, 1 HQ Star and 1
Replacement Point per each full controlled and supplied
blue harbour, up to a maximum of three if controlling
all three.

OR 14.6 OPERATION TYPHOON
In September, Hitler issued orders for Moscow to be
taken before the winter (Operation Typhoon) and ordered the
best formations to be withdrawn from other fronts to be
concentrated against the capital.

Example: during the Logistics Phase of October,
Leningrad has no ground connection with any of the Soviet
Supply Source (Area S1-S12). The Soviets have lost control of
the Baltic (Tallinn, Kuresare and Hanko are Axis controlled).
However the Soviet player controls Leningrad (full control)

Starting from the 1st Axis Impulse of September,
one German Block must be removed every Axis Impulse
for the seven following Impulses.
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OR 14.8 SOVIET 1st TANK DIVISION

The Block must be chosen by the Axis player from
the following eight Blocks and in such a way that a
Block of the same corps colour is not removed in two
consecutive Impulses.

st

The two Soviet 1 Tank Division's regiments were
detached to Kandalaksha and to Karelia
respectively with the precise task to secure the
communications between Murmansk and
Leningrad.

The Soviet 1st Tank Division gains the ability of
slowing Dietl's advance down toward Murmansk.
Precondition: the Soviet 1st Tank Division is
deployed in Murmansk.
Effect: Dietl's Firepower is reduced from DF to SF.
The Soviet 1st Tank Division can be moved to
Murmansk with a Pass or when moving Blocks by
playing the Initiative Disc during a Strategic Impulse.
After moving to Murmansk the Soviet 1st Tank Division
cannot move back out for the remainder of the game.
When Dietl moves into the Murmansk Box and the
Soviet 1st Tank Division is located in Murmansk, then
Murmansk does not automatically fall.
Instead, starting from any next Tactical/Strategic
Impulse, the German player can activate Dietl to make
a Combat against the 1st Tank Division.
Dietl hits the 1st Tank Division on a roll of 6. Each hit
reduces the 1st Tank Division.
The 1st Tank Division cannot hit Dietl in any way,
and Dietl cannot be regenerated if he occupies the
Murmansk box.
If Dietl eliminates the 1st Tank Division (this effect is
permanent and the 1st Tank Division counts as a
surrendered Soviet Block) then Murmansk falls as well.

If one of the above eight Blocks has been
eliminated, then another one must be freely chosen by
the Axis player. Once all the eight German Block have
been removed, then Zhukov is removed.
Example: during the 1st Axis Impulse of September, the
th
Axis removes the 6 Tank Division (red). In the following
Impulse he can remove the 8th LW HQ OR one of the 56th
Panzer Corps Blocks (green). He chooses the 3rd Motorized
Division (green). In the next Impulse they can either remove
the 8th LW HQ or one of the three remaining 41st Panzer Corps
Blocks (red). Once all the eight German Block have been
removed, the Soviets must remove Zhukov.

These nine Blocks are permanently removed, but
do not count for eliminated Blocks.

OR 14.7 AGILITY
Agility grants more mobility to some units.

1. Cavalry always pays 2MP when entering an
Area which would cost 3MP for any other Block
(Rainy Weather included). All three Soviet
Cavalry Divisions and the Finnish Cavalry
Brigade get this special ability.

OR 14.9 LEND LEASE
Lend Lease was a program under which the United
States supplied the United Kingdom and – from
September 1941 – the Soviet Union with food, oil,
and materiel.

2. The three Soviet Shock Armies and the 14 Axis
Infantry Divisions (seven Finnish and seven
German including the 163rd Division) are still
considered Slow Blocks for any purpose, but
now have 4 MP instead of 3.

Starting from September 1941, the Soviets get 1
extra Logistics Point if they control all the following:
1.
2.
3.
4.
5.

Area S1;
Area S2;
Area S3;
Area S4;
Murmansk.

3. The Spanish "Azul" Division, does not suffer
any penalty in Snow and it is only halved if
attacking in Blizzard.
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SCENARIO SETUP

2. LENINGRAD IN SIGHT
After having destroyed the last available enemy
tank formations and capturing Pskov on July 10, von Leeb
seemed ready to strike for Leningrad. The plan was for Army
Group North to seize the Baltic coast, while the Finns would
capture Karelia and created Greater Finland. This, they
hoped, would leave Leningrad open to capture by a surprise
thrust.
Even though, on August 6, Hitler repeated his order:
"Leningrad first, Donetsk Basin second, Moscow third," he
th
later detached 4 Panzer Army, von Leeb's most powerful
unit, to participate in Operation Typhoon. With the Finns
seemingly content to reoccupy land they lost in the Winter
War but advance no further, von Leeb was left few options
beyond a siege. But we know how, historically, the siege
turned out. Can you lead Army Group North to victory?

There are three Scenarios (Les Preludes, Leningrad
in Sight and Closing the Ring) and one Campaign Game
(The Road to Leningrad) included in this game. While
the three scenarios are relatively easy to play and can
be finished in 30-60 minutes, the full campaign game
requires a bigger investment in terms of skill,
experience and time. Setup is performed first by the
Soviets, and afterwards by the Germans. For setup,
Blocks are first grouped by nationality (block colour),
then by Army/Front Colour, then – unless specified –
randomly selected and deployed onto the map in Areas,
as specified in the Scenario Setup Rules.
Blocks are deployed at maximum strength unless:
A. specified in the Setup instructions with a
number from "1" to "4" in brackets;
B. for those Soviet Blocks whose first
step is marked with
Remnants
which must be deployed at Minimum
Strength.

Scenario Start: July Impulses Phase.
Weather: Good.
Initiative: Germany.
Scenario Setup: along the Green Dashed Line and
the Soviet-Finnish border. The Soviets control Hanko,
the two Baltic Islands and all the Areas east of the
frontline. The Axis controls all the Areas west.
Scenario Length: the scenario starts in the July
Impulses Phase, with the Soviets playing the 1st
Impulse, and ends in the Final Phase of August, unless a
Sudden Death result occurs first.
Special Victory Conditions: the game immediately
ends (Sudden Death) with an Axis Victory if any of the
following two conditions is met:
a. the Axis controls Leningrad;
b. Leningrad has no LoC with S1-S12;
c. the Axis controls Tallinn, Velikiye Luki,
Novgorod and Petrosavodsk.
Any other result is a Soviet Victory.
Do not use any Optional Rules.

1. LES PRELUDES
We find the armies pausing an instant after the Battle of
Raseiniai, which had included about 1000 tanks, with 3-1
odds against the Germans. Only their tactics and Luftwaffe
close support gave them the advantage, though meeting KV
tanks for the first time was a great shock.
On July 1, the Germans entered Riga and set the stage
for our scenario, where Army Group North aims to complete
the conquest of the Baltic States and capture the key
locations needed for for the assault on Leningrad. Can you
make these accomplishments faster than the Germans did?

Scenario Start: July Impulses Phase.
Weather: Good.
Initiative: Germany.
Scenario Setup: as in the Campaign Game.
Scenario Length: the scenario lasts till the July Final
Phase, unless a Sudden Death result occurs first.
Special Rules: during this short scenario, each
player may use the Initiative Disc only once.
Special Victory Conditions: the game immediately
ends with an Axis Victory if any of the following two
conditions is met:
a. the Axis controls Leningrad;
b. the Axis controls Tallinn, Velikiye Luki and
Pskov.
Any other result is a Soviet Victory.
Do not use any Optional Rules.

SOVIETS
LV=13 (Stalin= 4; deployed not exhausted HQs= 3;
Victory Points= Murmansk, Leningrad, Ostashkov,
Tikvin, Tallinn and Novgorod, 6; eliminated German
Blocks= 0, 0).
Eliminated Soviet Blocks: nine Soviet Blocks
randomly taken (four Orange Infantry, two White
Mechanized, two White Tank, the Airborne Infantry)
have been eliminated and added to the Soviet
Reinforcement Pool; two White Blocks (one Tank and
one Mechanized) surrendered and are permanently
eliminated.
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3. CLOSING THE RING

Reinforcement Pool: 18 Blocks (all the nine Blocks
with a Green Dot plus the nine eliminated Blocks)
are in the Soviet Reinforcement Pool.
The 13 Blocks with "S" and the three Blocks with
"N" are not available in this scenario.
The Soviets deploy:
 Stalin, the two Static Brigades and the six
Yellow Blocks (all nine at maximum strength) as
in the campaign game;
 nine Defensive Lines in Area H, O, 39, 62, 79,
64, 93, 133 and G4;
 The Leningrad Militia in Leningrad (1) and the
Leningrad HQ (L) Front (3) in Area L;
 six Light Blue Infantry Blocks, one each, in the
following Areas: T, 59, 45, 46, 47 and 81;
 the Light Blue Mechanized Division (1) in Area
64;
 the two Light Blue Tanks (both at 1) in Area 62
and 79, one each;
 the NorthWestern HQ (NW) Front (2) and one
white Tank (1) in Area 93;
 one white Tank (1, marked Isolated) in Area 110;
 finally, three Orange Infantry in Area 75, 133,
G4 (one at 1, one at 2, one at 3 – Soviet player
choice).

At the beginning of September, the Axis forces are
looming at the gates of Leningrad, establishing jump-off
points and hoping to encircle Leningrad and end the war
before Christmas. (German scientists had calculated the city
would reach starvation in only a few weeks.)
But, the seasonal "sea of mud" that the Russians call
"Rasputitsa" is coming, followed one of the coldest winters of
the century. And, the Soviets have started massing reserves
that could disturb Axis operations, even before the winter
comes. And with the winter comes the Siberian divisions...
Can the German player either capture Leningrad or
completely cut it off from support? Or can the Soviet player
punish the Germans for lost time and keep their "Road of
Life" open long enough?

AXIS
LV=11 (Hitler= 4; deployed not exhausted HQs= 6;
controlled Victory Areas= Riga, 1; eliminated Soviet
Blocks= 2, 0).
Eliminated Blocks: none.
Luftwaffe: not deployed yet.
Reinforcement Pool: as in the campaign game.
Defensive Lines: none.
The Axis deploys:











Hitler, Dietl (D) HQ and the 12 Finnish Blocks as
in the campaign game;
the 18th Army HQ (2) in Area 129
the 16th Army HQ (3) in Area G2
Reinhardt (R) Panzer HQ (3) in Area 130;
Manstein (M) Panzer HQ (3) and the Green Tank
in Area 112;
the TT Motorized Division in Area 131;
two Light Blue infantry Blocks in Area 132;
the two Red Tanks and the Red Motorized
Infantry in Area 113;
the Green Motorized Infantry in Area 91;
three Yellow infantry (two at 4, one at 3 – Axis
player choice) one in Area 74, and two in Area
55.
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Scenario Start: September Logistics Phase.
Weather: Good. Weather dieroll from October.
Initiative: Germany.
Scenario Setup: along the Red Dashed Line. The
Soviets control Hanko, the two Baltic Islands and all the
Areas east of the frontline, the Axis controls all the
Areas west, including the Karelian Isthmus (Area 48
excluded).
Scenario Length: the scenario starts with the
September Logistics Phase and ends in the Final Phase
of October, unless an Axis Sudden Death result occurs
first.
Special Victory Conditions: the game immediately
ends (Sudden Death) with an Axis Victory if any of the
following two conditions is met:
a. the Axis controls Leningrad;
b. the Axis controls Oranienbaum, Tikhvin,
Ostashkov and Petrosavodsk.
Any other result is a Soviet Victory.
Do not use any Optional Rules.
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SOVIETS

AXIS

LV=10 (Stalin= 3; deployed not exhausted HQs= 3;
Victory Points= Leningrad, Tikhvin, Murmansk and
Ostashkov, 4; eliminated German Blocks= 0, 0).
Eliminated Blocks: 8 Soviet Blocks (one White Tank
and one White Mechanized Divisions – randomly drawn
– and all six Soviet Infantry Corps – two Light Blue and
four Orange) surrendered and cannot be rebuilt.
Reinforcement Pool: one White Cavalry, two White
Mechanized and four White Tanks Divisions – all seven
randomly drawn – plus the Airborne Corps and all the
13 September Reinforcements are in the Soviet
Reinforcements Pool (21 blocks).
The three Blocks marked with "N" are not available
in this scenario.
The Soviets deploy:
 Stalin (3) in Moscow;
 NorthWestern HQ (NW) Front (2) in Area 146;
 Karelia HQ (K) Front in (2) Area 44;
 Leningrad HQ (L) Front (2) in Area "L" with the
Leningrad Militia (3);
 the two Static Infantry in Area "H" and "K";
 The following Combat Blocks are randomly
drawn and deployed follows:
o seven Light Blue blocks (may be
Infantry, Mechanized or Tank Divisions)
- one each - in Area "O", 61, 62, 63, 64,
65 and 66;
o five Yellow blocks (four Infantry and
one Tank Division): one each in Area 48,
43, 29, 30 and 14;
o three Orange Infantry Divisions: one
each in Area 136, 143 and 142;
o eight White blocks (six Infantry and two
Cavalry Divisions): one each in Area 82,
97, 84, 67, 96, 98, 117 and 146.
 Ten Defensive Lines are deployed in Area 47,
"O", "L", 63, 96, 97, 117, 136, 142 and 143;

LV=13 (Hitler = 3; deployed not exhausted HQs=7;
controlled Victory Areas= Riga, Novgorod and Tallinn, 3;
eliminated Soviet Blocks=8, 0).
Eliminated Blocks: none.
Luftwaffe: available (but both LW HQs exhausted).
Reinforcement Pool: four White Infantry Divisions.
The Axis deploys:
 Hitler (3) in Rastenburg;
 Dietl HQ (2) in Titovka;
 Mannerheim (2) in Mikkeli;
 16th Army (2) in Area 95;
 18th Army (2) in Area 59;
 Schmidt (S) Panzer HQ (2) in Area 79;
 Reinhardt (R) Panzer HQ (2) in Area 77;
 Manstein (M) Panzer HQ (2) in Area 116;
 1st LW HQ (0) in Area 113;
 8th LW HQ (0) in Area G4;
 the remaining 11 Finnish blocks - all at full
strength and randomly drawn - one each in
Area 32, 45 and 46; two each in Area 13, 28, 41
and 42;
 the TT Motorized Division and six White
Infantry Divisions all randomly drawn one each
in Area 54, "T", 59, 60, 113, 115 and G4;
 the eight remaining fast blocks (four Motorized
and four Tank Divisions) are deployed randomly drawn - one step below maximum
strength, one each in Area 78, 80, 81, 94, 95,
116, 133 and 134;
 the three Light Blue Infantry Corps in Area 116,
135 and G4;
 the four Yellow Infantry Corps in Area 78, 79,
80 and 81.
Once deployment is completed, the German player
rolls one die for each of his seven Infantry Corps to
determine their strength:
- at minimum strength on a dieroll of 1;
- at "2" strength on a dieroll of 2;
- at "3" strength on a dieroll of 3;
- at full strength on a dieroll of 4, 5 and 6.
Defensive Lines: one black DL in Area 32.
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THE ROAD TO LENINGRAD
CAMPAIGN GAME

The Soviets deploy:
 Stalin in Moscow;
 The three Soviet Defensive Lines – one each –
in Area "H", "O" and 39;
 The three Soviet HQ "NW", "L" and "K" in Area
113, "L" and 42 respectively;
 The two Static Infantry in Area "K" and "H";
 The Airborne Corps in Area 129 (Remnant);
 The Leningrad Militia in Area "L" (Remnant);
 The five Yellow, the nine Light Blue, the seven
Orange and the eight White units (17 Infantry,
four Mechanized Infantry and eight Tanks) over
the specific icon on the mapboard. Of these 29
Blocks, eight (two Infantry, two Mechanized
Infantry and four Tanks) are Remnants, which
are randomly selected and deployed.

JULY - DECEMBER 1941
While the original plan for Operation Barbarossa called
for Leningrad to be captured before the drive on Moscow, the
fluid operations of the opening month had enticed Hitler into
battles of encirclement, in which he believed destroying the
Soviet armies would lead to victory. By the time his attention
turned back to Leningrad, the city had become a fortress, the
Russian weather had delivered the infamous Rasputitsa ("sea
of mud") and then came an especially cold winter. Added to
this, Stalin's spy network allowed to predict Japanese
intentions, which would free 50 divisions from the Far East.
They would arrive just in time...
In game terms, the Soviets must buy time throughout the
summer without losing too many units or VP. They must hold
on to just enough land and units, through the German
summer fury, to make the German fall and winter very
unpleasant. Yet, they must not settle into a mindset that is
only about defense, as making the German fear a sudden
counterattack is vital to the long-term victory. The Axis must
decide whether to go entirely for Leningrad or take
advantage of the rewards of side efforts. This challenge is
compounded by the randomness of their reinforcements, so
the German player must balance advance planning with
being flexible enough to take the best of what comes.
Sometimes he must be daring, since "playing safe" will never
produce victory. And yet, he must remember, it is the Soviet
player who can achieve "instant victory" the fastest.

AXIS
LV=11 (Hitler= 4; deployed not exhausted HQs= 6;
Victory Points= Riga, 1; eliminated Soviet Blocks= 0, 0).
Eliminated German Blocks: none.
Reinforcement Pool: 13 Blocks are in the
Reinforcement Pool (the 1st LW HQ, one Light Blue, one
Yellow and ten White Infantry Divisions).
The five Blocks marked with "V" will be available if
Velikiye Luki is German controlled.
The Germans deploy (all at maximum strength):
 Hitler in Rastenburg;
 Dietl HQ in Petsamo (Trail to Murmansk);
 Mannerheim HQ in Area 6;
 the 163rd Infantry Division in Area 11;
 the Finnish Cavalry Division in Area 12;
 the two Finnish Infantry Corps in Area 24, 38;
 the seven Finnish Infantry Divisions - one each
- in Area 32, "F", 9, 10, 11 and two in Area 8;
 Manstein HQ in Area 126 with a Green Mot.
Div.;
 Reinhardt HQ in Area 125 with a Red Mot. Div;
 16th Army HQ in Area 124 with two Light Blue
Infantry;
 18th Army HQ in Area 123;
 one Yellow Infantry in Area 107;
 one Yellow Infantry in Area 108;
 one Yellow Infantry in Area G1;
 two Red Tanks in Area G2;
 one Green Tank and the Mot. Div. in Area G3.

The Campaign starts in the July Impulses Phase and
lasts till the Final Phase of December, unless a Sudden
Death Victory (2.4.4.2) result happens first.
Weather: Good. Weather dieroll from October.
Initiative: Germany.
Area Control: the Germans control Rastenburg,
Petsamo, all the Areas in Finland, Area G1, G2, G3 and
all the Areas west of the Daugava river.
All the other Areas/Boxes are Soviet controlled.

SOVIETS
LV=13 (Stalin= 4; deployed not exhausted HQs= 3;
Victory Points= Murmansk, Leningrad, Ostashkov,
Tikhvin, Tallinn and Novgorod, 6; eliminated German
Blocks= 0, 0).
Eliminated Soviet Blocks: none.
Reinforcement Pool: all the 9 Blocks with a Green
Dot) are in the Soviet Reinforcement Pool; the 13
Blocks with "S" will be available in September; the
three Blocks with "N" will be available in November.

Note: in total, of 62 Soviet Blocks, 37 are in play, 9 are in
the Reinforcement Pool (13 will become available in
September, three in November); of 47 Axis Blocks, 29 are in
play, 13 are in the German Reinforcement Pool (5 become
available if Velikiye Luki is German controlled).
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Which Way to Leningrad?
Historical Analysis by Paul Comben
When Peter the Great, a man perhaps aptly described as
being big on visions and very short on temper, first set out
the plans for a new city in the grand European style, he could
scarcely have imagined that his dreams of baroque and
classical grandeur would one day be described by the Führer
of the Greater German Reich as a “poisonous nest” spewing
forth an “Asiatic pestilence.”

peoples to make way for an apparently better breed of
people, and obliterating one set of ideas and one particular
creed by annihilating just about anyone who may have had
some contact with them. And in that context, Leningrad was
pretty much top of the hit list.
On the other hand, one thing certain to disrupt a Blitzkrieg,
apart from matters of typography, was giving it too much to
do, spoiling it for choice, and confusing it with the “agony” of
this or that selection of goals and possibilities. This is what
happened to Barbarossa - and it happened rather quickly. As
I said in the study booklet accompanying VentoNuovo’s
Moscow ’41, there was uncertainty in German command as
to where to direct those advances following in the wake of
the first stunning success. And at least partly because they
tried a bit of something everywhere, eventually they ended
up getting nowhere at all. Adding to the confusion, apart
from his being sick, giddy, attacked by mosquitoes, busy
applying leeches, and staying up to ridiculous hours to talk
about the same old stuff as the night before, Hitler seemed
unable to make up his mind as to whether his intended
genocides had priority over his economic objectives… or vice
versa. First, Leningrad was to be taken off the march,
because that is where the arrows on the maps were originally
pointing. And then other arrows joined those arrows to do
the job quicker – only they then got turned around before
they had done much of anything to get pointed back at
Moscow… or Kiev… or somewhere else that the imminent
collapse of everything Soviet made hard to pin down.

And yet, someone of sight might just have told the Russian
monarch that his cherished creation was distinctly ill-starred.
The city had been raised upon expanses of drained
marshland, and that with the expenditure of a vast amount
of blood and misery. Who knows, perhaps the place was
cursed? After all, thousands of serfs, often marching in
chains, beaten for slacking and shot for attempting to escape,
were taken from all over Russia to work on their lord’s
grandiose schemes. A large number of them died, and that in
conditions which demonstrated considerably less regard for
issues of welfare than this or that pharaoh had provided for
the upkeep of his people during the years of Egypt’s
monumental ascendency. But Peter got his city, and Stalin
following on a little more than two hundred years later, got
yet another handy precedent regarding how best to get
things done in Mother Russia.
It would be hard to exaggerate just how brutal Peter was
with his subjects, and how many parallels exist between
himself and the “Man of Steel.” Both wanted to modernize
Russia, and both were utterly indifferent as to the cost of
doing so the quick way. Anything that smacked of a
quiescent Russia, of reactionary or unproductive attitudes,
was to be beaten and terrorized out of the population. The
difference was that Peter wanted a European Russia able to
take its place among the other great nations of the continent,
whereas Stalin, beyond the similarity of method, was far
more insular in his use of, and purposes for, an enslaved and
obedient population.

The thing was, from the German point of view, there were
some good reasons for taking Leningrad promptly rather than
permitting the whole affair to linger on. For a start, taking
the city and thus being able to prosecute an advance further
eastwards, was more in line with the military aspects of
Hitler’s overall strategy. It would also lead to the Finns
linking with the forces of Army Group North, and would
totally nullify any chance the Soviet fleet, such as it was,
could offer anything against U Boat training operations in the
eastern Baltic.

And then along came Adolf Hitler, whom one might think
achieved the near impossible by having even less regard for
the peoples of Russia than a former absolute monarch and a
lapsed trainee priest from Georgia. In one of those
occasional instances in the course of the world and its wars,
strategy for a major military undertaking was not entirely
driven by purely military considerations. Of course, military
strategies have often included an element of “Hearts and
Minds,” but Barbarossa was diabolically different in not
minding about anyone’s heart. On the contrary, alongside
the military theory there was a range of imperatives that
were driven purely by social and political prejudice. These
Adolf Hitler objectives were all about destroying one or more

But in both 1941 and 1942, the Germans divided their efforts
against too many different and widely spaced goals. Taking
Leningrad more or less “off the march” was modified to
keeping the precious panzers out of a city fight and capturing
the city by infantry assault; but that in turn was then reduced
to isolating the city and letting its defences wither by the
effect of siege; which was then (in 1942) to be completed by
a violent “big gun” attack organized by Manstein… that then
gave way to the siege again, which prolonged the misery for
no appreciable gain until the city was finally freed of the
invaders’ grip in 1944.
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although, some weeks into events, the damage inflicted on
one of AGN’s strung-out panzer divisions by Vatutin’s 11th
Army was certainly notable. However, whilst in terms of
military finesse, the Soviets generally operated at a level that
made the French army of 1940 look remarkably competent,
the staying power of the Russian soldiers and the sheer size
of the Red Army gave Blitzkrieg its first hint of troubles to
come.

Hindsight tells its own story: for all the utter misery that was
inflicted on one of the most beautiful cities in Russia,
resulting in the deaths of huge numbers of people; for all the
devastation of the siege and the might-have-beens of
Manstein’s planned assault in the early autumn of 1942, the
best chance of taking the city and achieving the full military
consequences of such, was while Barbarossa still had a life
and a drive; anything achieved later would be of dubious
benefit unless it was followed by directly threatening the
northern lend-lease routes – and that never really seemed to
be anything like a high enough priority.

Not all Soviet troops by any means were material for
propaganda posters of undaunted courage, but even where
they were not, distance, terrain, niggles in the German plan,
and the fundamental flaws in Blitzkrieg as a “one size
smashes all resistance” wonder weapon helped slow the
Germans to the point where the Red Army could finally shore
up its lines and make a stand.

In the June of 1941, taking Leningrad was the job of Army
Group North, under the command of Field Marshal Wilhelm
Ritter von Leeb. His was the smallest army group in the
overall German order of battle, consisting of two infantry
armies and a two corps panzer group spuriously bolstered by
a small number of infantry divisions. Although the overall
German deployment looked reasonable enough, and
certainly worked with breathtaking success in the early going,
three army groups with near everything in the shop window,
and needing, at this or that point to move on divergent axes,
was bound to cause trouble sooner or later.

And while there are so many directions I could take a study
like this from such a point, surely there is one point beyond
all others that begs to be addressed: just how, with
hundreds of miles covered in a mere fortnight or so, with
thousands of enemy tanks destroyed, thousands of enemy
planes lying burnt-out on the margins of airfields, entire
Soviet armies cut up and encircled from Bialystok to Minsk
and beyond; just how in the name of Heinrich Himmler’s
haircut did the Germans ever muck it up?

A lot of the problems came at the joins – or, as they often
turned out to be, the gaps. At various points in the
campaign, both the northern and the southern groups sought
reinforcement from Army Group Centre – itself originally
consisting of two panzer groups with five panzer corps (plus
some bolstering infantry), and two “pure” infantry armies.
This borrowing inevitably helped to stall von Bock’s AGC, and
also resulted in some rather pusillanimous poking about that
lacked the weight to achieve anything absolutely decisive on
any front. And all the time, von Bock wanted whatever he
was doing without returned sofort!

Perhaps we should start with the person of Erich von
Manstein. In that summer of 1941 this out-and-out military
genius, the man who broke France in less time than it takes
the average Frenchmen to finish dinner, was commanding
precisely what? The whole operation? No. An army group?
No. Surely an army then? Getting warmer, have another
go… yes, he had a panzer corps… more or less. And
commanding the panzer group to which it belonged was
Erich Hoepner, and with all due respect, having him in charge
of Manstein was like putting Micky Spillane in charge of
Shakespeare – a bit of an exaggeration perhaps, but you get
the point. Not surprisingly, the two did not see eye to eye,
and Manstein often found his units doing plenty of “pinging”
around to no clear end.

This sort of situation had been foreseen by at least one of the
German staff planners (General Marcks), whose own concept
for Barbarossa had involved a near wholesale commitment of
panzer force on the central and northern fronts, plus a
substantial reserve to be deployed as, when and where the
advancing fronts most needed it – i.e. to produce the
decision. This, of course, would have avoided the German
forces trying to “pinch” things off each other, and would have
permitted the commitment of reserves in a more considered
way. As it was, the Germans ended up having to rob Peter to
pay Paulus, which in turn seriously undermined the
furtherance of a cohesive strategy.

In his own diaries, the increasingly frustrated commander of
the 56th Panzer Corps wrote of how the attrition of his forces
meant “we cannot go on as we are,” and that Hoepner “did
not know what he should do.” Most tellingly, he added “the
dispersion of forces and the totally impossible terrain will
bring the advance on Petersburg (sic) to a final stop.”

But what of the Soviets? Initially, the area adjoining the
border with East Prussia was the responsibility of the Baltic
Special Military District, immediately renamed the
Northwestern Front as the German attack began. The speed
of that attack coupled with the poor deployment and hapless
organization of the three Soviet armies and supporting
mechanized corps close to the border meant that Army
Group North was able to plunge deep into the Baltic states,
with the Russians usually being able to do little more than
launch clumsy counterattacks that achieved very little –

On the approaches to Leningrad the terrain certainly was not
good – swamp and forest were in abundance, and sticking
tanks in either, or both, whilst waiting for the fuel to arrive or
for Hoepner to think of something clever was not a good
idea. Much of this had been predictable because near all the
clues were on the map – even if the real state of the roads
was not. Panzers could move through forest, but they did
not want to be stuck in one. Blitzkrieg meant concentrating
force, not dissipating it; but in Russia the Germans repeatedly
got in the bad habit of spreading stuff out and losing a great
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deal of offensive whack as a consequence. Much later in the
campaign, this was Hitler complaining of one such instance:

to see such corps as were assigned to the panzer forces being
any more than a cosmetic pretence of strength.

“Our worst mistake this year was that attack on Sukhinichi. It
was a copybook example of how not to stage an attack. They
attacked in just about every direction that they could, instead
of holding it tightly and narrowly together and thrusting
rapidly through with the five armoured divisions.”

Although it is tempting to see Blitzkrieg as a shark that simply
needed to keep moving in order to survive, the case
presented by Paulus for an interphase halt seems pretty
strong. His conclusion after gaming the situation was that
the Germans would need to pause for about three weeks
after the initial advance if anything else was going to be
sustainable. Interestingly however, just as Barbarossa
eventually went without any such deliberate pause in
proceedings, Napoleon’s occasional inclination to call an
early halt to the 1812 campaign was to be similarly buried by
the thought that “just one more push” would do the trick.
Failure to do so cost both invading armies hundreds of
thousands of men.

The problem, as I said earlier, was the shape of the campaign
did not give that many clues as to which thing was the best
thing to do next, which in turn was partly due to the nature
of the plan the Germans finally adopted for Barbarossa – the
thrusts moved out, moved apart, and everyone and
everything needed something more to keep every bit going.
As summer waned, and as Manstein saw Soviet defences
stiffening, it really was time to establish one clear objective –
Leningrad, Moscow, or Ukraine and the Donbas. The
Germans wanted all three, and were still trying to choose
when the sweetshop closed.

Keeping out of much of that mess in 1941 were the Finns.
Their operations north of Leningrad were largely restricted to
regaining the territory they had been forced to cede after the
Winter War, and in some ways it is hard to see this as
anything other than hedging their bets long term. Of course,
in the context of helping to establish an aggressive and
complete siege of the city, this was also only of limited use,
leaving the defenders somewhat between a rock and a
moderately hard place. To further qualify this, in some ways
the situation in and around the city was very complex. The
city was certainly surrounded along its land borders, but to
the east, on Lake Ladoga, the Soviet flotilla kept some kind of
link open; and when its waters froze, convoys of vehicles
were then able to cross the ice. Furthermore, although the
Soviet Baltic Fleet had been chased from port to port as
German and Finnish land forces had advanced (the Finns
having also retaken Hango), and subsequently had had any
room for maneuver totally denied by the extensive mining of
the eastern Baltic, the ships were still there, and they were
able to offer big gun support to Leningrad’s defenders. Even
the battleship Marat, although “technically” sunk by the
Luftwaffe, was restored to the point where it could function
as an artillery platform.

And then there was the question of logistics – or rather, in
many instances, the lack thereof. Perhaps there is a way of
interpreting the events of 1939-45 in Europe that puts aside
matters of Fall this and Führer Befehl that, and concentrates
instead on how utterly rubbish German logistics often were.
It was all very well replenishing panzers at French petrol
stations, but even if you could find a pump in Belorussia or in
Russia proper, god knows what you would be putting in the
tank. Manstein’s divisions, like the rest of the mobile forces,
were suffering the pangs of fuel starvation within a few days
of hostilities commencing, and in such situations, it hardly
mattered if the was a loud “Urrah!” coming from the woods
or not – the tanks simply were not going to move.
Had the Germans kept their forces together, it may have
been easier to solve the logistical puzzle; but then, in truth, in
whatever theatre, in whichever phase of the war, the
Wehrmacht was always running short of something – with
one common constant… fuel in North Africa, fuel in Russia,
fuel in the Ardennes, and fuel and everything else in front of
Berlin.

And speaking of the Luftwaffe, weaknesses first exposed
during the Battle of Britain were still very much present
during its operations in Russia. Although much has been
written by numerous authors regarding the diminished
effectiveness of tactical airpower on such a broad front,
strategic bombing, by strategic bombers, could have done
serious harm to the Soviet war economy…only the Germans
did not have any strategic bombers. Such forces have a
number of purposes - but most can be summarized in the
degrading of fixed assets and of fixed/static military
positions. After the Nazi invasion, the Russians undertook
extraordinary efforts to move many of their “fixed” assets
(their industrial plant) far to the east – something the
Germans were unable to do much to prevent. But once at its
destination, such plant had to be “fixed” again. Had the
Germans possessed a strategic bomber force, they could
have hit at least some of those relocated industries, but they

Was there any solution to the logistical issues facing
Barbarossa? To answer that, it was surely imperative that
the German planners first acknowledged that there was a
problem. Ironically, given what was to happen down the line,
one Barbarossa planner who did see a serious problem
brewing was Friedrich von Paulus. In on-map wargames that
he helped organize, it was amply demonstrated that the
“Blue Army” would be strung out and in need of
reconsolidation after the opening phase of the campaign.
This, in his opinion, would require a pause to replenish the
forward units and allow other formations to catch up. Rather
more unrealistically, he also envisaged the supplementing of
the panzer forces with corps of infantry. This, apparently,
was intended to make such groups more tactically flexible;
but of course, like any other infantry anywhere else, they
were simply going to get left behind, and it is therefore hard
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The first convoy had arrived in August 1941, and while losses
were to mount as the German operations out of northern
Norway became more effective, they never stopped huge
amounts of material reaching the Soviet Union. This material
included everything from fleets of Studebaker trucks, to
aircraft and tanks, and, just as importantly, vast amounts of
tinned foodstuffs from America. The Soviet Katyusha rocket
launcher was mounted on these trucks and then pointed at
German forces busy punishing people; and the Red Army
units that defended Moscow and Stalingrad, prevailed at
Kursk and destroyed Army Group Centre during Operation
Bagration, were sustained by a mountain of canned meat
landed at those same ports… while the punishing was
apparently still going on.

remained totally out of reach. Additionally (although the
likely effect is open to debate), with that kind of bomber
force, the Luftwaffe could have pounded the outer defences
of Leningrad just like the Allied air forces would hit the
German lines in Normandy.
But beyond the “would have” and “could have” of such
matter lies the issue of whether the Germans in the 1939–45
conflict ever really had a proper strategic evaluation
regarding the pursuit and policy of war. Beyond Blitzkrieg’s
“smash and grab,” what was there really? In the previous
study booklet, I described Hitler as a “chancer.” That helped
describe one aspect of his military strategy, which, at least on
occasion, could make him dangerous as an instinctive and
intuitive opponent – there was a touch of brilliance about his
intended counterthrust at Avranches, although the allocated
forces never got properly into position; and a few months
later, the planned advance out of the Ardennes to Antwerp
was potentially devastating, save the forces involved were
short of the sort of strategic assets and resources to carry the
thing out properly.

You can read any number of accounts and studies of German
operations in the east, some of which may be more disposed
towards Hitler’s military decision-making than others, but
time and again you will see in these accounts the absolute
shambolic mess that was the Führer’s relationship with his
generals. Of the two AGN commanders referred to here,
Manstein’s relationship with Hitler took a time to
deteriorate, and remained somewhat enigmatic right through
to the end. His talent as a commander of forces in the field
was beyond question, as was his ability as an operational
planner. Hitler recognized this, but also felt that Mainstein
did not have the capacity to work with stretched fronts and
worn-down formations that someone like a Model or a
Schörner did.

The ironic thing is that Hitler would regularly berate his
generals for their want of any strategic appreciation involving
the economic aspects of operations, but thanks to his
chancing, and with that, the type of war he endorsed, he
rarely had more than half the right tools to do the job
properly – and even then the approach was likely to be
cluttered with a mass of political garbage.
Consider this: play this game and ask yourself, from either
the German or the Soviet perspective, why Leningrad is such
an important objective? Answers along the lines of “nest of
vipers” or “cradle of our revolution” are, from every
pertinent military perspective, completely wide of the mark.
For that reason Josef Stalin, the man supposedly raising the
revolution from a rather difficult infancy to its “blooming”
adolescence, understood he needed to ditch reliance on
anything along those lines, and look instead to Russia’s
proven heroes and the stark material realities of the situation
in order to make a fight. Meanwhile, Hitler remained as
much concerned with “punishing” the city as a Bolshevik
breeding ground as with actually taking it.

For his part, Manstein gradually evolved a view of Hitler
common among the commanders – that he was an
interfering amateur who should be leaving it all to the
professionals. In early 1944, with Hitler demanding absolute
loyalty from the officer corps at one infamous conference,
Manstein actually interrupted the dictator with the emphatic
rejoinder “And so it will be, mein Führer!” In the aftermath,
no one could work out if that meant the officers would be
loyal, or that the national crisis Hitler was envisaging would
actually happen. But soon after, Manstein was removed
from his post – although Hitler wanted him rewarded for his
past service with the granting of a substantial estate, and
readily admitted that if Germany did regain the ability to
mount major offensives, Manstein would be his first choice
to lead them. It therefore remains all the more ridiculous
that such a commander was in charge of nothing more than a
corps in 1941.

Being tied to ideological dogma when military necessity
should be uppermost is always a dangerous way to proceed,
and in very recent times we have seen the consequence time
and again of “the big idea” racing far ahead of the big
armoured column. Seventy five years ago, a load of
grotesque tosh about annihilating Leningrad the slow way
meant that German forces were left stuck around its
perimeter instead of getting on with what was necessary
from the military perspective, which was unfastening the
Soviet line in the north and cutting communications between
Murmansk and the rest of the country. It might have escaped
Adolf’s attention, but the “cradle” he was scowling over was
pretty much empty in military terms - but the unloading bays
of the Soviet artic ports most certainly were not.

But what about Hoepner? Here, over much the same period
of time, we move from the appalling to the comic-grotesque,
and then to some farcical form of semi-tragedy. On the eve
of Barbarossa, Hoepner’s papers reveal him as one suitably
enthused by the “different nature” of the fight ahead –
essentially the liquidation of anyone and anything not
deserving to exist in the New Order. But, having played his
part in a set of tactics predicated on “the best way to use a
panzer force is to use it up,” the onset of winter saw him
order a number of withdrawals along his extended front, and
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this in turn led to him receiving orders making it clear that his
own part on the New Order’s establishment was effectively
over.

That was understandable, but it does also present us with the
question of how the Germans were intending to take
Leningrad if the Red Army was determined to defend it?
Doing some kind of National Socialist version of a Basil Fawlty
punishment “thrashing” might sate a few odd appetites, but
that really was not going to do the job. They had to go in,
and one might struggle for that many instances where the
Wehrmacht did any “going-in” in relation to a major city and
then managed to get out again. They really did nothing of
the sort prior to the Russian campaign, and when they finally
did do it in 1942, the results were mixed – success in
Sevastopol, and one serious and almighty muck-up in
Stalingrad.

In response, this Erich went to the Nazi courts and took
action to get his pension back. Amazingly, he succeeded; and
then, driven by such weighty moral considerations as the fact
that the Germans were now losing, he finally got involved in
th
what became the July 20 Bomb Plot. In the aftermath of its
failure, he was executed. But then, even more amazing than
his pension reclamation, it seems that somewhere in postwar
Germany a school was named after him in honour of
participation in said plot… only then there was a rethink after
years, and the school got named after someone or something
else.

Who was in charge at Sevastopol? Manstein. And who was
in charge at Stalingrad? Friedrich von Clueless. The task
facing both was considerable, although it is worth pointing
out that Manstein was up against an established fortress with
a year’s worth of extra defensive preparation thrown in.
Paulus faced a city with next to nothing prepared and a
defending force made up of whoever had ended up there.
Essentially what Manstein did was pick his targets, employ an
economy of manpower (not that he had that much to begin
with), use the hardest hitting pieces of artillery in the German
OOB to degrade whatever was next on the list of objectives,
and then send in surprisingly small assault teams to complete
the job. And if that sounds like something from one war
earlier, in all likelihood, it very probably was.

Ironies rather abound through the entire story. Barbarossa
witnessed Blitzkrieg’s most spectacular achievements, but
these were accompanied by its greatest failures. A number
of staff planners and theoreticians feared it might be so; but
it was one thing to account for, and to seek means to
remedy, the attritional losses to be expected over the course
of Blitzkrieg’s most serious trial, and quite another to work
into the theorizing the latest piece of headquarters tension,
or Hitler himself falling ill, or those barely perceptible hiccups
in the 1940 campaign showing themselves big time in 1941.
What about France then? From the German point of view,
did it not all go superbly well? Yes it did, and one good
reason for that was the Germans making their key attack
with 70-80% of their armoured forces committed entirely to
the main axis of advance – which just happened to be where
the French largely were not. However, in 1941, no more than
about 50% of the armoured forces were ever on the one line
of advance…until, that is, there was less than 50% of them
left. And in 1940, that key blow, aimed at the Channel coast,
was not dissipated in one part moving off towards Paris and
something else heading off behind the Maginot Line – it
stayed together, and Hitler’s occasional qualms about the
scale of commitment and apparent risk were successfully put
aside. But then Adolf and his politics sort of nudged their
way in from another direction. The evidence has been
debated and has always been somewhat apocryphal, but the
belief persists that Hitler may have eased up on the BEF
because he wanted to leave a nation he still wanted as an ally
with some kind of dignity.

Paulus, by contrast, did with his city what the Germans had
done with much of the western Soviet Union the summer
before – poke here, there and everywhere and see if
anything fell off. It did not work, and as a result, a city in a
state of complete chaos defended by disparate bits of this
and that, defied the German 6th Army from the end of August
1942 to the latter part of November. The more adept Paulus,
the one who worked his war studies and games around maps
in distant headquarters, might well have whispered
something in the other version’s ear – perhaps something
like: “I told you so.”
But then, maybe Erich von Manstein, or someone very like,
may have turned up and retorted: “But I showed you how.”
Paul Comben

Well, possibly; but it seems far more likely that any
sentiment to that effect merely provided a convenient
pretext for the panzers not getting involved in the desperate
fighting around the Dunkirk perimeter. Of course, one can
hardly equate a few days’ combat around the towns of
northern France with what was to happen at Leningrad –
except the Dunkirk episode revealed Hitler’s nervousness
about the fragility of the panzer arm, and irrespective of
whether he was indulging a soft spot for one enemy or
venting his spleen on another, he certainly had a pronounced
inclination to keep the panzers out of the fighting whenever
it got seriously up close and personal.

For rules questions: emanuele@ventonuovo.net
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