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1. INTRODUCTION

From Brest to Moscow is designed to supplement the Storm of Steel set, and contain a number of rules and tables that will help any gamers wanting to recreate the battles fought during the Axis invasion of the Soviet Union in 1941.

2. SPECIAL RULES

A. Skill Levels. As a rule, Soviet armies are Raw, while German armies are Veteran.

B. Fortifications. Only the Soviet player may deploy dragons teeth (see below).

C. Dragons Teeth. Dragons Teeth can only be entered or crossed by Foot units, and that without any movement penalty. No Vehicles, including Tanks, may enter Dragons Teeth. Dragons Teeth has no effect on Line of Sight.

D. Tank Scare. The first time in the game a German foot unit is assault attacked by a Soviet T34 or a KV, roll 1d6 for each German foot and artillery unit within a radius of 15cm. If 5-6 the unit panics, and is immediately moved to a position 10cm from the German players own table edge

E. Tank riders. Soviet infantry units may be transported by tanks. One tank may carry one infantry unit. If a tank carrying a foot unit participate in a assault, the tank riders themselves does not participate, instead 1d3 is added to the die roll of the tank. (And as other transported units, tank riders are automatically destroyed if the tank suffers a adverse combat result.)

F. Armoured Personnel Carriers. APC:s have two types of assault attack dice: the lower is used if the APC is empty, the higher if loaded with infantry. Note that the German Sdkfz 251 may transport 3 foot units, while the Sdkfz 250 is considered to be a small APC, and may thus only transport 1 foot unit.

G. Support. The German Players support deck contains 2 x "One air strike", 4 x "One artillery bombardment" and 4 x "No support this turn". The Soviet Players support deck contains 5 x "One artillery bombardment" and 5 x "No support this turn". The German artillery is classified as Flexible, with a Normal Volume of Fire, Soviet artillery is classified as Rigid, with a High Volume of Fire. During most of 1941, the Luftwaffe dominated the skies, so when the German Player determines what type of Aircraft that will attack, the die roll is modified with +1.

H. Soviet Artillery Tactics. The artillery of the Red Army was plentiful in numbers and its guns were excellent, but its gunnery tactics were obsolete - being in reality copies of the techniques used by the allies in 1918 - and it had difficulties coping with fast moving situations. The Red Army tried to compensate for this by employing large number of heavy artillery pieces in a direct fire role. To simulate this the soviet player may remove 1x "One artillery bombardment"-cards from his support deck, substituting them for 1 x "No support this turn"-cards. Instead the soviet player is given one extra non-AT artillery unit, preferrably of medium or heavy calibre.

I. Katyusha Rocket Artillery. Twhenever the Soviet player receives one artillery bombardment in support, he rolls 1d6. A roll of 5-6 means that the bombardment in question is performed by rocket artillery. Rocket artillery attacks hits any units within 10cm of the target unit, except units in bunkers, which are immune from its attacks (the M-8 and M-13 rockets used in 1941 had small fragmentation effect and very limited penetration powers.)

J. Soviet Camouflage. One of the areas that the soviet troops soon showed a special expertise was camouflage and the use of deception and decoys. To simulate this, Soviet foot and artillery units in bush or woods or forests are not spotted until a enemy unit comes within 5cm of them - or they themselves open fire or move.

K. Massed Infantry Tactics. Partly as a consequence of doctrine, partly a result of the tactical ineptness of the mid-level officer corps in the Red Army, soviet infantry often maneuvered in mass during the opening stages of the war. To simulate this, soviet infantry units must start no more than 3cm from the next unit if they want to move as part of a detachment.

L. Multiple turret AFV:s. Tanks with multiple turrets, like the T-26A, the T-28 and the T-35, may fire once for each turret. The LOS must be strictly calculated from the front of each turret. When the main gun of such a tank is knocked out, the opposing player chooses which of the turrets that are unable to fire; the remaining turrets may fire as usual. Note: the 5-turreted T-35 have a movement of 15cm, an armour value of 3, 3 AT dice: 1xd6, 2xd8, 5 soft dice: 1xd10, 2xd6 and 2xHMG, and use 1d12 in assault combat.

3. NEW RANDOM EVENTS CARDS

The following Random Events cards are added to the Standard Random Events Deck. Note that the procedure for preparing and using this deck is still the same.

1x But we have no spare parts!
The Soviet Player roll 1d6 for each of his AFV:s on the table. The first time a "1" is rolled, that AFV is immobilised, and the die rolling stops. If testing a T-34, T-35 or KV-1, it is immobilized on a roll of 1-2. If no AFV is at first immobilized, start all over again. 

1x No, the Commissar will not allow it!
The Political Commissar overrules the Regimental Commander and stops an order that he thinks looks suspicious, causing massive confusion. So the next time the Soviet player roll for Cpts - be it this turn or next - he will get none. 

1x Damn, these must be real fanatics!
The Soviet Player may designate one of his foot units a so called Komsomol unit, which menas that for the rest of the game it will get an additional 1d3 when defending against an Assault, and it will never surrender. 

1x Are we never to get any AP grenades?
The acute shortage of AP grenades for the 76mm gun leads to the Soviets only using HE grenades. So from now on, T34:s, KV-1:s and model 1936/39 76mm AT guns, use d6, not d10, against armoured targets. 

  

FROM BREST TO MOSCOW 

SPECIAL TABLES 

1. AFV CAPABILITY TABLE

 Type 

Movement 

Armour Value 

AT Die 

Soft Die 

Assault Attack Die 

Note 

PzKpfw II 

20cm 

3 

d4 

d6/HMG 

d10 

  

PzKpfw III 

20cm 

3 

d8 

d6/HMG 

d12 

  

PzKpfw IV 

20cm 

3 

d6 

d10 

d12 

PzKpfw 38(t) 

25cm 

3 

d6 

d6/HMG 

d10 

PzJag I (4.7) 

20cm 

2 

d6 

d6 

d4 

StugIIIB 

20cm 

6 

d6 

d10 

d6 

Sdkfz 222 

25cm 

2 

d4 

d6/HMG 

d6 

 4 wheeled a/c 

Sdkfz 232 

25cm 

2 

d4 

d6/HMG 

d8 

8 wheeled a/c 

STZ 

20cm 

1 

- 

- 

d4 

  

BA-6/10 

30cm 

3 

d8 

d6 

d6 

  

T-26A2 

20cm 

4 

- 

2xHMG 

d10 

2 turrets 

T-26A2 

20cm 

4 

d6 

d4+HMG 

d18 

2 turrets 

T-26B 

20cm 

4 

d8 

d6/HMG 

d8 

T-28 

20cm 

5 

d6 

d10+2xHMG 

d12 

3 turrets 

BT-5 

25cm 

4 

d8 

d6/HMG 

d10 

  

BT-7 

25cm 

5 

d8 

d6/HMG 

d10 

T-38 

20cm 

1 

- 

HMG 

d6 

T-38M 

20cm 

1 

d4 

d6 

d6 

T34/76 

25cm 

7 

d10 

d10 

d10 

  

KV-1 

20cm 

8 

d10 

d10 

d12 

  

KV-2 

15cm 

8 

d8 

d12 

d12 

  

Range modifications: If range is short +1 on die roll, if range is long -1.

Note: When two values are given, e.g. d6/HMG, the owning player may use either. It represents the Tank commander choosing between using the Artillery piece or the Machine gun.

2. AT GUN TABLE

Die used Gun type

d4 AT Rifle, Autocannon
d6 37mm AT, 75mm Infantry or Field Gun
d8 50mm PAK 38, 105mm, 122mm, 150mm or 155mm Howitzer
d10 76mm m1936/39 AT
d12+3 88mm FLAK 


  

