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1. INTRODUCTION

From Madrid to the Ebro is designed to supplement the Storm of Steel set, and contain a number of rules and tables that will help any gamers wanting to refight the battles of the Spanish Civil War between 1936 and 1939.

2. SPECIAL RULES

A. Skill Levels. In general, Republican armies are Raw, while Nationalist armies are Regular. This is not a rule, as there were some formations on both sides that were quite above average. For instance should the Republican International Brigades be Regular and the Communist 5th Regiment Veteran; and on the Nationalist side Foreign Legion troops and Maroccans should be Veterans, while the Italian C.T.V. should be Raw.

B. Militias. At the start of the war, much of the fighting - especially on the Republican side - was done by militias, often no more than armed rabble, certainly enthusiastic but extremely erratic in their combat behaviar. To simulate this, in these early battles were an army is made up of militia, a fourth Skill Level is introduced: Green. When determining the Cpts for a green army, 1d6 is rolled and then checked against this table:

Die 

Equal Cpts 

Note 

1 

0 

A lot of debating going on, confusion, milling around etc 

2 

1 

3 

2 

4 

2 

5 

3 

6 

6 

A sudden surge of enthusiasm sweeps the troops 

C. HMG Capability. In the Spanish Civil War the often rigid and amateuristic infantry tactics meant that the Heavy Machinegun played a larger role in the battles than was to be expected. To reflect this, the fire die of HMG is changed from d8 to d10.

D. Light Artillery Capability. During the war the lack of mortars and rifle grenades was somewhat balanced by the tactic of fire support from accompanying infantry guns, who often were light, with a calibre of 65-70mm (e.g. the 65mm Italian M1917 and Schneider DuCrest, and the 70mm Mandragon M1898 and Schneider M1908 Mountain gun). To simulate this: 1.) the medium gun calibre starts at 65mm (not 75), meaning, for example, that the 65mm Schneider DuCrest uses a d10 fire die, not a d6, and 2.) these infantry or mountain guns are considered to be medium guns for fire purposes, but still move like light guns, i.e. 5cm per turn.

E. Dismounting Cavalry. In Spain both sides used cavalry actively, both for reconaissance and pursuit. In combat the spanish cavalrymen often acted as mounted infantry, fighting on foot when it came to real serious fighting. To simulate this, cavalry may dismount. To do this, they must remain immobile for one movement phase, at the end of which they are simply replaced with a infantry unit. The procedure is the same, but reverse, if the unit want to mount.

F. Flamethrower tanks. The Italian CV33/Lf (Lf="Lanciaflamme", flamethrower) had no machine guns, but was equipped with a powerful flamethrower. These tanks may not fire at all, but during Assault Combat they use a d20. Their lower armour rating (compared with a standard CV33) reflect the fact that their special fuel trailer was rather vulnerable.

G. Armoured Lorrys. During the war a bewildering variety of "home-made" armoured lorries were manufactured. They were used as improvised tanks and primitive armoured personnel carriers. In the AFV tables a generic Armoured Lorry is specified. It can be used to transport one infantry unit or one HMG. Note that the lorry have no firing capacity of it´s own: it simply uses the firing capacity of the unit onboard. The armoured lorries have two types of assault attack dice: the lower is used if it is empty, the higher if carrying a combat unit.

G. Fortifications. None of the players may deploy minefields.

H. Support. The Nationalist Players support deck contains 1 x "One air strike", 4 x "One artillery bombardment" and 5 x "No support this turn". The Republican Players support deck contains 1 x "One air strike", 3 x "One artillery bombardment" and 6 x "No support this turn". The Nationalist artillery is classified as Rigid, with a Normal Volume of Fire, Republican artillery is classified as Rigid, with a Low Volume. When determining what type of Aircraft that will attack, the Nationalist player modifies his die roll with +1, the Republican player with -1. (This is not a rule, and could be altered depending on what battle is recreated. For example, in combat during the battle of Guadalajara in march 1937, the above should be reversed.)

J. Force Composition. At least two thirds of both players armies must be foot units, except for the Italian C.T.V., which only need to consist of 50% foot units.

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 it´s Siesta!
This turn, only Maroccans, Italians and Internationalist may move. All may fire as usual. 

1x Those bloody Trotskyites!
Intense political squabbling among the republicans causes infighting. Roll 1d6 for each republican unit, until a "1" comes up. Then that unit is fired upon by the nearest friendly unit. 

2x The Lines have been cut!
Artillery Fire has cut a large number of Telephone wires connecting the HQ with the Fighting units. Roll 1d6 to see what player who suffers from this: 1-2, The Nationalist, 3-4, The Republican. The suffering players next roll for Cpts is halved (rounding fractions up). 

1 x Oh no, he just got shot!
One of the key commanders on the Nationalist side is again gripped by the hispanic machismo, exposes himself bravely but needlessly and off course gets killed. So the next roll for Cpts made by the Nationalist Player - be it this turn or next - is halved, fractions rounded up. 

1x España, Una y Grande!
A stirring radio speech by Franco causes a wave of determination among the nationalist troops. So the next movement phase nationalist troops doesn´t need Cpts to move (meaning that all Cpts rolled may be used for rallying). Arriba España! 

1x No Pasarán!
A stirring radio speech by La Pasionaria causes a wave of enthusiasm among the republican troops. So the next movement phase republican troops doesn´t need Cpts to move (meaning that all Cpts rolled may be used for rallying. 

FROM MADRID TO THE EBRO 

SPECIAL TABLES 

1. AFV CAPABILITY TABLE

 Type 

Movement 

Armour Value 

AT Die 

Soft Die 

Assault Attack Die 

Note 

PzIA 

15cm 

2 

- 

HMG 

d10 

  

Pz I 20mm 

15cm 

2 

d4 

d4 

d8 

  

Pz IB 

20cm 

2 

- 

HMG 

d10 

Pz I Befehl 

20cm 

2 

- 

HMG 

d6 

No turret 

CV 33 

20cm 

3 

- 

HMG 

d6 

No turret 

CV 33/Lf 

15cm 

2 

- 

- 

d20 

Flamethrower 

Schneider CA1 

5cm 

1 

d6 

d6 + HMG 

d4 

No turret 

FT-17 

10cm 

2 

d4 

d6 

d8 

T-26B 

20cm 

4 

d8 

d6/HMG 

d8 

BT-5 

25cm 

4 

d8 

d6/HMG 

d10 

BA-6 

30cm 

2 

d8 

d6 

d6 

Armoured Car 

UNL-35 

30cm 

1 

- 

HMG 

d6 

Armoured Car 

Lanzia IZM 

25cm 

1 

- 

HMG 

d8 

Armoured Car 

FA-I 

35cm 

2 

- 

HMG 

d6 

Armoured car 

Arm. Lorry 

20cm 

1 

- 

- 

d4/d8 

Special rule 

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

Note: When two values are given with a slash, 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. Two values with a plus means that both may be used (but strict LOS rules must be observed).

2. AT GUN TABLE

Die used Gun type 

d4 20mm, 37mm (short), 45mm Infantry Gun
d6 37mm (long), 65, 70, 75, 76, 77, 80, 87mm Infantry, Mountain or Field Gun
d8 45-47mm AT, 100, 105, 107, 114, 122, 127, 149, 150, 152 or 155mm Howitzer or Field Gun 

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

Note: The Legion Condor fielded the German 88mm FLAK18, but it was probably never used in the AT role.


  

