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2 Strafexpedition, 1916

1.0 INTRODUCTION . N
Italian Infantry unit:

Strafexpedition, 191&rom now on, SE) is an operational

level game simulating the huge offensive of the tAus '\Rﬂoréle Vahlje gl :gir\l/?;gﬁ:lzntqtgchment
Hungarian forces against Italy during Spring 1946, egimental numbery, g7 ZJiim <« Brigade reference ba
crucial year in WWI. Combat Factor— .| 3EI6

The game is played in Game Turns by two sideswor t A '\Movemem
teams). Machine Gun Factor Allowance

2.0 COMPONENTS Austro-Hungarian Infantry unit:

Morale Value — 4 Brigade identifier

2.1 The map The game maps cover the area over which _ Fa 150t Bde. Regimental number
the campaign was fought. The maps are overlaid with Batalion number —y, o> Jmif ¢ Brigade reference ba
hexagonal grid (hexes) that is used to regulateemewnt Combat Factor m

and fire. In many cases approximations of the terahin A Movement

were used to adapt the geographical features to the Machine Gun Factor Allowance
hexagonal grid.

Each hex may contain one or more terrain leveld,in Artillery includes:

each one represented by a different color (sed ¢nein - -

Effects Chart). When many levels are present,efel lof [o] | Mountain Artillery

a hex is always the one passing throughctireter of the L] | Field Artillery

hex. I=] | Heavy Artillery

The various types of terrain are listed on the diarr

Effects Chart and discussed in the rules below. "..\\

The map is divided into two Sectors, East and West, = Bombardment ra @ Jus| 4— COPS Attachment
important in certain Scenarios and to ease mujtisla Factor — 5100 Movement
pIaY- T Allowance

2.1.1 Game scaleEach hex represents about 900 meterg. +occ: Range

across. Each game turn represents one day.

2.2 The Counters.There are two types of counters in SE: E;’ng rament

Combat Units and informational markers. T 2 2 «— Range

2.2.1 Combat Units. rrenehteel——{ 2 b 84— vorale vaie
These counters represent the military units on the  Combat Factor—% Movement
battlefield; they are mostly battalions, printed bath Allowance
sides, front side for full strength, and back sie Machine Gun

reduced strength. Factor

Artillery units represent several batteries, notllye . .

corresponding to a “battalion” in size. The frae of Brigade Headquarters:

Artillery units is the “move” side, while the bad& the W « Brigade identification
“fire” side (distinguished by the background cotidrthe s reference colc
Range). Artillery units display the number of ther@s Initiative QZE '— Brigade badge
which they are attached to on the right of the syitbol. Value T 2258 —— Command Range
Units types 2.2.2Units and formations. Combat Units in the game

_ are grouped in formations which generally corresptm
Infantry includes: Brigades. Infantry Combat Units and HQs have aredlo
horizontal bar to identify the Brigade they beloty

Infantry, Border Guards, Bersaglieri,

X | Landwehr ltalian Infantry units display in the middle of teeunter:
- — — Regimental number on the left (important in set-apjl

N

] Mountal.n I.nfa.ntry (Alpini, Jager, Schutzen) Divisional attachment to the right (for historicéévor

lat| | Bersaglieri (Bicycle) only). Austro-Hungarian Infantry units display Baibn

Militia (Territorials) and Regimental numbers instead (used in set-up).

The badge underneath the Morale Value is the Beigad
Badge for Italian units and the recruiting areaAaoistro-
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Strafexpedition, 1916 3

Hungarian units. The form/color of this badge has n Actions are composed of Steps ordered in the Action
effect on play. Phase Sequence.
Alpini, Bersaglieri, Militia, Border Guards, Artédry and
Fortress units are Independent units and do nonjgeio
specific Brigades. Instead they may be attached to
specific Brigade during operations as the playes Jé.
Independent unit counters have no horizontal cdlbae.  Logistics Points (LP) LPs represent the logistical effort

. N of each side. They represent the use of logistical
gb%e'gif:gfoégnnzg:gggls n}iikeurrs]i.t;'h;anseheé;eegse_lqh'grln(:::tei} resources, Iik(_e ammunition or construc_:tion matsriahd
explained throughout the rulebook ) the coordination of_ rearguard operations. They the

' “fuel” for any offensive or defensive activity.

Active player: The player (side) who activated a Brigade
in an Action Phase and will conduct Assaults in shene
Phase. The opposing player is the Inactive player.

2.2.4 Charts and TablesThe use of each chart and table
is explained in the rules.

On the map:

- Turn Record Track (TRT)

- ltalian and Austro-Hungarian General Tracks (GT)

Combat Factor. Represents a unit's capacity in combat. It
is for the most part a function of the number déigos in
the unit. It may be altered by losses sufferedeiiting the
unit counter to its reduced side or eliminatinglibgether.

On cards: Machine Gun Factor. Represents a unit's defensive
- Brigade Display firepower by Machine Guns, and the ability to empla
- Terrain Effects Chart (TEC) and use them. It is used during the Defensive $lep.

- Assault Table

- Bombardment/Defensive Fire Table
At the end of this booklet:

- Events Table

Moral Value: Represents the level of training and
experience of the unit. It will affect the unit'sidurance
and ability to sustain the strain of combat.

Bombardment Factor: Represents the quantity and

2.2.5 Dice.Two six-sided dice are included in the game. caliber of the guns in an artillery unit.

3.0 GAME TERMS Range: The maximum distance in hexes that an artillery
. . unit can fire.

The most used concepts during play are summarized |

this section: Line of Sight (LoS): The line between two non-adjacent

. . o hexes that allows units in them to observe eacérothis
Brigade and Brigade HQ Combat Units in the game are ncyed by intervening terrain or hexside terraighier

grc_)uped in format_ions which general_ly _corre_sp_qnd Qhan that in the observing and target hex. It carb®
Brigades. Every Brigade has an HQ unit with a”a“?’e_ longer than SIX (6) hexes (or less, due to Weatbee,
Value, and a Command Range Value. The HQ unitds thg_l).

Brigade's center of operations, and it represehts t _ _
command center for the units belonging to the Riggdt ~Movement Allowance The capacity of a unit, expressed
doesn’t represent real officers and staff in thedfi but in Movement Points, to move on the battlefield.

just the area of operations and the capacity ofstaf.  Rajjgad: No trains were present in the area in the period

The counter is also used during the Command Ph@ase, horirayed in the game. Treat railroads as Traitsglime
decide which Brigades will be activated during thepurposes.

current game turn. . _
Zone of Control (ZoC): The six hexes surrounding each

Command Range The maximum distance in hexes anon_artillery unit represent its Zone of Controhd Zone
unit may be from its Brigade HQ and still be in Guand ¢ control of a unit never extends into hexes iricitthe
(do not count the HQ hex, but do count the unijhex unit cannot move. Infantry and Fortress units eXe€s.

Initiative : This represents the willingness of one side td1Qs don’t have a ZoC.

commit its resources fo the battle. It is measured Trench Level: The amount of earthworks and defensive
Logistics Points expended: the more are spenthititeer 1 oasures deployed in the hex.

the possibilities to gain the Initiative. The playgnning _ o _ o

the Initiative Phase is the Initiative Player. Disorganization: The amount of weariness inflicted upon

) ] ) ) units through combat. It can increase due to
Activated Brigade: The Brigade chosen to receive bothpombardment. lack of food and ammunition supply

command and logistical support to undertake oftnsi compat fatigue, etc. It is measured in Disorgaiomat
operations during the current Action Phase. Points.

Action: All activities undertaken by units belonging 1 & gy render threshold: If a unit's Disorganization Level
Activated Brigade are collectively called an Action equals or exceeds its Morale Value, the unit caimesi
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4 Strafexpedition, 1916

breaks down. When close to the enemy it might sdee  Turn. Consult the Events Table at the end of tioisklet

Victory Points: VPs are gained by each player, based on‘?nd apply the result.
geographical objectives and losses. The Victorynfoi
are used to calculate the winner of the game itidd8n
Death Victory is not achieved by either side.

8. Initiative Player Action Phase The Initiative player
places the HQ counter of a Brigade he has planoed t
activate from the Brigade Display on the map, tfodiow
the steps below:

4.0 SEQUENCE OF PLAY A.  Tactical Movement and Assault Declaration
Offensive Bombardment

Defensive Fire (by the Non-Initiative Player)
Assault Resolution

Counter-Assault Declaration (by the Non-
Initiative Player)

Counter-Assault Defensive Fire
Counter-Assault Resolution (by the Non-
Initiative Player)

Action Completed

Opponent Reaction

1. Reinforcement Phase Reinforcement units are
placed on the map, following the scenario instondi
(6.0). Logistics Points are added to the GT foheside.

moow

2. Command Phase Each player secretly decides how
many and which Brigades he will activate duringsthi
turn, placing the corresponding HQ counters on the™
appropriate box of the Brigade Display. To place

Brigade HQ counter on the Brigade Display requthes

expenditure of one (1) Logistics Point. Moreover, t
attach any 5 Artillery units to a Brigade requirese
additional (+1) Logistics Point (see rule 8.3). &pe

At the end of step I, the Initiative Player canfpen
X ) : X i’ another Action Phase, repeating Phase 8 with anothe
Artillery units will be attached to a Brigade HQ thin Brigade he has planned to activate, or he can “pass

Comm?‘”d Range at _the moment of the Brlgade’ﬁ;eaving the decision to the Non-Initiative Playergo to
activation, when the Brigade HQ is placed on the Mappase 9 or pass in turn
£ :

(Phases 8 and 9). Spent LPs are immediately defluct

from the GT total. 9. Non-Initiative Player Action Phase The Non-

Initiative Player places the HQ counter of a Brigdue
has planned to activate from the Brigade Displaythan
ap, then follow the steps below:

. Tactical Movement and Assault Declaration
Offensive Bombardment

Defensive Fire (by the Initiative Player)

Assault Resolution

Counter-Assault Declaration (by the Initiative
Player)

Counter-Assault Defensive Fire
Counter-Assault Resolution (by the Initiative
Player)

Action Completed

Opponent Reaction

3. Initiative Phase: Each player rolls one die adding the
result to the number of Logistics Points he hasspe
the Command Phase. Each player may optionally spe
additional Logistics Points, provided he has angilable

in his stock, in order to win the Initiative. SpdiRs are
immediately deducted from the GT total. The playéh
the highest total will be the Initiative player fine Game
Turn. If a tie results, roll the dice once agaieg(3.0).

MmO O B3

4. Weather Phase The Weather is historically
determined in SE. Check the TRT to see which Weathe
condition is in effect for the current Game Turn. H

l.
5. Supply Phase Each player simultaneously checks

the supply_ status of his own unit_s. L_Jnits found&out At the end of step I, the Non-Initiative Player cpiay
of supply increase the Disorganization Level by @b gnother Action Phase, repeating Phase 9 with anothe
point (see 10.0). Brigade, or he can “pass”, leaving the decisionthe

) ) ) _Initiative Player to return to Phase 8 or passiin.t
6. Artillery Phase: Artillery units are turned on their

“move” or “fire” side at this stage, the Initiatiielayer ~The two players go on alternating Phases 8 andt® un
first. Heavy Avtillery units changing from their ‘ore” to ~ BOth of them have no more Brigades to activat®otin of
“fire” side are marked with an appropriate “Actigdt ~ them pass in sequence, without activating any Bega
marker (it takes two turns to emplace a Heavy il

unit, see 19.2). Players may reduce their own Tresc 10. Non Activated Unit Movement Phase:

(18.6), destroy their own Artillery units (19.5)cahave A. The Initiative Player moves the units he did not
their own Fortresses blown up (20.7). Activate during the previouphases, following the rules

for Non Activated Unit Movement (11.2). Units may

7. Event Phase:The Initiative Player rolls a die, adding €Mploy Strategic Movement.
the modifier printed on the TRT for the current Gam
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Strafexpedition, 1916 5

B. The Non-Initiative Player moves the units he did noAction Phase are immediately deducted from theinghn

Activate during the previouphases, following the rules total on the GT, even if they were not used tovatei

for Non Activated Unit Movement (11.2). Units may Brigades during the current turn. New Logistics feoi

employ Strategic Movement. received during the Reinforcement Phase are addtubt
total on the GT.

11. Replacement and Rally Phase:

Each supplied unit not adjacent to enemy unitsredoce
its Disorganization Level by one (1) point. 7.2 Without Logistics Points, a player cannot activarg
Every Brigade can recover one step loss (see 21.0). Brigade, and his units could move only during Rha8
All the Brigade HQ counters are removed from thegma (Non Activated Unit Movement Phase).

Remove all of the “Activated” markers.

7.1Used Logistics Points cannot be restored.

_ 3 8.0 COMMAND
12. Victory Condition Check Phase:
Both players check the conditions for a Sudden Deat8.1 Command RangeCommand Range is printed on the
Victory. If these have been achievédde game ends and HQ counter, and it cannot extend through enemysuffit
the player meeting the Sudden Death Victory comaiti the Command Range passes through an enemy Zone of
is the winner. Otherwise the game continues wit thControl that is not negated by the presence ofdiie
following Game Turn: advance the Turn marker on thalnits a die is rolled; on a result of 1 to 3 then@eand
Turn Record Track and go back to Phase 1. Whetathhe Range is blocked, no unit can be in Command through
Game Turn is finished, or an Event Table resultiies  that hex. A result of 4 to 6 allows the Command gato
the end of the game, check the Victory Conditions tPass through that hex. Terrain features have rioein¢e

determine the winner (see 22.0, 23.0). on Command Range.
8.2 Brigade Display Each side has its own Brigade
50SET UP Display which is used during the Command Phase to

) S ) place the HQ counters of the Brigades that can be
Set up the game following the specific instructiofishe  activated during the current turn. The Brigade Digp
selected scenario. has five boxes, corresponding to: Brigades recgivio
Artillery support; Brigades which will be activatedth 1-

6.0 REINFORCEMENTS 5 Artillery units in support; with 6-10 Artillerynits; with

) ) ) 11-15 Artillery units; Brigades not Activated.
6.1 During the Reinforcement Phase, units scheduled as

reinforcements for the current turn by the scenari®-3 During the Command Phase, each player defines the
instructions are placed in the indicated hexesedessary Brigades he will activate, and if he will use Agfly units

in violation of stacking limits. Before the endtbe Game during the Action Phases. To activate a Brigadelager
Turn theyhave to be moved so as to respect the stackingPends one (1) Logistics Point. For every 5 (os)les
limits. If the hex remains overstacked at end ef@ame Artillery units (including Fortresses) attached toe

i i (ex.: 4 LPs are spent to activate one Brigade (t) B3
6.2 Reinforcements which cannot be placed on the magjllery units (3); 2 LPs for one Brigade (1) arid

due to enemy units or enemy Z_oCs (not negated by ﬂArtiIIery unit (1)). Each player may spend no more

presence of friendly units) blocking the entry f@xeay | ogistics Points than those currently availablefenGT.

be delayed until the conditions for their placemaemtthe Play note: During the Command Phase each player

map can be fulfilled. Relnforce_ments may be delggmdi defines how many Artillery units he will use durihg

not enter the map as the owning players sees titow Brigade’s activation. Specific Artillery units are

penalties. assigned to a Brigade at the moment of the Brigade’
activation.

7.0 LOGISTICS AND INITIATIVE 8.4 Independent units During an Action Phase a

Each player may have a number of Logistics Poiteea Maximum of two Independent units of the following
beginning of the scenario and he can receive mére &/Pes: Alpini, Bersaglieri, Militia, Border Guardsay be
them during the game, following the scenario insttans freely attached to an activated Brigade, withoug th
and the Reinforcement Schedule. expenditure of any LPs. Specific Independent uarts
The total amount of Logistics Points accumulatectbgh ~ @ssigned to a Brigade when the Brigade is activiateuh
player can be written down (hidden from the oppgsin Action Phase.

player) or tracked on the General Track (playehsice). 8.5 During an Action Phase, when a Brigade is actijate
Logistics Points spent in the Command, Initiative 0 that Brigade's HQ unit is placed on the map and the
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6 Strafexpedition, 1916

Command Range is traced from it. A Brigade HQ ceunt 10.2.2A Line of Supply is blocked by an enemy unit or
must be placed in a hex along a valid Line of Supphe enemy Zone of Control. A friendly unit in a hex aées
HQ unit may be placed in enemy ZOCs, but not stckethe effect of the enemy Zone of Control along tlo# “
with an enemy unit or HQ. Independent units assigne road” part of the Line of Supply. The “on road” paf the

a Brigade have to be within the Command Rangeeaif th Line of Supply can never be adjacent to an enenity un
assignedQ. If needed, mark activated Independent uniteven if friendly units are present.

with an “Activated” marker as a reminder (they cainipe
activated twice in the same turn).

10.2.3 Austro-Hungarian and lItalian Supply Sources are

color-coded to distinguish control. Each side maace

8.6 Units of the activated Brigade that are in Command supply to a friendly Supply Source only. The Supply

the moment of the activation may conduct all theSource in hex 1201 is a special case, as it may be
activities in the Action Phase. Units of the adieh controlled by either side (see Scenario Instrusfion

Brigade that are out of Command at the moment ef th
activation are marked with an “Out of Command” neark

and can only move during the Non Activated Unit
Movement Phase (11.2).

10.3 Out of Supply units.A unit that cannot trace a Line
of Supply during the Supply Phase is Out of Supglyits
that are Out of Supply add one Disorganization Pmin
every Supply Phase in which they are Out of Supply.
When a unit's Disorganization Level becomes equibt
9.0 WEATHER CONDITIONS printed Morale Value, the unit surrenders if itadjacent
to an enemy unit. Put it in with the SurrenderedtdJn
Box. If no enemy unit is adjacent, the unit remainsthe

ap with a Disorganization Level one less than its
surrender threshold (see 16.4).

Weather conditions affect operations in severalsvaye

weather conditions in SE are displayed on the Tur

Record Track. Weather conditions are in effectriyithe

whole Game Turn.

9.1 The possible weather conditions are: 10.4 Out of Supply HQ HQs themselves are not affected
Clear: No effect. by Lines of supply, though a Brigade HQ counter tnngs

Overcast Atrtillery Bombardment Factors are halved placed (see 8.5) in a hex along a valid Line ofgfup

fc_>r ArtiIIer_y un?ts firing at a target on Level 5 bigher. 10.4.1 Artillery interdicting HQs Lines of Supply. An
Line of S'ght isFour (4) hexes below Level Shree enemy ArtiIIer{/ unit in “ﬁrg” mode may interdFi)cF:)h):a “on
(3)_h_exes !f traced at or higher than Level 5. road” (only) segment of a HQ's Line of Supply, $mtt
Rain: Artillery Bombardment Factors are halved. the Brigade may not activate. The interdicted nvadt be
Infantry Movement Allowances are reduced by ONEihin hoth a valid LOS (see 13.2) and within ramgi¢he
(1). Artillery Movement Allowances are halved. enemy Atrtillery unit. Interdiction costs no LPs atite

Shift one left (-1) for Assault and Counter-Assault : : . .
. . enemy Artillery unit may have already fired either
Resolution on the Assault Table. LOSigo hexes. offensively (13.2) or defensively (13.3).

10.0 SuPPLY 11.0 MOVEMENT

@ To oFerat(fe fat Lu" eff|C|er_1(_:y, ever)é un't_needSUnits are moved one by one or as a stack during the

supplies of food, ammunitions, and equipment.r,ica| Movement Step in which they are activated,
As a consequence, the lack of_a supply_ IIr]eduring the Non Activated Unit Movement Phase, or
. _reduces the efficiency of a unit SometlmeS’during an Opponent Reaction Step. They move usiag t
causing it to surrender. hexagonal grid, paying Movement Points for each hex
10.1 Supply status is checked during the Supply Phasentered or to cross hexsides containing some dpecia
for units of both armies. terrain feature.

10.2 Lines of Supply A unit is supplied when it can trace 11.0.1Every unit has a Movement Allowance per Game
an unblocked line of no more than 10 hexes to d mya Turn, expressed in Movement Points; Movement Points
trail hex (do not count the hex the unit is in, Hotcount cannot be accumulated from turn to turn. Movement
the road/trail hex), and from that hex, an unblackee Points not expended in a Game Turn are lost.

of unlimited length along the road/trail net toremdly
Supply Source (see image above).

11.0.2The cost to enter each hex, or to cross a hexside,
shown on the Terrain Effects Chart. Some terraatuies
10.2.10nly the first hexside of a Line of Supply (adjace are on hexsides only (ex.: Rivers). In these cathes,
to the unit) can be &ragshexside, for any type of unit. terrain cost of the crossed hexside is in additmrthe
After the first hexsideCragshexsides are impassable for terrain cost of the hex entered.

a Supply Line.
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Strafexpedition, 1916 7

11.0.3 No minimum move.If a unit does not have 11.1.3To declare an Assault against adjacent enemy, units
enough Movement Points to enter a hex, it cannigrén ~ every unit must pay the cost in Movement Pointeriter

the Assaulted hex (see 13.1 Combat Assault Deiajat
Do not pay the cost to exit the ZOC of the assdutiex,

Put do pay any other hex or hexside cost.

11.0.4 Crags.Only Mountain Infantry (not Artillery)
units cancross, enter, or assault through Crags hexsides.
The movement costs the unit its entire Movemen

Allowance. For other units, Crags hexsides are . .
impassab|e for a|| purposes_ 11.2 NOﬂ ACtIV&ted Unlt Movement

11.0.4.1 Supply Lines and Crag€Only the first hexside 11.2.1During the Non Activated Unit Movement Phase,
of a Line of Supply (from any type of unit), theeon all of the units not previously activated during tGame

adjacent to the tracing unit, can cross a Cragsitiex Turn, or units that are Out of Command can move
following the general Movement rules. They cannot

11.0.5 Roads/TracksA unit that moves along a road or
Assault nor enter enemy Zones of Control.

track can use the movement cost of the road ok.trac : "
ignoring the other terrain present in the hex oside. They can exit an enemy ZoC at the cost of 1 aduiifio
A unit can move by road or track until it entersememy ~ (+1) Movement Point.

ZoC, at which time it would have to pay the acteatain  11.2.2 Strategic Movementln this Phase (only), if all of
costs for the ZoC hex. a unit's movement, including the start and end $iebedes

place at least 4 hexes (3 intervening) from anymgne
unit, then the unit can double its Movement Allowan
(Sleclaring the use of Strategic Movement.

11.0.6 Entering enemy occupied hexe$No unit can
enter a hex containing enemy non-Artillery unitgidg
any Movement Step or Phase (see also rule 19.4% H
have no influence on opposing units, they staylaceto
indicate that the Brigade was already activated. 11.3 Forced March

11.0.7Every unit can move only once per turn; during thePuring any Movement Step or Phase, all Infantrytaini
Action Phase Movement Step if its Brigade is attida Can increase their Movement Allowance by 50% thfoug
and the unit is in Command, or during the Non Aatiael  the use of Forced March. At the end of a Forcedchlar

Unit Movement Phase. each unit adds one (1) Disorganization Point.

When a unit has completed its movement, and thEOrced March can be used to declare an Assaulttrend

movement of another unit has begun, the former unfpiSorganization Point is suffered after the Assault
cannot be moved again. Declaration, but before the Offensive Bombardment.

11.1 Tactical Movement 12.0 STACKING

Tactical Movement takes place during the TacticaPtacking refers to having more than one unit insame
Movement Step of the Action Phase. hex.

11.1.1 ZoC.Units using Tactical Movement can enter and2-1 No more thanfTWO units of the_samelayer may
exit enemy Zones of Control. To exit from a ZoCtsos Stack in a hex.

one additional (+1) Movement Point. 12.2 In High Mountain hexes (Level 8), the limit is
11.1.2 Infiltration Movement and Fire. reduced t@ONE unit (no stacking is allowed).

Movement from an enemy ZoC to another enemy Z0oQG2.3 These limits must be checked the end of any
projected by the same unit or stack is called thafion  Movement Step or Phase (Activated or Non Activated)
Movement. The enemy unit, or stack of enemy ug#®, and at any moment during the Combat Steps (incudin
perform Infiltration Fire. If the two ZoC hexes are retreats).

projected by different enemy units, there is nalthation |t is allowed to move through friendly units in {ation of

Fire. the stacking limit, but at the end of movement lihgt
Infiltration Fire is calculated like Defensive Fifsee must be respectexceptionsee 12.4).

13.3), without any artillery support. Total the Niawe

Gun Factors from all of the units projecting Zo@sopth ~ 124 Units that move along roads or tracks, paying the

hexes. road/track movement rate, cannot stack at any tiamang
Infiltration Fire can be performed as many times ad€ir movement. Units moving through friendly unis
friendly stacks or single units move through thensa road_s/t_racks must pay the movement cost of therothe
enemy ZoC hexes. It is resolved in the entereddrek terrain in the hex.

only against infiltrating units.
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8 Strafexpedition, 1916

12.5 Assault and Counter-assault happen within the hex} 3 2 Offensive Bombardment
so the stacking limit is TWO units for each sideNE© An Offensive Bombardment's goal is to soften thenen

unit in High Mountain terrain). See also 13.4.1. . ;

defenses before assaulting them, or simply to wWeam
12.6Fortress units, Brigade HQ units and the “funaidn the enemy units.
markers (Assault, Disorganization, Trenches, eton’t
count for stacking purposes. They stack for free.

13.2.1 During the Offensive Bombardment Step, all the
Artillery units assigned to the activated brigade that
12.71f no alternative exists to overstacking afteeagat, Action Phase can make an Offensive Bombardment.

all the units found in an overstacked hex at tre @fithe  Every unit designates its target hex before strtim
retreat, add one (1) Disorganization Point eackthEmit  resolve the Offensive Bombardment. Each Artillenitu
can suffer a maximum of one (1) DisorganizationnPoi can bombard one target hex only.

per Game Turn due to overstacking. 13.2.2Each target hex must lhmder observation (Line

of Sight), and withinrange of the firing Artillery unit.
13.0 COMBAT A hex is under observation if it is possible tocgaan

During each Action Phase several types of combat Cauninterrupted Line of Sight (LoS) from any hex not

happen. During the Initiative Player Action Phatiee occupied by enemy units or ZoCs within the Command

e ; : Range of the activated Brigade HQ counter, to #nget
Initiative Player will have an opportunity to askau ) : .
enemy units first. Then the Non-Initiative Playeifllw hex. The hex from which the LoS is traced is theewber

; -hex.
have an opportunity to Counter-assault (the order i .
reversed during the Non-Initiative Player ActioraB&). A L(t)S |sft:ﬁcetd frortnr;the c_(l?ﬁ_terl_ogtbbserv?rbhef tmo the
Before any assault is resolved, the assaultingeplagn center of the target hex. This LoS cannot be lonban

. . . . SIX hexes (do not count the observer’s hex, but dmtcou
gaaygf:ﬁgjnge(gi;;gs?\),elzgi?é after which the ddieg the target hex) and is blocked by any intervenirmgain
' level higher than the targetand the observer hexes
. (always remember that when many levels are pretant,
13.1 Combat Assault Declaration level of a hex is always the one passing through th

center of the hex; should a question arise between ptayer

AEE%u 13.1.1 Activated units ending the Tactical as to this, resolve it by a die roll).

XSSV ;Lmem ei;[eFi)f 6;?]](3; er? atwtg 22331 gyh u&'g’sc&qf the observer hex is at a higher level than thearget
' Ihex, the LoS can be one hex longer for each level o

difference between observer and target

Example: an observer at ‘Level 5’ can theoreticabe a

target at ‘Level 1' 10 hexes away.

13.1.2Assault is always voluntary. In a stack of twotsini A LoS can also be affected by Weather (See Weather:

one can assault and the other can be withheld, ar m9.0).

assault a different hex, if the Movement Points are1323Terrain effects on LoS Crags hexes are at a

available to do it. . . :

terrain level equal to the highest adjacent Cleax. h
13.1.3 Assault declaration cannot be revoked, and th€rags by themselves do NOT block LoS. Woods hexes
Assault will have to be resolved during the nexsa#dt  block LoS only if at the same level as the higlesel of
Step, regardless of the results of Offensive Boahinant the observer and the target hex. A LoS passingitfira
and Defensive Fire. Should an Offensive Bombardmertiexside is blocked only if both adjacent hexes are
completely eliminate all units in a hex target af a blocking.
Assault, assaulting units must advance in the legthc
hex.

enter the enemy hex. To declare an Assaul
place an “Assault” marker on the assaulting infantr
unit(s) or stack, pointing towards the hex to beaatted.

13.2.4Each Artillery unit (including Fortresses)
can perform Offensive Fire only once per Game
13.1.4 More than two units may declare an Assaul Turn. Mark Atrtillery units which performed
against a single hex, but only a maximum of twotsuni ‘ Offensive Fire with a “Act.” marker, as a
may assault the hex (but see 12.5). reminder.

13.1.5To place an “Assault” marker costs the number ofl3.2.5When all the targets are defined, resolve Offensiv
Movement Points as if the assaulting unit was @mgeghe  Bombardments one by one.
hex to be assaulted. If a unit does not have enoudkor each target:
Movement Points left to enter the hex to be assduit  A. Calculate the total amount of Bombardment Fa;tas
may not assault. modified by the current Weather (9.1).

B. Find the matching column on the Bombardment &abl
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C. Shift the column due to terrain of the targex,h&s printed Defensive Fire from other non-Artillery tsiwith

applicable. All modifiers are cumulative. a minimum of 1 pointExample 1: a unit firing Defensive
D. Roll one die, cross reference the result onctilamn  Fire with a Machine Gun Factor of 2 can receive the
to find the result of the Bombardment. support of 8 Artillery Bombardment Factors, so 2

additional points of Defensive Fire. Example 2: dith
- - No Effect unit with Machine Gun Factor of 0 can receive the
*: Roll again, 1-3 = “D1", 4-6 = “* support of 4 Bombardment Factors, that is 1 addaio

#D#: The number before “D” indicates the number 01pomt of Defensive Fife

steps lost by the target hex (in total, not pert)uthe 13.3.7By expending one Logistics Point from the stock of
number behind it indicates the Disorganization Boin the owning player, there is no limit to the numlmér
inflicted toeach unitin the target hex. Bombardment Factors that can fire Defensive Fidray

A “T” result indicates that the Trench Level (ifygrin the  one target hex.

hex is reduced by one. If the Bombardment is made &
Mountain Artillery only, the “T” result is ignoredight
artillery had only small effects on strongpoints).

13.2.6Bombardment results:

13.3.8Each Artillery unit (including Fortresses)
can perform Defensive Fire only once per
Game Turn. Mark Artillery units which

. . performed Defensive Fire with a “Def. Fired”
13.3 Defensive Fire marker, as a reminder.

During the Defensive Fire Step, defending Infardand
Artillery units can fire at enemy units marked witm
“Assault” marker (and only at them). A hex contami
assaulting units is referred to as the target hax f
Defensive Fire. Each unit firing during a Defenskiee  13.3.10 When all the targets are defined, resolve

Step can do it against one hex only. Defensive Fire one by one.

. - . For each target:
13.3.1Each defending Infantry unit adjacent to assaultingy  ~4jculate the Defensive Fire total.

enemy units can fire at them, even if not direaiﬂfy_sctgd . Find the matching column on the Defensive Fire
by the assault. The same Infantry unit may fireimga +5p|e

du_rin% a ]tcjifferent _Acti_orr]] Phasﬁ_ of another eglemyc_ Shift the column according to the Terrain Effects
Brigade. Infantry units with a Machine Gun Factqu Chart and the position of the defender firing, itwl fthe
to “0” can fire Defensive Fire. If the firing urig adjacent -1 ~5lumn. All modifiers are cumulative.

tohmore tﬂan one hﬁx OCCL:P'ed by as(jsaulnr;g;nmg D. Roll one die, cross reference the result on thal fin
choose the target hex to fire at, and can firehat bne .01 mn to have the result.

13.3.9 Firing Defensive Fire does not prevent Artillery
units from firing during their own Offensive
Bombardment Step, if activated.

only.

13.3.11Defensive Fire Results:
13.3.2Defensive Fire is resolved against all and ongy th _ - No Effect
Assaulting units in the hex. Units that did nottmgpate  « :' Roll again, 1-3="D1", 4-6="-*

in the assault but occupy the same hex as the ASBRUIt ,H4 - The number before “D”

; ) indicates the number of
units cannot be fired at.

steps lost by the target hex (in total, not per)urthe
13.3.3Defending units in different hexes can fire at thenumber behind it indicates the Disorganization Boin
same target hex, and different units in the samecae inflicted oneachunit in the target hex.

fire at different hexes.

13.3.4 Artillery units can also perform Defensive Firg, i 13.4 Assault Step

they fulfill the following requirement: they are thin a  During the Assault Step, the Active Player triesséize
SIX hexes range from the target hex (marked with aenemy occupied hexes through Assault.

“Assault” marker). The provisions of rulek3.3.2 and

13.3.3als0 apply to Artillery units. 13.4.1The units below an Assault markaust enter the

hex indicated by the arrow of the Assault markathiw
13.3.5For each hex with assaulting units that is thgefr stacking limits. Note that both players have topezs$
of Defensive Fire, total the Machine Gun Factoalbthe their own stacking limits only. Therefore the mawim
adjacent units that execute Defensive Fire, andaddf number of combat units that can be in an assatisd
the total Bombardment Factors of the firing Artifle excluding a potential defending Fortress, is 4 (2 i
units. defense, 2 in assault), or 2 in High Mountain hefsee

13.3.6 The maximum value that Artillery units can 12.5).

contribute to Defensive Fire (after ¥ reductionjheut
paying Logistics Points cannot be higher than thtalt
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10 Strafexpedition, 1916

The hex declared to be the target of an Assault ineis C. A friendly occupied hex, without violating theasking
entered by the Assaulting units even if all defagdinits  rules (see 12.0).

are completely wiped out by Offensive Bombardment. D. A friendly occupied hex, violating the stackingles
(see 12.0), causing an increase of Disorganizéyoh (1)

13.4.2After all assaulting units have entered the assdul éo all the units in the hex, as per rule 12.7.

hexes, all Assaults are resolved. All Assaults ar
considered to be simultaneous; therefore assaalteld 13.4.5.1The retreat of multiple defending units may take
assaulting units cannot perform Defensive Fire ragjai place into different hexes. The retreat cannot faleee
units that are retreating adjacent to them fromttaro across impassable hexes or hexsides.

assault in the same Phase. Exception: Mountain troops can retreat across Crags

13.4.3Assault resolution: hexsides at the cost of two (2) DisorganizatiomBoi

A. Total the Combat Factors of all the assaultingsnit 13.4.5.2If there are no hexes available for a retreat, the
and divide it by the total of Combat Factors of theunits that have to retreat surrender.

defending units, getting a strength ratio (ex. 1£3
3.66:1).

B. Round down the ratio to the nearest strength mtio
the top row on the Assault Table (ex. 11:3 = 3.66:1
rounded down to 3.5:1 ; 3:5 is rounded to 1:1.75).

C. Execute any possible column shifts due to terrainl3.4.5.41f the retreat is through enemy ZoCs other than
the current Morale Value of the attacking and ddiiegn ~ those projected by the units in the assaulted tiesse
units and the Trench Level (if any). Every shiftdse enemy units can fire at the retreating units. lis ttase,
column on the Table. Integral ratios over 5:1 (8:1,and fire as in Infiltration Fire (see 11.1.2). This euapplies
so on) and below 1:2 (1:3, 1:4 and so on) are densd  both to attacking and defending units.

one column each. All modifiers are cumulative.

First all column shifts in favor of the defendingxhare
calculated; then these are subtracted from thenuwu
shift in favor of the attacker.

If the resulting final column is below 1:2, the wéisis

13.4.5.3Artillery units in “fire” mode cannot retreat: the
remain in place, and are captured at the end oAttien
Phase in which there are still enemy units in ttmk,
after the Counter-assault Step.

13.4.5.5If the retreat is into a friendly occupied hexttisa
also in the ZoC of an eligible enemy unit, Infittea Fire
occurs against the retreating unit(s). The noreaging
unit is not affected.

automatically 1D2R to the attacking player. 13.4.5.6 An Assaulting unit, compelled to retreat after a
If the resulting final column is above 5:1, alwayse the Counter-assault, is obliged to retreat into the esdrax
5:1 column. from which it started the original Assault.

D. Roll one die, cross reference the result with thal f
column to find the result, and apply it immediately

13.4.4Results in the top row of each box of the AssaulPuring the Counter-assault Step, non-active unisst j

13.5 Counter-assault Step

Table refer to the attacker: bottom row to the deée. retreated from an Assault and non-active Infantriysunot
Assault results: adjacent to any other enemy units, are eligibleetake a
- - No Effect hex just lost by an enemy Assault by Counter Assaul

#D#R: The number before “D” indicates the total i@m 13.5.1 Al eligible units within 2 hexes of the previoys!
of steps lost by that side in the affected hext¢al, not  Assaulted hex may employ their full Movement
per unit); the number behind it indicates theallowance to launch a Counter-assault (they areired

Disorganization Points inflicted ®achaffected unit. to spend any additional Movement Points to enterhtix
The letter “R” indicates that the affected unitsstwetreat s per rule 13.1.5).

from the hex (see 13.4.5). . ) _

The first step lost must be taken from the unit seho 13.5.2 Mark the Counter-assaulting units with Assault
Morale was used in the combat (usually the highesharkers.

value). 13.5.3The procedure is the same as for regular Assaults,
13.4.5 Retreat. When combat results require it, the PUt the players’ roles are reversed and Artillemyrot fire
owning player must retreat the affected units ame fihe  €ither Offensively or Defensively.

attacker retreats each of his units into the saexefftom  13.5.4 A successful Counter-assault recovers the just
which he started the Assault, the defender retrees decreased Trench Level of the Assaulted hex (asyfer
units into an adjacent hex, from which the Assawds 18.5).

not launched, following the priorities below:

A. If empty, one of the hexes opposite those frohicty

the Assault was started, or adjacent to one of them

B. Any other empty hex
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14.0 AcCTIVATION COMPLETED its last step and increases the DisorganizatiorelLi&vor
) above the surrender threshold is eliminated andrptite

During Step H of an Action Phase (see the Sequehce Eliminated Units Box (not the Surrendered Units Box

Play, 4.0), the Brigade HQ counter that has jUSELG 4.2A . .
. ; : ) : .4.2At the end of an Assault, the winner (the sidet tha
implemented the Action has to be flipped to itskbside, did not retreat) can never surrender. It will eqpdwith a

to indicate the end of Brigade’s operations forahgrent Disorganization Level one less than the surrender
Game Turn. threshold

15.0 REACTION BY THE NON
ACTIVE PLAYER 17.0 STEP LOSSES

During the Opponent Reaction Step, the Non Activel7.1Each Infantry unit has two steps. When the fitsps
Player can try a reaction with one of the Brigaties is lost, turn the unit to its reduced side. Whes $econd
planned to activate in the Command Phase. The playgtep is lost, the unit is eliminated.

indicates the Brigade he wishes to react with,iptathe
HQ unit on the map, and rolling one die. If theufess
less than or equal to the Initiative Value of thegBde
(the first number), it can immediately executeAtdion
Phase for the current Game Turn, from Step A tafter ~ 17.3 Artillery units have one step which can only be
that, the HQ unit is turned over to its “Activatesitle (it  €liminated through Bombardment (see 19.6) or captur
has performed its Action for the current turn amdrot  (19.3, 19.4). Their reverse side is their curreovement
be activated anymore during the current turn), #rel status. When they are removed from the game byiept
Action goes back to the Initiative Player. each Artillery unit counts & step losses, per the Victory
If the die roll is higher than the Initiative Valu¢he Conditions (see 23.2).

Brigade is not activated, its counter goes backhi®

Brigade Display, and it can be activated latehm@ame 18.0 TRENCHES

Turn through Reaction, or during a standard Acitbrat

17.2 Every unit eliminated by step losses (not
surrendered) must be kept aside, as available for
replacement (but see 21.4).

F‘% 18.1 An activated Infantry unit that doesn’t

° ® move or Assault during its Action Phase can
16.0 DISORGANIZATION 1 | dig trenches and fortify its positions. A Trench
Disorganization represents the amount of weariness Level may be increased by one level per Action

inflicted upon units through combat. It can inceedsie to ~ Phase, to a maximum tfree. Use an appropriate marker
bombardments, lack of food and ammunition, combato indicate the current Trench Level.

fatigue, etc. The level of Disorganization of atuis
expressed in SE by the number of Disorganizatiant®o
it has accumulated.

18.1.1 Trenches cannot be built in Fortress hexes, while
the Fortress exists in the hex.

18.2 A Brigade activated with at lea$tLP (see 8.3) may
have its Infantry units emplace or upgrade up fodnch
Levels total (one level at a time in up to 5 hexé&h)its
16.2 Disorganization Points may be suffered througtemplacing a Level 1 Trench do that in the same. tlirn
Bombardments, Assaults, or lack of Supply. takes two turns to upgrade from a Level 1 or frobesel

2 Trench (turn the Trench Level marker upside down
while upgrading from Level 1 or 2). A Level 2 or 3
Trench is completed at the end of the next turigdte’s
16.4 Surrender. At the moment a unit's Disorganization activation or Non Activated Unit Movement Phase.

Level is equal to or higher than its printed Mordigue,
the unit surrenders if it is adjacent to, or isgedssaulted
by, an enemy unit. Put it in the Surrendered UBis, to

16.1 The current Morale of a unit is equal to its peoht
Morale Value minus the suffered Disorganizationnsi

16.3 A unit's current Morale affects Assault resultse(s
modifiers on the Assault Results Table).

18.2.1An Infantry unit cannot move or Assault during a
turn in which it emplaced or upgraded a Trench.ukho
the upgrading unit move away, Assault or be assauit

be_ c_ount_ed for VP at the en_d Qf the game. If NAYBNE  the subsequent turn, before the Trench is compldied
unit is adjacent or stacked with it, the unit remsadn the  +anch Level is returned to its initial level

map with a Disorganization Level one less than the
surrender threshold. 18.3 An eligible unit in the ZoC of an enemy unit may

only emplace or upgrade a Trench Level if the ognin

16.4.1During any kind of combat, first step losses an%layer rolls a 1-3 (4-6 is no result, but the aperounts
then Disorganization Points are suffered. This raghat ;o 1< the “5 Trench Levels total” limit).

a one step unit that receives a result that bathiretes
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18.4 Trenches give a defensive bonus againsDisorganization Level reaches the Bombardment Facto
Bombardments and Assaults, and make Defensive Fitle unit surrenders according to rule 16.4

more effective. Trench effects are in addition theo
terrain in the hex/hexsides (see the Assault/Faield for
details).

19.8 To mark an Artillery unit which fired
during Defensive Fire, mark it with a “Def.
Fired” marker. To mark an Artillery unit which

18.5Every time a unit defending in a Trench retresasf ~ fired in Offensive Bombardment, mark it with
an Assault, or is eliminated, the Trench Levelasrdased an “Act” marker. Artillery units which both fired
by one. offensively and defensively are marked with the borad

18.6 Trenches are like a terrain feature and may bd useACt & Def. Fired” marker

by either side. They can be reduced or eliminated b
Bombardment or Assault. As an alternative, durihg t 20.0 FORTRESSES

ArtiIIer'y Pha;e, each ple_lyer can reduce Trenche§O 1 Fortress units have the same characteristics s bot
occupied by friendly non-Artillery units by one kv Artillery and Infantry units Exception Fortress units
cannot move). The top row of values displays the
19.0 ARTILLERY Bombardment Factor and Range (if any), the midade r
shows the Trench Level and Morale Value, while the
bottom row displays the Combat Factor, the Macldoe
Factor, and the Movement Allowance (obviously zero)
The Fortress' intrinsic Trench Level can be usedthgr
units in the hex, and can be reduced by Artillery fike
any other Trench (put an appropriate Trench Leekar
on the Fortress when reduced).

19.1 Artillery units have two sides, one to indicatatth
the unit is moving and the other to indicate that @nit is
emplaced and ready to fire. Flip the Artillery @ndver
during the Artillery Phase tshow the condition they will
have for the whole game turn (moving or in battefj)e
“move” side has a Bombardment Factor of “0” ancka r
background Range, while the “fire” side has a Mogatn
Allowance of “0” and a yellow background Range. 20.2 When the Fortress' Trench Level drops to zero, the
Fortress is destroyed (not surrendered), and thetepis

units take a complete turn to be emplaced in t;'l:,ﬁ,[,[errBemoved from the game. Put it in the Eliminated t&ni
therefore they cannot fire in the same turn in Whiwey X

change from “move” to “fire” mode (put an “Act” miar  20.2.1The Fortress Trench Level cannot be upgraded by
on them). Trench building (see 18.1.1)

19.3 Artillery units have a Combat Factor of “0”, when 20.3 Fortress units have a Morale Value as well, itkgor
defending against Assaults. Artillery units aloneai hex the same as with any other unit. When its Moraléu¥a
can be Assaulted (and see 19.4). When they arerlye drops to zero, the Fortress surrenders if theamisnemy
units remaining in a hex at the end of an Ass#ulty are  unit in the same or in an adjacent hex as the égmtr
captured, removed from the game, and put it in théonly); otherwise, the Fortress unit remains on tiap
Surrendered Units Box. with a Disorganization Level one less than the esuder

19.4 Artillery units alone in a hex cannot enter enemythreShOId'
ZOCs and are automatically captured when an enerity u 20.4A Fortress is not affected by lack of supply, btiter
enters the hex during any Movement Phase or Step or units stacked with it can beEXception:see 20.7)

'?the 4 gogr;clusmn of an Assault/Counter-Assault. (Se%O.SA Fortress unit suffers from Artillery fire onlyiits
e Trench Level (see 20.1 and 20.2) and Disorganizatio

19.5"Blowing up” artillery . To avoid a possible capture, Level (see 19.7). It can be assaulted and it isuceg if it

a player can decide to “blow up/spike” his own diggh suffers a single step loss during an Assault, oit i

Artillery units during the Artillery Phase insteafigiving  forced to retreat.

them a move/fire condition. In this case they areip the

Eliminated Units Box (not the Surrendered Units Box

Out of Supply artillery cannot be blown up.

19.2 Heavy Artillery emplacement Heavy Atrtillery

20.6 A Fortress that surrenders, or is captured duaimg
Assault, leaves its Trench Levegduced by one to the
winner. Exchange the Fortress unit with the maftghin
19.6 An Artillery unit has only one step, but it is Trench Level marker.

necessary to score two hits (2 step losses) isahe fire

to eliminate an Artillery unit through Bombardment. 20.7*Blowing up” Fortresses. To avoid the capture of a

Fortress, the player can decide to “blow it upridg the
19.7 Every Disorganization Point against an Artillenyitu  Artillery Phase, just like with Artillery units. Ithis case,
also reduces its Bombardment Factor by 1. When itgut the Fortress unit in the Eliminated Units Bowt(the
Surrendered Units Box). Blowing up a Fortress cknce
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any Trench Level in the Fortress hex. Out of Suppl)22 0 AUSTRO-HUNGARIAN
Fortresses cannot be blown up. )
OFFENSIVE OPERATIONS

20.8 Fortress units never count for stacking limitse(se

12.6) INTERRUPTION
To undertake offensive operations in Trentino, the
21.0 REPLACEMENTS Austrian High Command withdrew a considerable

guantity of troops and artillery (mostly) from tReaissian

Front, thereby contributing to the success of thsdn

offensive of General Brusilov Afrekceii AnexceeBnd

B}r)]ycpiHOB). The Brusilov Offensive was launched on June

21.1 Only Infantry class units (Infantry, Mountain 4" taking the Austro-Hungarian troops on the Gaticia

Infantry, Bersaglieri, Militia, etc.) can be repéat Lost  Front completely by surprise.

Artillery or Fortress units cannot be rebuilt. These events are independent from our simulatiom, b
ey had a profound influence on the conduct of

I’gwperations in Trentino.

During the Event Phase, when a Russian Success in

Galicia results, the following will happen:

1% time: Start of Brusilov’s Offensive.

2" time: The Brusilov Offensive achieves a major

breakthrough; the Austro-Hungarian player no longer

receives Logistics Points and reinforcements.

3% time: The even more critical situation on the

Russian Front imposes a radical shift in Austro-

21.3 Brigades that have been completely eliminated or Hungarian focus away from Trentino. The game

which have not yet entered the map cannot receive immediately ends and Victory Points are checkethdf

During a campaign, units suffering losses were nofte
rebuilt and reorganized with replacements and reeml/
stragglers.

21.2 During the Replacement and Rally Phase, eve
Brigade can replace one of its lost steps from th
Eliminated Units Box (not the Surrendered Units Box
flip one reduced unit still on the map to its fstrength
side. For each Brigade, flip one reduced battatmris
full strength side, or place a reduced battalideafrom
the Eliminated Units Box on the map. The placenoaimt
be in, or adjacent to, a Town or Supply Source hex,
nearest to any supplied unit of the Brigade it bgfoto.

replacements. result is an lItalian victory, or a tie, the Austro-
21.4 Every game turn, each side can also get one Hungarian operations are stopped, part of the Foafd
replacement step (one per side in total) of norliény be transferred to Galicia in a hurry, and the reinagi

units not belonging to Brigades (i.e. Independemitsu troops take position in the prepared defensive line

other than artillery). In this case, eliminatedtsrdgannot ~ (Winterstellung). If the Austro-Hungarians win, the
be replaced. breakout from Trentino is ongoing or imminent and

_ _ operations will continue on to the Veneto plainf (bie
21.5 Reduced battalions cannot be replenished to full south edge of the map) and beyond the scope of SE.
strength, or placed on the map, if adjacent to gnemits  |f 3 Russian Success does not take place thing, the
or in an Out of Supply position. game ends when the June™Ifame turn is completed.

21.6 During the Replacement and Rally Phase, the
supplied units of both players that have not Forc3.0 VICTORY CONDITIONS
Marched during the current turn, and that are digcent

to enemy units, can reduce their DisorganizatioveLey ~ 1he game ends for one of the following circumstance
one point. whichever happens first:

. . ) - when the ¥ Russian Success in Galicia takes place
21.7 A unit may not be replenished at full strengtttie (see 22.0)

same turn when it reduces its Disorganization Level when either side obtains a Breakthrough (see 2813 a

Designer Note: The replacement rules are 23.4)

intentionally simple, and try to recreate both the - the moment the last Game Turn is completed.
replacement arrivals and the reorganization of “ad At the end of the game, the Victory Conditions are
hoc” units reduced to levels too small to be checked (unless either side achieves a Breakthjough
represented in the game. Furthermore, it gives the The number of Victory Points needed for each plager
players a good reason to retreat a mauled brigade win is given in the scenario instructions. The idtal

from the front line to get replacements beforeiit e Victory Points are subtracted from the Austro-Huraga
completely destroyed (and it's no longer possilbe t Victory Points, to obtain a total.
get them). The Victory Points are gained in the following ways

- 23.1 Victory Points for geographical objectives
Victory Points hexes are indicated on the map. Qhéy
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Austro-Hungarian player gets Victory Points fi
geographical objectives. To get these points, theti-
Hungarian player has to be the last one to havera n
Artillery unit enter or move through the hex.

23.1.1 Recoaro (0225, 0226), Piovene Rocchette (084 %ictory Conditions: The Austro-Hungarian player wins
0747), Schio (0238, 0239), Thiene (0146, 0247)if he reaches at lea$ Victory Points. The Italian player
Marostica (1468, 1469, 1470, 1471), Arsiero (19938, wins if the Austro-Hungarian player reachks VPs or
2038) are multi-hex objectives. To earn the assedia less. Any other result is a Draw.

VPs all hexes of a multi-hex objective must be underS
control of the Austro-Hungarian player.

" Scenario Map area:Only the west map is used. Consider
every hex north of the Astico River and east of &x2
column as being impassable.

et Up and Special Ruledltalian Artillery units must be
X ) 7 placed in “fire” mode behind the frontline, so adbt able
23.2Victory Points for losses inflicted to the enemy ;, fire at the first 2 hexes behind the Austro-Hanien
They are equal to 1 Victory Point for every 10 Sté&st  qntjine. talian Artillery units cannot change d® on

for surrender. A surrendered battalion is equalvio 3 1 The Austro-Hungarian player can place Hiisu
steps, even if it was one step when surrendereetyEv g yhere  behind his frontline, within the sectors
Artillery or Fortress unit is equal to 5 stepsafptured (N0 .antioned in the set up

VP if blown up) The Austro-Hungarian 1ll Corps artillery units can
(Designer note: The above means that a “captured’ e during this scenario.

Fortress or Artillery unit scores the same as Sahify
steps surrendered. This is a good reason to blonaup Events No events take place during Game Turn 1.
battery or a Fortress that is going to be capturéreby
limiting the Victory Points that the opponent vgtiore).
Both players score VPs for losses inflicted to ¢nemy
side.

23.3 AH Breakthrough. If during any Game Turn ITALIAN SET UP

Victory Check Phase, the Austro-Hungarian player

controls all of the hexes of Marostica (1468, 146970, - 207° Rgt (I, II, Ill), Taro Brigade: 3202, 3302303
1471), Thiene (0146, 0247), and Schio (0238, 0288), - 208° Rgt (I), Taro Brigade: 3104

gets a Complete Victory, regardless of Victory Bain -1 x MT/VIII Bde: 2903

- Artillery of 37° Division:
23.4 Italian Breakthrough. If during any Game Turn 1 xyMountain Artillery unit

Victory Check Phase, the Italian player controlso_athe 1 x Field Artillery unit

hexes of Rovereto (3502, 3603) and Folgaria (4018,  get g behind the ltalian frontiine but within dmex

40_19), he wins a Complete Victory, regardless aft®tiy of any Infantry unit mentioned above.

Points. - 79° Rgt (I, II, 1lI) and 80° Rgt (I, 11, 1), Rma Brigade:
along the Italian frontline, between hexes 3405 aAti2

SCENARIOS OF “STRAFEXPEDITION (inclusive)

. ” - 1 x Alpini 3-2-6 (V. Leogra): Valduga (3413)

1916:THE SPRING OFFENSIVE - 1 x Alpini 4-2-6 (M. Berico): Piazza (3416)

- Units to be set up are indicated between “( jerathe -3 X MT/XII Bde: along the road between

attaching Regiment or Brigade (examples: 207° Rdt,(  Moscheri (3106) and Anghebeni (1709) (inclusive)

Logistic Points. The Italians start the scenario with 0
Logistics Points. The Austro-Hungarians begin the
scenario with 35 Logistics Points.

l); 6™ Gebirgs Bde (6, 38, 42, 50, 81);"5Bde/8?" (I, -4 x MT/XII Bde: within 5 hexes of Col Santo (2415
11, 1) and 96" (1, 11, 11l) and 24 (FJB): this last means the - 69° Rgt (I, II, Ill), Ancona Brigade: along theéalian
87" Rgt. composed of (I, II, Ill) btns. , the BaRgt.  frontline between hexes 3121 and 3324 (inclusive)
composed of (I, II, Il) Btns. and the FJB Btn fraime - 64° Rgt (I, II, 1ll), Cagliari Brigade: along thialian
24" Rot.; all belong to 5BBde, 7 units in all). frontline between hexes 3325 and 3628 (inclusive)

- Territorial Militia battalions are indicated wittheir - 1 X Alpini 4-3-6 (Vicenza): 3728

attaching Brigade after a “/” (ex.: 3 x MT/XII Bde) - 70° Rgt (I, II, 1lI), Ancona Brigade and

- Alpini and RGF battalions: their name is indichte 1 x MT/33 Rgt: within 3 hexes of 2825

between “( )" after their unit values (ex.: 1 x Alp3-2-6 - 63° Rgt (I, Il, Ill), Cagliari Brigade and

(val Leogra) ) 1 x MT /33 Rgt: within 3 hexes of 3030

- 1 x RGF 2-0-6 (Regia Guardia di Finanza

. = border guards): 3636
SCENARIO 1: DRIVE ON PASUBIO 1% RGE2.0-6 3736

Scenario length 5 Turns, starting on May 15th, and -V Corps Artillery: _
ending at the end of May 19th. 5 x Mountain Artillery units
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5 x Field Artillery units Fortresses: Serrada (3615); Sommo (3318); Ched26)3
2 x Heavy Artillery units Gschwendt - Belvedere (4032)

Set up behind the lItalian frontline, between hexes

3405 and 3728 (inclusive), within 3 hexes of anyAUSTRO-HUNGARIAN TRENCHES:

Infantry unit. All of the hexes along the Austro-Hungarian framli
are considered to be Levdl trenches. If the trench
Fortresses: Campomolon (3129) should be destroyed, use a blank marker to représien

(very unlikely situation...).

ITALIAN TRENCHES:

Level2: | First line strongpoints: Maronia (3122),
Costa d’Agra (3225), Monte Coston (3326), May 16:
Soglio d’Aspio (3728)
Levell: | Second and third line strongpoints: Coni
Zugna (1705), Col Santo (2415), Maggio
(2723), Toraro (2927), Spitz Tonezra

(3134).
AUSTRO-HUNGARIAN SET UP
May 17:
- VIl Corps:
6" Gebirgs Bde (6, 38, 42, 50, 81) at RoveretdVlay 18:
(3502,3603,3604)

10" Gebirgs Bde (48, 62, 90, 92, 1Bh) and"18
Gebirgs Bde (3, 15, 26, 31, 50): along the Austro-
Hungarian frontline between hexes 3605 and 3511

Level1l: | All the units on the frontline. ITALIAN REINFORCEMENTS

208° Rgt (Il, Ill), Taro Brigade;

61° Rgt (I, I, 1ll) and 62° Rgt (1, 11, 1),
Sicilia Brigade; 2 x Alpini (Aosta, V.
d’Adige); 2 x MT/VIII Bde;

42° Btn Bersaglieri: any west map edge hex
behind the Italian frontline

5 Logistics Points

5 Logistics Points

5 x Alpini (Mercantour, Cividale, M. Clagi
V. Natisone, Matajur); 201° Rgt (I, II, Ill) and
202° Rgt (1, I, 1ll), Sesia Brigade; 1x
Mountain Artillery unit/1A Div.: hex 1936 or
0237 (Italian player’s choice)

5 Logistics Points

5 Logistics Points

1f Gebirgs Bde (3, 10, 20, 21, 77, 3Bh) and
12" Gebirgs Bde (3, 37, 57, 93, 100) at
Calliano (4306).

g" Gebirgs Bde (12, 49, 74, 84, 87) at
Rovereto (3502, 3603, 3604)

10 Logistics Points

10 Logistics Points
10 Logistics Points

(inclusive)
- VIII Corps Atrtillery:
4 x Mountain Artillery units May 19:
4 x Field Artillery units
2 x Heavy Atrtillery units AUSTRO-HUNGARIAN REINFORCEMENTS
Set up behind the Austro-Hungarian frontline and
VIII Corps units mentioned above May 16:
- XX Corps:
58" Bde/3" (1, 11, 1) and 4" (1, 11, 111, 1V); 180™ KJ
Bde/T* (1, 11, 1, IV) and 2™ (I, 1, 1ll): behind
Austro-Hungarian frontline between 3612 and 3423
(inclusive).
5" Bde/5d" (1, 11, 11, IV) and 215 (1, 11, H); 15™
Bde/14” (1, 11, 1, v, X) and 50" (1, 11, 1, 1v): ~ May 17:
behind the Austro-Hungarian frontline betweenMay 18:
hexes 3523 and 4129 (inclusive) May 19:

- XX Corps Atrtillery:
10 x Mountain Artillery units
5 x Field Artillery units
2 x Heavy Atrtillery units
Set up behind the Austro-Hungarian frontline and
XX Corps units mentioned above

- lll Corps Artillery:
7 x Field Artillery units
3 x Heavy Atrtillery units
Set up in the East Sector, behind the Austro-
Hungarian frontline, at least 2 hexes from it, aadt
of hex column xx28 (inclusive).

10 Logistics Points
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SCENARIO 2: ASIAGO: THE

Fortresses: Verena (4246); Campolongo (3544); @Gorbi

(2443)

MOUNTAINS ARE BURNING

ITALIAN TRENCHES:

Scenario length 5 Turns, starting on May 20th and

ending at the end of May 24th.

Scenario Map area:East Sector only.

Victory Conditions: The Austro-Hungarian player wins
if he accumulates at lea8t Victory Points. The Italian
player wins if the VPs arg or less. In the other cases the

game is a Draw.

Set Up and Special ruleslitalian artillery units must be
placed in battery behind the frontline, so as tabke to
fire at the first 2 hexes behind the Austro-Hungari

Level1l: | All the units on the frontline.
Level2: | First line strongpoints: 5239 (one hex west
of Cima Mandriolo)
Levell: | Second and third line strongpoints: Parta
Manazzo (5142), Cima Undici (5653),
Caldiera (5756)
AUSTRO-HUNGARIAN SET UP
- 1l Corps:
55" Bde/87" (1, I, 1l) and 96" (1, I, 1l) and 24
(FJB); 568" Bde/a?" (I, 11, 1I, IV) and 37Id (IV) and

frontline. Italian Artillery units cannot change d on
the first game turn. The Austro-Hungarian playen ca
place his units anywhere behind his frontline, witthe
sectors mentioned in the set up.

The Austro-Hungarian artillery barrage started sitioe
May,lgh. To simulate this, the AH artillery units can fire
one free Offensive Bombardment Step before starting
Game Turn 1, without any activation needed.

Events No events take place in this Scenario.

Logistics Points: The Italians start the scenario with 2
Logistics Points. The Austro-Hungarians begin the
scenario with 20 Logistics Points.

ITALIAN SET UP

- 161° Rgt (I, 1, ) and 162° Rgt (), Ivrea Ryade:
along the Italian frontline from hexes 3837 to 4337
(inclusive)

- 205° Rgt (I, 11, 1), Lambro Brigade: within 2dxes of
4341

- 162° Rgt (), Ivrea Brigade: 4343

11 (FJB): behind the Austro-Hungarian frontline
between hexes 4230 and 4336 (inclusive)
43" Lw Bde/3" (1, 11, 1) and 26" (1, 11, 1); 18"
Bde/11" (1, 11, 1) and 73" (1, 11, 11, IV): behind the
Austro-Hungarian frontline between hexes 4437 and
5135 (inclusive)

[l Corps Artillery:
12x Mountain Artillery units
7x Field Artillery units
3x Heavy Artillery units
Set up behind the Austro-Hungarian frontline and II
Corps units mentioned above.

AUSTRO-HUNGARIAN TRENCHES:

All of the hexes along the Austro-Hungarian frointel
are considered as Level 1 trenches. If the treholld
be destroyed, use a blank marker to represenf{uary
unlikely situation...).

ITALIAN REINFORCEMENTS

- 162° Rgt (Ill), Ivrea Brigade: 3845 May 21: 155° Rgt (I, I, Ill) and 156° Rgt (I, 1ljI),
- Ix MT/XVIII Bde: 3944 . Alessandria Brigade: arrive by truck in any
- 89° Rgt (I, 11, 1) and 90° Rgt (I, Il), SalernBrigade: road hex between hexes 4645 and 3651
along the Iltalian frontline from hexes 4438 to 4936 (inclusive) behind the Italian troops’ lineat
(inclusive) least 3 hexes away from any enemy unit
- 1x Alpini (Adamello): 5136 They cannot move on this Game Turn. They
- Ix MT/XVIII Bde: 3653 are tired troops, with a low food and
- 90° Rgt (Ill), Salerno Brigade: 3150 ammunition status; apply 2 Disorganization
- 206° Ragt (I, 11, Il), Lambro Brigade and 3x MTXAII Points on each battalion
Bde and 1x RGF 4-2-6: within 3 hexes of 3357 5 Logistics Points
- Ix MT/XVIII Bde: 3261
- IXx MT/XVIIl Bde: 2448 May 22:  4x Bersaglieri Bicycle Battalions (II, W,
-V Corps Attillery: XIl) at Asiago (3357)

5x Mountain Artillery units 5 Logistics Points

5x Field Artillery units

2x Heavy Atrtillery units May 23: 1° Rgt (I, Il, 1ll) and 2° Rgt (I, I, 1)

Set up behind the ltalian frontline, between hexrow
38xx (inclusive) and the north map edge.

Granatieri di Sardegna Brigade and 1x Field
Artillery unit/XIV Corps; 1x Bersaglieri
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Bicycle Battalion (V); 5° Rgt Bersaglieri ITALIAN SET UP
(CTA XIV, CTA XXII, CTA XXIV) at (1547,

or 1548, or 1549) - 1° Rgt (I, I, ) and 2° Rgt (I, Il, Ill), Graatieri di
223° Ragt (I, 11, 1ll) and 224° Rgt (I, II, 1), Sardegna Brigade; 212° Rgt (1); 142° Rgt (I):
Etna Brigade; 141° Rgt (I, Il, lll) and 142° between hexes 2243 and hex 2250 (inclusive)
Rgt (I, 11, ), Catanzaro Brigade at Lusiana - 1x Field Artillery unit: behind the Italian lines
(1864)
5 Logistics Points AUSTRO-HUNGARIAN SET UP
May 24: 5 Logistics Points - 67" Bde/2d" (1, 11, W) and 10F' (I, 1, NI, IV);
68"Bde/33" (I, 1, 1) and 23 (FJB) and 28 (FJB):
AUSTRO-HUNGARIAN REINFORCEMENTS between hexes 2743 and 2747 (inclusive) or nortthief
line
May 21: 14" Bde/2?" (1, II, 1) and 2Bh (I, II, H1); - 44" Lw Bde/T (1, II, 11I) and 2" (I, 11, 11): 2443 (with
12" Bde/1? (1, 11, 1) and FJIB (7, 9, 22) at Trench Level 1), 2543 or 2644
hex 4426 - lll Corps Atrtillery units:
10 Logistics Points 4 x Mountain Artillery units

4 x Field Artillery units
May 22: 29 Gebirgs Bde (70, 76, 101, FJB, 8) at Set up along the track between hexes 2237 and 2537
Supply Source (5343) (inclusive)
10 Logistics Points
ITALIAN REINFORCEMENTS
May 23: 10 Logistics Points
May 24: 10 Logistics Points The Italian reinforcement units arrive in any rdeeX, free
of enemy units, between 1349 and 1947 (inclusive).

SCENARIO 3:,MONTE CENGIO: THE May 31:  142° Rgt (II); 211° Rgt (I); 212° Rgt (I1)
GRENADIERS’ DEFEAT 1 Logistics Point

Scenario length 7 Turns, starting on May 30th and

ending at the end of June 5th. June 1. 212° Rgt (11

1 Logistics Point
Scenario Map area: Only the east map is used, in the
portion between column xx40 and xx50 (inclusive). June 2: 211° Rgt (1)

Victory Conditions: The Austro-Hungariamplayer wins 1 Logistics Point

if he controls at least two of the following threxdjective
hexes at the end of the scenario: Monte Cengiol(174
Monte Barco (1744), and Monte Pau (1850), otherwise

the ltalian player wins June4:  141°Rgt (I), 211° Rgt ()
Set Up and Special RulesEvents do not take place in 1 Logistics Point

this Scenario. Italian Regiments 141° and 142° gl

Catanzaro Brigade; ltalian Regiments 211° and 212June 5: 141° Rgt (1)

belong to Pescara Brigade. 1 Logistics Point

June 3: 142° Rgt (l11)
1 Logistics Point

Set Up and Special RulesAustro-Hungarian artillery AUSTRO-HUNGARIAN REINFORCEMENTS
units can deploy out of the Scenario map area andat

move during this scenario. Each game turn, from May 30 to June 5, inclusive:
3 Logistics Points
Events: No events take place in this scenario. ;
= T
Logistics Points: The Italians start the scenario with 1 i o MY THAR TR

Logistics Point. The Austro-Hungarians begin the Lo d 8’ <
scenario with 4 Logistics Points
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SCENARIO 4 (INTRODUCTORY ):
L AST STAND ON MONTE NOVEGNO

SCENARIO 5 (THE CAMPAIGN ):
STRAFEXPEDITION , THE SPRING

Scenario length 2 Tumns, starting on June 12th and OFFENSIVE

ending at the end of June 13th.

Scenario Length 20+ Turns, it starts on May 15th and

Scenario Map area:Only the west map is used betweenends as per rule 22.0.

column xx31 and xx36 (inclusive).

Victory Conditions: The Austro-Hungariamplayer wins

if he controls any hex adjacent to Monte NovegrizBg)

at the end of the scenario. If the Austro-Hungapkyer

does not win but controls any of the following hea

the end of the scenario, the game ends in a drd@4,1
1435, 1332, 1333, otherwise the Italian player wins

Set Up and Special RulesNo reinforcements in this

scenario.

Events No events take place in this Scenario.

Scenario Map area:The whole map area is used.

Victory Conditions: The Austro-Hungarian player wins
if he accumulatest least120 Victory Points. The Italian
player wins if the AH player onlgeache®0 VPs or less.
Any other result is a Draw.

Special Rules No ltalian unit on the east side of the
Sector Line can move or be activated until an Auistr
Hungarian unit crosses the Austro-Hungarian friot. |

The Austro-Hungarian Il Corps Mountain Artilleryniis
cannot be attached to brigades different from tradsbe

Il Corps before Game Turn May, 24th. Il Corps

Logistics Points: The Italians start the scenario with 5 Brigades are: 8% 56" 43" 18" 110 17"
Logistics Points. The Austro-Hungarians begin therne Austro-Hungarian Il Corps Artillery units castn

scenario with 7 Logistics Points.

ITALIAN SET UP

- 70° Rgt (1), Ancona Brigade: 1331, Trench Level 1

- 63° Rgt (1), Cagliari Brigade: 1332, Trench Letel

- 63° Rgt (ll, 1ll), Cagliari Brigade: 1333, Trentlevel 1
- 1x Alpini (Matajur): 1434, Trench Level 1

- 1x Alpini (Clapier): 1435, Trench Level 1

- 69° Rgt (1), Ancona Brigade: 1535, Trench Level 1

- 69° Rgt (Il), Ancona Brigade: 1335, Trench Letel

- 69° Rgt (1), Ancona Brigade: 1236, Trench Letel

- 2x Alpini (Cividale, V.Natisone): 1134

- 70° Rgt (Il), Ancona Brigade: 1234

- 64° Rgt ()(reduced strength), Cagliari Brigati232

- 1x Mountain Artillery unit: behind the frontline the
scenario area.

- 1x Field Artillery unit: behind the frontline irthe
scenario area.

AUSTRO-HUNGARIAN SET UP

- 180" KJ Brigade/Y (1, 11): 1432

- 180" KJ Brigade/ (11l 1V): 1433

- 18d" KJ Brigade/? (I, 11): 1533

- 180" KJ Brigade/? (111): 1634

- 58" KJ Brigade/3 (I, 11): 1534

- 58" KJ Brigade/3 (11) and 4" (1): 1635
- 58" KJ Brigade/#' (11, 111): 1636

- 58" KJ Brigade/4' (1V): 1634

Behind the frontline in the scenario area:
- 5X Mountain Artillery units
- 3x Field Avrtillery units
- 1x Heavy Atrtillery unit

bombard hexes in the Eastern Sector before Game Tur
May, 19th.

The Supply Source in 1201 is a polyvalent onet asay

be controlled, and therefore used, by either side.

The bridge of Roana The bridge depicted between hexes
3351 and 3352 is a special map feature. Infantitg umay
assault or counter assault across the bridge with 3a
Column Shift. During any Artillery Phase when an
Austro-Hungarian combat unit is within 5 hexes loé t
bridge, the Italian player may optionally blow upet
bridge, if he has an infantry unit in either of tabove
hexes. The bridge is destroyed if he rolls 1-4.

Italian Reinforcements alternative entry hex lItalian
reinforcements entering at Marostica (1468) caeremtie
turn later at Valstagna (2872), at the ltalian pksy
option.

Events No events take place on the first Game Turn.

Logistics Points: The ltalians start the scenario with 0
Logistics Point. The Austro-Hungarians begin the
scenario with 50 Logistics Points.

24.0 MuLTI PLAYERS OPTION

When playing the Campaign game with more than two
players, the game can be divided into two sectBest
and West, as independent areas.

24.1 Each player takes control of one of the two sector
The two sectors on the map aligided by a Sector Line.
The game proceeds separately in the two sectors,
activating (or reacting with) one Brigade in eaelgtor.

24.2 The definition of Initiative remains the same, buat
Brigade for each sector is activated in each Attiva
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Phase.

24.3 A Brigade belongs to a sector if it spends itdrent
Action Phase in that sector. A Brigade that is éspl’
across the Sector Line, or that moves, even if paly of
it, across this line during the Action Phase, ceuior
both sectors (i.e. no other Brigade of that side be
activated in the same Action Phase). Artillery Wimtay
be attached to a brigade regardless of the sdutgrdre
in and they do not trigger the above limitationsewlin a
different sector than their target hex.

24.4 A player is never forced to activate one Brigade f

each sector, he can always choose to activate bgad®@  May 18:

only. A player can never activate (or react withyren
than one Brigade per sector per Action Phase. Aticea
cannot be made in a sector where no enemy Brigade w
activated in the same Action Phase.

24.5 Every step of the Action Phase must be completed
for both of the Activated Brigades before the nstep

can start (i.e. Defensive Fire cannot happen until

Offensive Bombardment is ended for both of the

Activated Brigades). M

24.6 Victory Conditions are per team. Both players in a
team are winners (or losers) at the same time.

ITALIAN SET UP

Use the set up instructions for scenarios 1 and®the
information below:

- 1x MT/33 Rgt: 2038

- 1x RGF 2-0-6: 3440

- Fortress: Casa Ratti (2740)

May 21.:

AUSTRO-HUNGARIAN SET UP

Use the set up instructions for Scenario 1, and the
information below:

[l Corps:
55" Bde/87" (I, 11, 1ll) and 96" (I, 11, 1ll) and 24
(FJIB); 58" Bde/a? (1, 11, 1I, IV) and 37Id (IV) and

11 (FJB): behind the frontline between hexes 4230
and 4336 (inclusive)
43" Lw Brigade/d' (1, 11); 18" Bde/73" (I, 1) and
11" (11): behind the frontline between hexes 4437
and 5135 (inclusive)

[l Corps Artillery:
12x Mountain Artillery units
Set up behind the Austro-Hungarian frontline in the
sectors above

ITALIAN REINFORCEMENTS

May 16: 208° Ragt (ll, Ill) Taro Brigade: any wesam
edge hex behind the Italian lines
61° Rgt (I, II, Ill) and 62° Rgt (I, I, 1),
Sicilia Brigade; 2x Alpini (Aosta, V.

May 17:

ay 19:

May 20:

May 22:

d’Adige); 2x MT/NVIII Bde; 42° Bitn
Bersaglieri: any west map edge hex behind the
Italian lines

5x Alpini (Mercantour, Cividale, M. Clapier,
Val Natisone, Matajur); 201° Rgt (I, II, 1)
and 202° Rgt (I, Il, lll), Sesia Brigade; 2x
Mountain Artillery units/1A Div at Marostica
(1468)

5 Logistics Points

5 Logistics Points

4x Alpini (Exilles, Monte Suello, Cervino,
Levanna); 209° Rgt (I, II, Ill) and 210° Rgt (|,

I, 111), Bisagno Brigade; 153° Rgt (I, II, 11I)
and 154° Rgt (I, II, 1ll), Novara Brigade at
Marostica (1468)

217° Ragt (I, I, 1) and 218° Rgt (I, 1I, 1),

Volturno Brigade at Schio (0238)
5 Logistics Points

85° Rgt (I, Il, ) and 86° Rgt (I, II, Iy,
Verona Brigade; 71° (I, Il, ) and 72° (1, II,
lll), Puglie Brigade at Schio (0238) or at
Thiene (0146)

219° Rat (I, 1, 1) and 220° Rgt (I, 1, 1),
Sele Brigade; 2x Mountain Artillery units/1A
Div at Schio (0238) or at Thiene (0146)

5 Logistics Points

5 Logistics Points

155° Rgt (I, II, Ill) and 156° Rgt (I, 1W1),
Alessandria Brigade: arrive by truck in any
road hex between hexes 4547 and 3651
(inclusive) behind the Italian troops’ lines, not
in an enemy ZoC. They are tired troops, with a
low food and ammunition status; apply 2
Disorganization Points on each battalion

10 Logistics Points

4x Bersaglieri Bicycle Battalions (ll, W,
XIl) at Asiago (3357); 1° Ragt (I, I, 1) and 2°

Ragt (1, I, II), Granatieri di Sardegna Brigade;
1x Field Artillery unit/XIV Corps at Thiene
(0146)

1x Bersaglieri Bicycle Battalion (V) at Thiene
(0146)

5° Rgt Bersaglieri =CTA XIV, CTA XXII,
CTA XXIV) at Thiene (0146)

73° Rgt (I, 1, 1) and 74° Rgt (I, I, 1),
Lombardia Brigade; 1 Field Artillery unit/XIV
Corps at Marostica (1468) (Movement
Allowance halved)

10 Logistics Points
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Note: The assembly othArmy started in the Thiene (0146), or Marostica (1468) as the
area between Cittadella and Vicenza and was Italian player wishes
ready on June"2 15 Logistics Points
May 23:  223° Rgt (I, Il, ) and 224° Rgt (I, 1), June 3: 111° Rgt (I, II, Ill) and 112° Rgt (I, M),
Etna Brigade; 141° Rgt (I, I, lll) and 142° Piacenza Brigade, 223° Rgt (I, IlI, lll) and
Rgt (I, 11, ll), Catanzaro Brigade at Lusiana 224° Ragt (1, 11, 1), Bari Brigade, 137° Rgt (I,
(1864) I, 1) and 138° Rgt (I, Il, Ill), Barletta
10 Logistics Points Brigade, 151° Rgt (I, I, ) and 152° Rgt (I,
II, Ill), Sassari Brigade at Schio (0238),
May 24: 117° Rgt (I, II, 1ll) and 118° Rgt (I, I]I), Thiene (0146), or Marostica (1468)
Padova Brigade; 1x Field Artillery/X Corps: 15 Logistics Points
within 3 hexes of 1201, if the Supply Source
hex is Italian controlled, otherwise at RecoaroJune 4: 15 Logistics Points
(0225, 0226)
10 Logistics Points June 5: 3° Rgt (I, I, ) and 4° Rgt (I, I, W
Piemonte Brigade at Marostica (1468)
May 25: 10 Logistics Points 43° Rgt (1, 11, 1) and 44° Rgt (1, I, III), Foil
Brigade at Thiene (0146)
May 26: 2x Alpini (Val Maira, Monviso) at Foza 15 Logistics Points
(3772)
10 Logistics Points June 6: 15 Logistics Points
June 7: 15 Logistics Points
May 27: 10 Logistics Points June 8: 15 Logistics Points
June 9: 15 Logistics Points
May 28: 2x Alpini (Monte Argentera, Morbegno) and June 10: 15 Logistics Points
14° Rgt Bersaglieri (CTA XL, CTA LIV, June11l: 15 Logistics Points
CTA LXI) at Foza (3772) June 12: 15 Logistics Points
1x Bersaglieri Bicycle Battalion (IX); 211° June 13: 15 Logistics Points
Rgt (1, II, 1ll) and 212° Rgt (1, 11, 1ll), Pescara June 14: 15 Logistics Points
Brigade at Lusiana (1864) June 15: 15 Logistics Points
10 Logistics Points
May 29:  35° Rgt (I, II, ) and 36° Rgt (I, I, I, AUSTRO-HUNGARIAN REINFORCEMENTS
Pistoia Brigade; 145° Rgt (I, Il, 1) and 146°
Rgt (1, Il, ll), Catania Brigade; 37° Rgt (I, Il, May 16: 1f Gebirgs Bde (3, 10, 20, 21, 77, 3Bh)fh12
1) and 38° Ragt (I, II, ), Ravenna Brigade ; Gebirgs Bde (3, 37, 57, 93, 100), at Calliano
1x Field Artillery unit/X Corps at Schio (4306)
(0238) or Thiene (0146) 9" Gebirgs Bde (12, 49, 74, 84, 87) at
10 Logistics Points Rovereto (3502, 3603, 3604)
10 Logistics Points
May 30: 10 Logistics Points
May 17: 10 Logistics Points
May 31: 10 Logistics Points
May 18: 43 Lw Brig{]adels““ (y and 26" (1, 11, 1);
June 1:  2x Alpini (Cenischia, Saccarello) at Luaian 18" Bde/1f" (1, ) and 73" (1, 1v)) at
(1864); 2x Alpini (Bassano, Sette Comuni) at Carbonare (4324)
Foza (3768) 10 Logistics Points
15 Logistics Points
May 19: 10 Logistics Points
June 2: 144° Rgt (I, I, 1) and 149° Rgt (I, M),
Trapani Brigade; 41° Rgt (I, I, 1) and 42° May 20: 10 Logistics Points
Rgt (1, 1, 1), Modena Brigade; 95° Rgt (I, 11,
) and 96° Rgt (I, I, 1), Udine Brigade, May 21: 84" LdSch Bde/T(I, I, 1) and 2“(I, I, 1,
157° Rgt (I, Il, 1) and 158° Rgt (I, II, 1), IV); 98" LdSch Bde/3 (I, II, Il IV, ILds);
Liguria Brigades: enter at Schio (0238), 44" Lw Bde/T (I, I, 1) and 2 (1, 11, 1I);
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May 22:

May 23:
May 24:
May 25:
May 26:

May 27:

May 28:
May 29:

May 30:

May 31:

June 1:

June 2:

June 3:

87" Lw Bde/Z (1, 11, 11I) and 26" (1, 11, 111
and 59' (X) at Rovereto (3502, 3603, 3604)
11" Bde/27" (1, 11, 1) and 2Bh (I, 11, 1);
12" Bde/1 7 (I, 11, 1) and FJIB (7, 9, 22) at

Carbonare (4324)
10 Logistics Points

2 Gebirgs Bde (70, 76, 101, Fjb, 8) atJune 8:

Supply Source (5343)
10 Logistics Points

10 Logistics Points

10 Logistics Points

10 Logistics Points

10 Logistics Points

67" Bde/2d" (I, 11, 111) and 10E'(1, 11, 11, IV);

68"Bde/33" (I, 11, I1l) and 23 and 28 (FIB)
at Carbonare (4324)

10 Logistics Points

10 Logistics Points

10 Logistics Points

59" Bde/24 (1, I1) and 4£'(1, 11, 111, IV); 86™
Lw Bdes2d" (1, 11, 111y and 22" (1, 11, 1lI) at
Carbonare (4324)

10 Logistics Points

10 Logistics Points

Units of 1 and 13' Gebirgs Brigade are

10 Logistics Points

June 4: 10 Logistics Points
June 5: 10 Logistics Points
June 6: 5 Logistics Points
June 7: 5 Logistics Points

5 Logistics Points

June 9 5 Logistics Points
June 10 5 Logistics Points
June 11 5 Logistics Points
June 12 5 Logistics Points
June 13 5 Logistics Points
June 14 5 Logistics Points
June 15 5 Logistics Points

25.0 FOG OF WAR (OPTIONAL )

25.1 Stacking order: The top unit must be an Infangpet
unit (if any).

25.2 Disorganization markers are kept under the affected
units.

25.3 Each player can check his own stacks only, giving
the opponent the information needed during the @mb
steps (i.e. strength, current Morale, etc.)

L1ST OF ABBREVIATIONS

Gebirgs, GbSch: Gebirgsjager, GebirgsSchiitzen
(Mountain troops)

FJB: Feldjager battalion

KJ: Kaiserjager (Imperial elite mountain troops)

Lw: Landwehr (Territorial troops)

LdSch: Landeschiitzen (Territorial mountain troops)
Mil.,MT: Milizia Territoriale (Territorial militia)

RGF: Regia Guardia di Finanza (Border guards)
Brs., Bers.: Bersaglieri

withdrawn (take them wherever they are. IfBers. Cicl.: Bersaglieri Ciclisti
not supplied, add the steps lost in this way tavit.: Mountain artillery

the Surrendered Units Box), and displaceFld.: Field artillery

them into Rovereto (3603), or into any HY.: Heavy artilery .
adjacent hexes, with all their step losses and '/ comando Truppe Altopiano
disorganization recovered. Starting on June

2" they are free to move. (Historically, on ARTILLERY CORPSREF. COLORS

June 1 the ¢" Division arrived at Calliano,
while the 48 Division was withdrawn for
replacement and rest). The
considers that the 48Division counters are
used for the 9 Division, which was actually
never used in this operation, but available.
10 Logistics Points

10 Logistics Points
28 Bde/2&' (1, 11, 111y and 98" (1, 11, 111) and

12" (FIB); 21" Bde/1®" (1, 1, 11, 1v) and
55" (1, 11, 11, 1IV) and at Carbonare (4324)

This is the color of the badge in the upper left jd the Artillery
units.

rule above

Italian Corps Atrtillery colors:
V Corps: Forest Green

X Corps: Black

XIV Corps: Red

37 Div.: Light Blue

1A Div.: Blue

AH Corps Atrtillery colors:
Il Corps: Green

VIII Corps: Red

XX Corps: Black
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HISTORICAL NOTES

The 1916 Trentino Spring Offensive (also called th
Battle for Asiago or Strafexpedition in Italy) pesses an
unusual World Record: it was, in fact, the firsdammly
historical offensive to involve three armies
mountainous terrain.

For almost a year following ltaly's entry into tkgreat
War, the Austro-Hungarians had been on the defersiv
the mountain frontiers. In May 1916 they suddenl
assumed the offensive. They were facing the Italian
two fronts: 1) in northern lItaly, in the region kmo as
Tyrol and Trentino; 2) to the east of Italy at #mrance
to the Adriatic. Here lay the Isonzo River frontevé the
Italians had been making their main efforts. Iragking
along the less powerful line in Trentino, the Aastr
Hungarians hoped to break into Italy from the nogét
behind the Isonzo army, and surround the enemgingut
its lines of communications. The Austro-Hungarian
Supreme Chief of Staff, General Conrad therefor
assembled 18 divisions in two armies: Dankl's Ei¢ve
Army and Kovess' Third Army. It seems that
"Intelligence" agencies were employed in order eéfirge
the Trentino offensive Strafexpedition (a punishirfen
the Italians for their "treason of the former aili@"). The

in

nickname, however, was merely an lItalian propagand

invention.

The Austro-Hungarians had amassed eighteen ful
strength divisions with supplementary battaliosighly,
400,000 men, no less than 2,000 guns, includingtyve
batteries of the huge 12-inch cannon, and eiglthefl5-
inch and 16.5 monsters, giants which had no riealshe
Italian side. So as the battle began the Austrogdtians
enjoyed a notable superiority in artillery and autiibered
the Italian infantry by four-to-one.

In the middle of May the powerful concentrationgains
and men rolled down between the Adige and the Brent
The ltalians, battered by a tremendous bombardaneht
exposed to sudden infantry breakthroughs, retrediee
Austro-Hungarians suddenly occupied most of th
elevated plateaus and, later, also of the Sette u@bm
(Asiago plateau), with the upper portion of the rigee
valley. Mountain peak after mountain peak was séarm
and captured. By the end of May the Italians wereed
back across their own border; and the Italian towhs
Arsiero and Asiago were in enemy hands, the last o
about seven miles beyond the frontier. The bittere
fighting took place around Pasubio, Folgaria, Taaez
and, from May 20th, the Sette Comuni (Asiago) @ate
With the enemy at the very edge of the plains, dadly
moving his great guns forward from the higher posg,
the situation suddenly improved for the Italians thg

beginning of June. The breakthrough slowed down

mainly due to logistical problems, allowing thelilas to
recover. The frontline now stretched along the $&stes
of low hills sinking from Trentino’s mountains inthe

n

north Italian plain. Vicenza and the main railrofod
supplying the Isonzo army were only twenty milesagw

n June 3rd the ltalians issued a general ordstof the
retreat before the foe.
So, after the first downward swoop, the Austro-Hanen
progress slackened, and by the middle of June dt ha
definitely come to a standstill in the Adige valley
consisting mostly of wooded, rugged, and mountanou
terrain, with the towns of Tonezza, Arsiero, Asiagad

yBorgo, in Austro-Hungarian hands. A final assaudsw

delivered being repulsed with heavy losses. Gréylttad
Austro-Hungarians withdrew to more secure positians
winter quarter position they called the Winter-Line
(Winterstellung), which began at the top peak didgara,
ending westwards on the Pasubio and Coni Zugnaspeak
Then the climax of the struggle shifted to the lmmfront
again. Austria-Hungary had attacked bravely; Itagd
resisted with even greater strength and courage.

The consequence was rather painful for the Italians

%:onrad's Third and Eleventh armies stormed theéahal

positions along a 70 km front and the Italians warshed
back 8 km behind Posina in the centre of their tipéMay
22th, and then a further 10 km beyond Asiago within
another week. Asiago itself was evacuated by theits

on May 28th. Fortunately for the ltalians the redgess
6f the terrain served to impede the Austro-Hungaria
Eupply chain and gave General Cadorna an opporttmit
save the situation. By the opening of the last week
June, the Austrian General Staff recognized tlsabdild
stroke for the subjugation of Italy had failed. he
invading force, held fast in front, and now counter
attacked on both flanks (the so called Italian
Controffensiva), could make no further progress.
Casualties were heavy. The Austro-Hungarians lost
approximately 5,000 dead, 23,000 wounded, 14,060 si
and 2,000 prisoners to the ltalians, by June 1&ilother
52,815 Austro-Hungarians would be lost by July 24t
they were never again able to launch a major offfertill

the Autumn of 1917, when they got German assistance

“The Italians lost around 41,401 men, missing akerta

prisoner, during the quick Austrian advance togetith

318 artillery pieces and 191 machine-guns. From May
15th till June 18th they lost 6,186 dead, 28,544ndzd,

for a total of 76,132 men, too many for a defensiadle.
The definitive losses’ data, suffered by the twateaders
(either in terms of manpower or war materials ayugd

S1ost) did show that the Italian didn't succeed &g the

true “Winner” of this battle. In some ways both @&m
lost this strange battle, each claiming to be thanat.
Later, despite repeated and peremptory orders By th
Italian Supreme Command during the period of thkalh
counteroffensive (June-July 1916) they failed tgais
much ground. Above all, both factions sent thousaoid
men to war to sacrifice their lives for nothing.

Enrico Acerbi
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DESIGN NOTES BIBLIOGRAPHY

Why a game on WWI, and why on this very little kmow - Enrico Acerbi — Strafexpedition” Ed. Rossato

campaign? - Karl Schneller +1916: Manco un soffio” Ed. Mursia
-AAV.YN. - Atti del convegno: “1916: La

Strafexpedition's game idea was born many years agdStrafexpedition. Gli altipiani Vicentini nella tragia
while reading “1916: Manco un soffio”. | was alrgaa della Grande Guerra’ Ed. Gaspari

wargamer and the situation | was reading about &vas - Alessandro Massignani, Paolo Pozzato"Austriaci

very interesting one; a surprise offensive agaiast all'attacca’. Ed. Itinera Progetti

unprepared defender, but one that reacted quickipé - Gianni Pieropan —Storia della Grande Guerra sul
situation. About a deep breakthrough that couldehav fronte Italiand. Ed. Mursia

reached a target even more ambitious than the mordPompilio Schiarini — “L’Armata del Trentino” — Ed.
famous Caporetto offensive, but that didn’t reashgial Mondadori

by a whisker. - Ufficio Storico dell'Esercito Italiano — “L’Eserait
This all formed a very attractive topic for a wargs, Italiano nella Grande Guerra (1915-18) - Vol. lllst.
and a very interesting episode of our ltalian higt@n Poligrafico dello Stato

episode still in the memory of our people and @aice - Leonardo Malatesta — “Altipiani di Fuoco” — ISTRIT
the region. - Mark Thompson “The White War”— Faber & Faber

- Carlo Meregalli- “Grande Guerra: Strafexpedition™
A lot was said and written about ‘what if' the Argst Tassotti Editore
Hungarian army could have reached the plain bettiad
Italian main front; nobody knows for sure, but W\ah
the lItalian front would have evolved in a complegtel

different way after that.
| started to think about the game, but without reaICREDI-I-S
concrete ambitions. Design: Andrea Brusati

The turning point was the meeting with Enrico Acerb Development: Luigi Parmigiani, Nicola Contardi
deep connoisseur of WWI on the Italian Front (amtl n Playtest: Enrico Acerbi, Stefano Cossettini, Alessa
only that...), author of several books on WWI inytade  Gardini, Grant Eldridge, Hans Korting, Matthias digi
already had the idea to make a game on thBaniele Marcolini, Alessandro Massignani, Umberto
Strafexpedition, so | submitted my game systemitno, h Piccoli
merging it with his information and suggestions. Rules proofreading and translation assistance: [dona
The last step to the publication of the game waasamal Katz, Hans Korting
meeting with Nicola Contardi of Europa Simulazioni, Box and Map art: Alberto Cavazzuti
who liked the game. The play test stage was veng,lo Counter art: Enrico Acerbi
but now we finally believe to have reached a g@a=likt.
The aim of the game is to simulate both the strateg Special Thanks: Enrico Acerbi
situation, starting from the historical assumptiand the
tactical feeling, through bombardment, assault and
counterattack systems. There are no play hintsydor,
strategies and tactics have to be tested and disst\by
the players themselves, that's the fun of it! Wedengor DEDICATION
tried to make) a game system to allow you to seatwh This game is dedicated to my Grandfather, PrimosBti,
warfare was like on this front in 1916. who fought in the Great War, and survived to teach
The final goal of the Austro-Hungarian player isait the  sons how terrible the war is.
plain beyond the mountains. That of the Italianyetais
clear as well: hold on, trying to bleed as many thais One remembrance goes to every man who fought, and
Hungarian troops as possible. died in this campaign.
Have fun, and learning.

Andrea Brusati Andrea
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EVENTS TABLE
0 Roll on theltalian Events Table
1 No Event
2 No Event
3 No Event
4 No Event
5 Roll on theltalian Events Table
6 Roll on theAustro-Hungarian Events Table
7 or more:Russian Success in Galicia Offensisee rules 22.0, 23.0)
Italian Events Table
The Italian High Command orders a local counterattzk: randomly pick one Italian Brigade
1 HQ from the ones in play. This Brigade must bevatéid and make at least one Assault during
this Game Turn. If no Logistics Points are ava#alil will be activated for free. If the Brigade
cannot make Assaults on this turn (too far fromeghemy or other reasons), randomly pick
another Brigade
Confusion in Italian High Command: randomly pick one Italian Brigade HQ from the siire
2 play. The Austro-Hungarian player can move thedliatis of one of the regiments of the Brigade
one hex (in any direction, but not across Crags)
Italian artillery short firing : for each Italian Offensive Bombardment executexdnd) the
3 current turn, roll one die. If the result is 1 oitl2e bombardment is made against one adjacent hex
containing assaulting Italian units (choose rangdml
4 Italian Logistics Effort : Italy receives 5 additional Logistics Points
5 No Event
6 No Event
Austro-Hungarian Events Table
1 Austro-Hungarian doctrine: during this Game Turn the Austro-Hungarian plaggnnot execute
Assaults against hexes that have not been bombdrde) the same Game Turn
Austro-Hungarian advance in the wrong direction randomly pick one Austro-Hungarian
2 Brigade HQ among the ones in play. The Italian @aan move the battalions of the Brigade one
hex (in any direction, but not across Crags)
Austro-Hungarian artillery short firing : for each Austro-Hungarian Offensive Bombardment
3 executed during the current turn, roll one dighé result is 1 or 2, the bombardment is made
against one adjacent hex containing assaultingrédistingarian units (choose randomly)
4 Austro-Hungarian Logistics Effort: Austro-Hungarian player receives 5 additional istigs
Points
5 No Event
6 No Event
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