
^ Battle for 
Germany 

Americans meet Russians on the wrecked bridge at Torgau, Germany. 

1.0 INTRODUCTION 

Battle for Germany is a game based on the final campaign fought in Germany between 

December 1944 and May 1945. One player assumes the role of the Western Allies; the 

other, the Soviet Union (rules are provided for multi-player versions). Each player moves 

his units (including certain German units) and attacks enemy units. 

2.0 COMPONENTS 

Battle for Germany includes one 22" by 17" mapsheet, 120 die-cut cardboard counters, 

and this rules folder. If anything is missing or damaged, please contact: 

Decision Games 

PO Box 4049 

Lancaster CA 93539-4049 

2.1 Rules 

Each section of the rules is numbered, with paragraphs within that section indicated by a 

second number, like this: 3.3. Subsections within that paragraph are indicated by a second 

number, like this: 3.34. When the rules refer to another, related idea, the number indicating 

that paragraph will be included parenthetically, like this: (3.34). This will assist in finding 

that rule for comparison or reference. 

2.2 Map 

The map represents the area in Central Europe where the final battle for Germany was 

fought. It is divided into hexagons, called "hexes," whicli are used to regulate movement 

much like the squares on a chessboard. 

2.3 Charts and Tables 

The Set-Up Chart provides the hex number iir which each unit begins each scenario. The 

Combat Results Table (CRT) is used to resolve combat (6.0). the Terrain Effects Chart 

(TEC) describes the effect of map features on movement and combat, and the Turn Record 

Track (TRT) is used to keep track of the current game turn and also indicates when replace 

ments (7.0) are available. 
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Unit Types 

8-20-3 

GD 

jus 

7-5-8 

6-6-7 

4-8-6 

3-7-5 

5-11-4 

Front (Army Group) 

Armor 

Armored Infantry 

Infantry 

Mountain 

Parachute 

Unit Sizes XXX = Corps 

XXXX=Army 

XXXXX = Front 

Unit Designation 

Attack 

Strength - - 6-6-7 

Unit Type 

Movemem 

Allowance 

Defense Strength 

2.4 Scale 

Each hex represents 67.1 kilometers from 

side to side. Each game-turn represents two 

weeks. 

2.5 Counters 

The counters, called units, represent mili 

tary formations which participated or could 

have participated in the battle. The Western 

Allied player controls all Western Allied 

uniis — all US, British, Canadian, French 

and Polish Exile units — and in addition all 

East German Army, Waffen SS and 

Luftwaffe units and all Hungarian units. 

East German units have white unit "boxes" 

or sittiouettes; German Army units are gray, 

Waffen SS units are black with white mark 

ings, Luftwaffe units are blue-gray and Hun 

garian units are green. Hungarian units func 

tion for all game purposes as East German 

units. US units are olive, British units are 

tan with black markings, French units are 

light blue. Polish Exile units are white with 

red markings and Canadian units are tan 

with red markings. The Soviet player con 

trols all Soviet and Soviet-Allied units — 

all Yugoslav, Polish Communist, Rumanian 

and Bulgarian units — and in addition all 

West German units. West German units have 

red unit "boxes" or silhouettes; German 

Army units are gray, Waffen SS units are 

black with white markings, and Luftwaffe 

units are blue-gray. Soviet units are brown, 

Yugoslav units are dark blue with white 

markings, Rumanian units are yellow. Com 

munist Polish units are red with white mark 

ings and Bulgarian units are red with black 

markings. 

2.6 Definitions 

Attack Strength. The relative strength of 

a unit when attacking. 

Defense Strength. The relative strength of 

a unit when defending. 

Movement Allowance. A unit's ability to 

move, expressed in movement points (MPs). 

3.0 SEQUENCE OF PLAY 

The game is played in a series of turns, 

called game-turns. Each game-turn is com 

posed of two player-turns. The player whose 

player-ium is in progress is called the phas 

ing player; his opponent is the non-phasing 

player. 

A. Soviet Player-Turn. 

1. Soviet Replacement Phase. The Soviet 

player may return previously eliminated 

Soviet units to play as replacements (7.0). 

2. Soviet Movement Phase. The Soviet 

player may move all Soviet, Polish Com 

munist, Rumanian, Bulgarian and Yugoslav 

units. 

3. Soviet Combat Phase. Soviet (and So 

viet-Allied) units may attack East German 

units. 

4. West German Replacement Phase. The 

Soviet player may return previously elimi 

nated West German units to play as replace 

ments. 

5. West German Movement Phase. The 

Soviet player may move all West German 

units. 

6. West German Combat Phase. West 

German units may attack Western Allied 

units. 

B. Western Allied Player-Turn. 

1. Western Allied Replacement Phase. 

The Western Allied player may return pre 

viously eliminated Western Allied units to 

play as replacements. 

2. Western Allied Movement Phase. The 

Western Allied player may move all US, 

British. Canadian. French and Polish Exile 

units. 

3. Western Allied Combat Phase. West 

ern Allied units may attack West German 

units. 

4. Easl German Replacement Phase. The 

Western Allied player may return previously 

eliminated East German units to play as re 

placements. 

5. East German Movement Phase. The 

Western Allied player may move all East 

German units. 

6. East German Combat Phase. East Ger 

man units may attack Soviet and Soviet Al 

lied units. 

C. Once the East German Combat Phase is 

complete, advance the game-tum marker 

one space and resume the tum sequence. 

4.0 ZONES OF CONTROL 

The six hexagons surrounding a hex consti 

tute the Zone of Control (ZOC) of any units 

in that hex. Units must stop moving when 

they enter an enemy ZOC. 

4.1 All units exert a ZOC at all times. The 

presence of ZOCs is never affected by other 

units. 

4.2 There is no additional cost to enter an 

enemy ZOC. 

43 Units may leave an enemy ZOC only at 

the beginning of their movement phase. A 

unit may never move directly from one en 

emy ZOC to another. It may, however, leave 

an enemy ZOC at the beginning of the 

movement phase, enter a hex not in an en 

emy ZOC, and then enter another hex in an 

enemy ZOC. 

4.4 ZOCs do not extend across blocked, 

lake or sea hexsides. 

5.0 MOVEMENT 

During the Movement Phase, the phasing 

player may move as many or as few of his 

units as he wishes, as long as no unit's 

Movement Allowance is exceeded in a 

single Movement Phase. Each unit moves 

individually. Unused MPs may not be ac 

cumulated or transferred. 

5.1 Units arc moved one at a time, tracing a 

path of contiguous hexes (they may not 

"jump over" hexes). The cost in MPs to 

enter various types of terrain, and to cross 

river hexsides are summarized on the TEC. 

5.2 A unit may never enter a hex contain 

ing an enemy unit. 

5.3 Stacking 

No more than two friendly units may oc 

cupy a single hex at the end of their Move 

ment Phase. A Soviet front may not occupy 

a hex with another Soviet front. Fronts may 

occupy a hex including army-sized units. A 

Soviet front may not retreat (6.2) into a hex 

containing another Soviet front. 
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