Beyond the River Don (Campaign)

Campaign games are made to allow player to have a strategic as well as a tactical feel to the era they enjoy playing. Since troop densities are generally low in Red Actions! it is difficult to use larger campaign games to generate battles. What we have come up with is a system that enables players to set up a campaign and start playing it in a few minutes- including force generation, and in a new and innovative way (for us, at least!), board generation. Scenarios are almost limitless. The system is generic enough to cover all regions and armies of the RCW, as well as most types of campaigns. From stable fronts to anti-partisan operations, from the “Ice March” to Perekop, large cavalry raids to the siege lines around cities. 

We did not, however write exhaustive rules. Rather, we have left areas open for players to come up with “special” or “house” rules to cover details they feel may be important to this style of game, and to their own historical interpretations of events. It is likely to be a growing system as players write us with “advanced” or “optional” rules that they feel others might be in favour of.  

Setting up the Campaign

The first thing players will want to do is choose a scenario. Several have been provided at the end of the rules. Of course, players can come up with one of their own. If you do, please write us! Also, put some Russian music on. Some Web sites for free music are on the Red Actions page.
1. Setting up the board (general):

Each Card-Space (CS) is the size of a standard 4”x6” table, with the terrain pieces arranged as they appear on the mini-map; this configuration is merely a suggestion, and substitutions may be made upon mutual agreement if the players lack the appropriate terrain. The distance between card spaces can be anywhere from 5-10 Kilometers. The card chosen may represent the characteristic terrain in the region, or merely the most “memorable” in the minds of passers-by. 

Note: players may set up the cards as they wish- the following is only a suggestion.

A. The board with the spaces numbered 01 to 36 should be laid out between both players (or teams). The spaces numbered 01-18 is considered “the north”, a broad abstraction merely for game set up purposes (it can actually be any direction one desires). The spaces numbered 19-36 are of course “the south”, with the vertical row of spaces running from 01 to 31 being the west, and from 06 to 36 is the east.

B. One of the players sets out a line of railroad cards running from north to south. First he rolls 1d6 to see in which row he starts to place the railroad. He then takes all the cards marked T1-12 in red, and shuffles them; holding them face down, he then draws from the top of the deck and places the card face up on the numbered space he rolled up on the die. He places the cards primarily with the upper edge pointing north. For the first card, it must have a rail line image starting in the north; if it does not, he places the card to the side, beginning a discard pile with it. He will then draw another, and see if that fits, and so on, until he finds one that is viable for that position (railway from the north). 
Once that is placed, he draws another that “connects” to the end of the rail line in the previous image, and so on, until he has a line that exits off the south edge of the board. At no time may the rail line exit from the east or west edge (see exception, the “central city board” below); if all cards have been discarded, and there are no viable cards left in the players hand, the discard pile will be reshuffled and the process will then continue from where it left off, until the line reaches the south edge. Then the rail line is complete.

C. Next, the opposite player begins setting up the river lines. As railways for our purposes run north-south, rivers will tend to run east-west. This is of course a gross abstraction, but many campaigns in the war tended to run back and forth along railroads, with rivers acting as obstacles to advance, so the general spirit of RCW campaigning is intact. The player may place one or two rivers across the board; the first must go completely across the board from east to west (or west to east), but the second need only go a minimum of 4 cards (or more, if he has the cards), and may go off the north or south edges. The rivers may not cross. If one river is planned, you may simply roll 1d6 to decide which horizontal row, and start the river at that row from the east or west side. Or you may start it in one of the middle two rows- whatever is agreed by the players. Use the cards marked R1 to r12 in blue as your deck, and follow the same procedure as used with the train deck. When a river card is placed on a rail line, temporarily put aside the River deck and take up the T/R cards (marked in red and blue, 1-16) choosing a card representing the existing rail line with a similar connecting river running under it. Once the rail line is cleared, return to the blue river deck and complete the river. If two rivers are desired, start the first river in the north or south sector alone, and the start the second river in the remaining sector, if there is room. If the second river cannot be completed, remove all of its cards from the board, and either try again or stick with one river.

D. Finally, shuffle the cards of the O deck (with black numbers from O1-O25) and place one card face down in each remaining open space. If players wish, they may now dice for or decide who plays “north” or “south”.

Note: the way the board is played is up to the players’ choice. In general, commanders were not completely “blind” as to their locations and destinations; most campaigns followed railways, and generals usually knew what line they were on (Moscow- Petrograd, for instance) and what major rivers that they crossed along the way. So the railways and rivers may be left exposed, and the “Ordinary” cards could be a mystery to anyone who would stray off the beaten path. However, sometimes the whole board may be considered a mystery to one of the players and the other player may have to set up all the cards- this would depend on the scenario chosen. Of course, some self-sacrificing player may offer to be a referee, and may set up the board hidden from both players.

E. The “C1” card (town of Gordinische): If the players desire to have this card in play, it should be placed first, and the river and rail lines should be “built” radiating off of it.

Variants: Forest or Steppe: some cards have forest in them; others show steppe-like areas. If players wish to simulate a region of Russia that is more of one than the other, they may interpret the cards as follows:

Steppe: treat all forest areas as scrub, except those bordering on rivers (they often had patches of light trees along them).

Forest: Treat all open scrubland as forest.

Major Rivers: Some of the great rivers of Russia where navigable by rather large ships, and cannot be simulated by the rivers shown on the cards. Furthermore, rail lines tended to run along their banks, making the campaign run along the river (such as the Dvina river campaign, for instance). To simulate one of these campaigns, simply place out the rail line as normal, but then designate all the Card spaces directly adjacent to the east or west as major river spaces. No cards may be placed in them, although shipping may be allowed.

2. Choosing Units and Resources

After this, units must be chosen using points available per scenario with National restrictions applying (see National Force Cards, from Red Actions). Starting Resource Points are also dictated by the scenario, as well as turn by turn Resources which come available. The number of leaders available is based on the total number of points and national characteristics (see Nation Force Cards and the Resource Generation Section at the end of these rules). Leaders killed during the scenario are immediately replaced randomly.

Note on counters: Infantry and cavalry counters show the number of platoons in the top right section of the counter. As units take casualties, you can use other denomination counters as “change”, even reforming low platoon-density counters into single larger ones. The must however be of the exact same type (Plastoons with Plastoons, etc).

Roles

One player will usually be on the offensive. The scenario will usually dictate that this player will start the game with the Strategic Initiative (SI).

Setup

Unit counters are placed per scenario on the each players Hidden Map. Depending on the level of Fog of War desired, counters representing the forces (occupants of a Card Space) on the Hidden map are placed on the main map while a smaller version of the force counter is placed on the force on the hidden map (Example: Large Force “A” counter on the map, small force “A” counter on the force on the hidden map). Further, a referee/feldmachink may be used for totally hidden play. A scenario may also dictate if any fortifications may be bought in a particular space. 

At this point you’re ready to start.

Basic Flow of Play

The player with the SI plans an operation that sets the tone for the turn- Breakthrough for all out attacks and penetrations, Assaults to grab land and hold it, Probes to feel out the enemy and keep him off balance. His opponent plans Defenses which can call for counterattacks or retreats. Players then give orders to each leader and the force he is currently stacked with (a force is any group of units in the same space). The player with the SI really calls the tune- he moves first and keeps moving forces until he lets the pressure up when his opponent can make a counterstroke. Both sides have Assets- aircraft and artillery that can perform special actions to help or hinder offensives.

1) Turn Sequence

1) Determine which player has the Strategic Initiative (SI) [except for first turn] 

2) Check for available resources and Weather.

3) Leader movement

4) The player with SI chooses a type of Operation (for the turn).

5) The defending player chooses a type of Defense (for the turn).

6) Placement of orders for leaders.

7) Pre-Operation Assets Phase.

8) Order Execution

2) Strategic Initiative

Each scenario must dictate which player has Strategic Initiative (SI). This player must choose operations each turn and his opponent Defenses. A player maintains SI every turn until one of the following happens:

a) Any of the player’s necessary orders fail to result in victory. If there is no enemy in the space when the operating force enters it (because it has retired) it is considered a successful mission.

b) The player voluntarily surrenders SI to the enemy at the start of the turn. 
c) Pre-emptive Action: A force led by a +2 leader may preempt the player with SI after any of that player’s forces have acted, even if the last move resulted in a successful battle. In effect, the force led by the +2 leader acts as if the SI player has not attacked in his last move. If the preempting player attacks an enemy force and defeats it, and the defeated force had a yet unfulfilled Necessary Order (see below), the player with the SI loses it at the end of the turn.
3) Available Resources

Each scenario has an at-start Resource Point number for each player. This can be expended during play in various ways (see Pre-Operation Assets rules). Further, players may have new resources available on a turn by turn basis again according to the scenario. Resources are not on the board- they are considered off board. Any force may access them unless surrounded or unable to trace a line of friendly or unoccupied spaces to its own campaign board edge. Resource points may be stored from turn to turn.

4) Leader Movement

Any Leaders may be moved up to three spaces (secretly) during this phase, unless surrounded when they may only move one. They may never enter enemy occupied spaces on their own. They may move normally with the force under their command (the units in the same space with him) during the turn also.

5) Operations and Defenses

General: The player with the SI chooses an Operation for the turn, and his opponent, a Defense. Based on these Tactics (as they will be called from now on), players may place an allowable order on each leader they have which will determine his actions for the turn. There is one exception- a force led by a leader with a +2 morale bonus may choose any order for the force he is with regardless of whether his side is operating or defending, or what their Tactic is.
The orders shown below in Italics represent a necessary order. At least one of these must be given during that operation (these do not apply to Defenses). If any of these are unsuccessfully pursued (they lose their battle), the SI passes to the opposing side next turn. See battles and victory conditions. SI remains with the first player in the scenario at least until the turn after first contact is made with enemy forces (they move adjacent).

Types of Operations
Probe Enemy Line:

    Probe, Maneuver, Disengage, Reserve

Assault and Hold: 

    Assault, Probe, Maneuver, Reserve

Breakthrough:

    Breakthrough, Assault, Probe, Maneuver, Reserve

Types of Defense

Hold:

     Dig in, Probe, Maneuver, Reserve

Fighting Withdrawal:

      Maneuver, Disengage, Reserve

Counterattack:

      Assault, Probe, Maneuver, Reserve

Explanation

Probe: To move into unfriendly occupied adjacent space. Must attack any present enemy forces. If even if victorious, must return to original space unless contact is made for the first time in a scenario (this includes all probes in that turn). An all mounted force (or Armoured Cars) may probe up to two spaces, unless they contact enemy forces in the first space (after which they must return to the space they started from. Note: you may not probe into a friendly space, even if you expect the enemy to attack it this turn
Assault: Attack any enemy space within 2. If attacking into the second space, the Assaulting force is considered Exhausted (see below). If victorious, it must remain in space. Note that if the force encounters an enemy in the first space it enters it may not attack a second space after that in the same turn. 

Breakthrough: As assault. If victorious in a battle in the first space entered, may attack one more adjacent space, causing the force to become Exhausted (see below).  All mounted or wheeled may move a third space if they have breakthrough orders. They are still limited to fighting only twice per turn. If they have already fought twice on that same turn,
they may not move the third space. They are only considered exhausted in the third space.

Maneuver: Move into friendly or unoccupied enemy space(s). Infantry, Artillery and Tanks may move up to 2 spaces. Mounted Units, Armoured Cars and Trains may move up to 4 spaces. May not move if adjacent to enemy, even at the start of a turn. If the maneuvering force enters a space next to a known enemy force it must halt. 
Disengage: Move out of a space adjacent to an enemy, and not into one with a known enemy or adjacent to one. May move as per maneuver, but always away from enemy forces and toward own board edge if possible. If not enemy forces are adjacent when acting, may be used as maneuver. If surrounded, they may move only one space.
Reserve: May not move except to support a battle. They can support a Breakthrough, Assault or Counterattack battle within two spaces (by physically moving there and becoming part of the attacking force: see below). They may support defending force in the same manner within two spaces. In both cases a die roll is made to see if they can intervene (this roll is made only after the tabletop battle has begun, but before the first turn). Roll 2d6: an 8+ required. +2 if all cavalry, +3 if all armored cars, -1 artillery (not horse artillery) present, +/- leader morale mod. Failure means they cannot act any further that turn. Not all units in the force present need be sent (choose before rolling), but those not acting may not perform any other actions that turn (except bombardment- see below). The leader present may choose to move with the reinforcing force or may stay behind. Forces that successfully intervene become part of the force they are supporting.
   Further, Reserve forces containing at least two 105mm Artillery unit and another Artillery piece (not a mortar) may bombard enemy forces from outside a battle space. Before any battle, the artillery in Reserve may make a Pre-Operational Bombardment (if they chose a chit to do so in the Pre-Op Asset phase) on the attacking or defending force within two spaces.

Dig In: Dug in troops receive a favourable modifier when attacked by Pre-Operation Artillery or Aircraft attacks. Further, they may set up any artillery or Machine guns in prepared emplacements (trenches) and may set up any earthworks they choose to (not trenches- they act as “target behind hard cover” modifiers for Actions! purposes). Such forces suffer an adverse modifier when retreating out of the space.
Carrying out orders

A force that has been given an order must carry it out to the best of its ability. Note that an order may become obsolete or senseless due to enemy action, or even impossible to carry out (for example, unable to maneuver due to an enemy force moving adjacent). Use your discretion. A force led by a +2 leader may choose to not carry out his order.

Forces without leaders

These may not be issued orders. They may however act under certain conditions:

1) If their side has Probe or Fighting withdrawal tactic, they may be given a disengage order, and move in the turn sequence as if they have a leader present.

2) If their side has Breakthrough or Counterattack tactic, they may receive a maneuver order, and may move the turn sequence as if they have a leader present. They may however only move one space.

3) Artillery in forces with no leader/order may still be used for Artillery missions.
Resrictions on Movement

Tank Range: all tanks may operate on any card space that is accessible by rail. They may also venture one card space away from a rail card, but must roll for breakdown to enter that card. They must then roll again if they wish to return to the original card space (they may not move to another non-rail space directly. Futhermore, they may only be used in breakthroughs if all these attempts are along a rail line. 
Armoured Cars: A/C’s may only cross through a space that has a road or rail line in it or unobstructed open ground from one end to the other.  


6) The order in which operations are performed

The Operating player performs orders for each force that has a leader present. If any action performed does not result in a battle, the defender may perform one action. Play then shifts back to the operating player until the above conditions are met again or he has no more forces with leaders to act, at which point the defender may perform any more actions until he has run out of leaders.

Notice that a force with an order may be attacked by another force entering its space before its order can be acted on. Thus its own order is cancelled, regardless of the outcome of the attack. The only order that may be carried out immediately if attacked is “dig in” (often performed pre-dawn). 

Movement Restrictions:

Rivers. Forces may not cross rivers except at crossings. All units may cross at bridges, but Tanks and Armoured Cars may not cross at fords. 

7) Battles and Victory Conditions

Assault- Fight battle and drive the enemy past its flight number or force it to retire from the tabletop.

Probe- If forces are present, Fight battle and win per assault. Then retire to friendly starting space. Automatically successful if there is no enemy present in space.

Breakthrough- Fight battle and win per Assault. Then advance into second adjacent enemy space. If enemy forces present, they must be defeated also per Assault. 

8) How battles are resolved

All battles are resolved by playing a Red Actions battle.

Retreat before combat:

A force composed of a Single Cavalry company, Armoured Cars and Trains may always retire before a battle per the retiring rules given in the battle resolution rules. Any other force that retires during a battle or before one begins (if it so chooses) rolls for losses (per winner/loser rules below). Any force that retires and is attacked again in the same turn suffers from Exhaustion (see below).
Available Forces:

The forces available to both sides are those actually present in the card space on the board. The defender’s edge of the board is that opposite entered by the attacker. Troops occupying the board may set up on the board at start, but their zone of deployment varies. If they arrived on that space this turn, they may only deploy within their first quarter of the board (from their entry edge). If they started the turn on the space, they may deploy on their half of the board. If they started on the space, and had a "Dig In" order, they may deploy on 2/3rds of the board (from their edge). The attacker enters or sets up within 6” of the board edge he entered on.

The Miniatures Board:

The board should be set up as shown on the card, with minor changes allowed on the agreement of both players.

Victory:

Victory in every tabletop battle is based on driving the enemy off the board, either by voluntary withdrawal or pushing them past their flight number. 

Reserves in battles:

All reserve forces must roll to see when they enter (assuming they rolled successfully under the reserve rules). Each turn starting with the fifth roll 2d6. On a 9+ (8+ for All mounted, A/C’s) they enter. This roll is only modified by the morale bonus number of the officer leading it. The tabletop edge Reserves enter from is based on how they entered the space on the campaign board. Note- mounted units are all Cavalry, Horse Artillery and Tchankas.
Disposition of Winners and Losers:

Winners may occupy and remain in the card space just conquered unless their attack was a probe, when they must return to the space they came from. Losers must retire from the card space entirely (even if only probed) towards their friendly campaign board edge at least one space, but may move up to two. A surrounded force that is pushed past its flight number surrenders immediately (regardless of its composition). 
Casualties on retiring forces:

For each company (infantry or cavalry) or weapon (MG’s, Artillery, Tanks, etc) roll 2d6. On a 9+ (or 11 for cavalry and A/C’s), one platoon (or weapon/vehicle) per unit is lost as prisoners. Note: roll separately per unit. 

Any unit of conscripts which retreats from a space is subject to a desertion roll (2D6), instead of the effect above. On a 9-10, they lose one stand. On an 11+, the whole unit deserts and is added as a new unit to the other side's army. A defeated force that has no place to retreat to either because of an impassible river, campaign board edge or enemy occupied card spaces surrenders. 

Modifiers:

Enemy has more Cavalry present: +2

Retiring troops had a “Dig In” order: +1

Retiring troops had a “Disengage” order: -2

Effects on forces for the turn:

Any force involved in a battle may not act further in a turn unless under Breakthrough orders and are victorious. Any force which is involved in another battle in the same turn is considered exhausted (see below). 

9) General Rules

Surrounded: 

A force that begins a turn with enemy units on two opposite sides of the card-space it is in is considered surrounded unless a friendly force is adjacent. It may not expend more than two resource points and is subject to surrender.

Surrender: 

A surrounded force rolls 1d6: on a 1-2 it surrenders immediately and is removed from play. If any Checka, Naval or Officer/Colourful companies are present, add 1 to the roll. A force without a leader subtracts two from the roll. If they do not surrender they must play a disengage order (regardless of tactic) this turn. Surrounded forces led by a +2 leader never surrenders. 

Resource capture: 

Any time a gun is captured (not merely destroyed), the capturing player receives one resource point from the player who lost the gun (if he has any left). If a howitzer is captured, then 2 resource points are given. If an Armoured Train is captured, 5 resource points. 

Reconnaissance: 

Any forces in the same space immediately scout each other, regardless of if they are advancing into or retiring from the space. Both sides state the number of total counters and if there are any Cavalry, Infantry, Artillery and Vehicles present. The total may be inflated or deflated by up to50%. This takes place before any troops are deployed, and may lead one side or the other to retire. Any force occupying a space with high ground (dark brown) may scout all adjacent territory. Aircraft scout per the rules normally. 

Prisoners

Any prisoners taken are immediately removed from play except artillery pieces, machine guns, Tchankas and Armoured Cars, which are replaced with a similar friendly counter to the captor and may be used by him normally. Further, any conscripts taken prisoner immediately change sides and are replaced by friendly counters, if available.
Partisans and Hidden setup

Partisan troops (a force composed entirely of Partisans, Makhnovists, and support weapons) may be hidden, i.e. no force marker is placed for them on the main board. They may move while hidden into any empty or friendly space and remain so. If not using the Feldmachink, the Non-Partisan Player may consider spaces friendly only if he has some troops present on the space in question. Any time he moves a force into a space which has hidden partisans, the partisan player may declare an ambush, and a battle fought. The following conditions will apply beyond those already stated above in Setting up Battles:

Partisan player sets up hidden anywhere on the board (he must have sufficient cover to do so) and the other player enters. The entering player must move full along any road, rail or river line in their direction of march, no more than two-platoons abreast, one unit after the other until the enemy is discovered. Play then proceeds normally.

Aircraft:

All aircraft are kept off board until used. They do not actually occupy a space, and thus cannot be captured. 

Special rule: Mutiny and Desertion: These happen before the Order execution phase.

Mutiny: Any force containing Interventionists in 1919 may Mutiny if they fail from a leaflet drop. They may not move upon subsequent turns, until a new leader is sent to them, and a 4-6 is rolled on 1d6. French Interventionists in Odessa (late) will roll as if the just had a leaflet drop on any turn where they are given a Breakthough Order. 

Desertion: Any force which contains Conscripts and which fails due to a leaflet drop, is under Major Bombardment, or is given a Breakthrough order, will roll 2D6 for each unit. On a 2 or 12, the unit deserts; if adjacent to the enemy, they will switch sides, and are moved into the enemy space. If not adjacent, they are lost (scattered).
Bridges, Demolition, and Repair:

Any bridge may be destroyed by a force occupying a space during a Pre-Operations phase at the cost of one resource point. A train-bridge may be destroyed in a similar manner at a cost of two resource points. Bridges may be repaired over two turns only. During the Pre-Operations phase of the first turn the players expends two resource points and repeats it on the second turn. After this the bridge operates normally. Note that train-bridges may not be repaired in the scope of the game. A player that demolishes a train-bridge cannot win better than a draw in any scenario unless otherwise stated in the scenario special rules.
Exhaustion:

An exhausted force places one Humiliated marker for every fifth infantry of cavalry platoon present in the attacking force for the duration of the turn in any battles they participate in.
Weather:

During the weather phase roll 1d6. On a 6 there is bad weather. Add 2 to the roll in winter.

Bad weather has the following effects:

1) No Aircraft missions may be performed.

2) Breakthrough attacks are not allowed- only Assaults.

3) All forces with Maneuver orders move one less than normally allowed. 

Line of Supply:

During the “Check for Resources” phase of the turn, players must determine if any force is Out of Supply. This applies to any force unable to trace a line of friendly (not enemy occupied) card spaces either to his own board edge with 4 spaces, or to a rail line within 4 spaces that leads to its own board edge. A force out of supply may not expend more than two resource points per turn.
9) Pre-Operation Asset Phase

Before orders executed for the turn, both players may choose to perform any of the following missions, assuming of course that they have resources and assets available. Pick the mission counter out of the mix and place it on your hidden map in the space where you intend to use it, to be revealed when used (simultaneously with opponent).

Artillery missions may not be placed on spaces with neither Friendly or unfriendly troops within. Air missions can be. All missions are paid for before the orders phase, and the resource points for Air missions are used even if the opportunity to resolve the Attack never occurs (i.e. direct support for a force that is never attacked)

Air missions (per aircraft): Cannot be used in bad flying weather

After every mission roll 2d6. On an 11-12 the aircraft is lost (due to ground fire/mechanical failure) +1 per AA unit present, and roll before mission)
1) Leaflet drop: Roll 1d6 for each conscript (or some Interventionists- see scenario rules) company in the space. On a 4-6 they cannot act that turn unless attacked. One resource point.

2) Bomb & Strafe:  For each aircraft, roll 2d6: on a 9+ lower the flight number of forces in that space by 10% this operation per plane (max 20%). In other words, an army with a flight number of 40% that is successfully strafed will fight with a 30% flight number that turn. Dug in enemy- must roll twice successfully. If predominantly cavalry +2 to roll. Three resource points.

      -OR-  

      Attack an artillery unit. Roll as above. If successful one artillery unit is destroyed.  

3) Air Superiority: (Fighters and Fighter-Bombers only) Attack any enemy aircraft in the space before they perform mission- if victorious, preempt mission. One resource point.

4) Direct Support- use on battlefield. The aircraft must be assigned to a single force to operate with that turn, either in attack, defense, or reserve. Will only support one attack during a breakthrough, not both (player chooses). One resource point.

5) Reconnaissance: Pick one card space. If no enemy Air Superiority mission present, learn how many counters present, and if Cavalry, Infantry, Guns, or vehicles present (no specifics or numbers). One resource point.

Artillery Missions: 

1) Soften enemy: as per Bomb and Strafe above. Requires three guns (not Mortars) in the same space, two of which must be 105mm howitzers, or a single Armoured train. Costs a total of 6 resource points. 

2) Major bombardment: as per above, but add +4 to roll. On a 12+, the flight number is lowered by 20%. Costs 10 resource points. 

3) Direct support- use on battlefield. One resource points per gun, Train or Tank.

10) Scenario Rules and Resource Generation
Players may design their scenarios in any way that they see fit. The following rules are only a helpful guide. Write us with your scenarios and we’ll publish them.
Army Troop Point allowances 

This really is governed by what players can manage to stuff onto their tabletops. If you own no tank miniatures, then don’t buy any! This game is meant to provide a framework for you to play out your Red Actions battles, so it is a good idea to reflect your on-board resources in your on-map forces.

That being said, the Captain finds that, at the moment, the 400-700 point range reflects the state of his various players supplies of figures and models. This has allowed us to be able to fill a sufficient amount of card-spaces with enough units to run an average campaign, and to fight out a pleasing battle on the board. Using each stand as a platoon (the standard Red Actions scale), this has allowed us to field forces on the battalion to regimental scale in most battles. Players with larger armies should feel free to take a larger amount of points. More important is the ratio of one player’s troop point totals to the other. Too many forces might crowd even the campaign board, so be careful.
Even forces- 1-1, 5-4, 0r 3-2 should allow for any sort of campaign. Either side could take the offensive. If one side outnumbers the other by 2-1, the lesser side should be on the defensive. If one side outnumbers the other by 3-1 or more, the lesser side should be on the defensive, and the scenario should have a time limit, seeing how long the defender can resist.

When purchasing troops, it is advisable to follow the restriction set out on each army’s national Card in Red Actions. Note that the limits given (for example: No more than 25% Heavy Weapons) are for the amount of stands only, not the point cost. Even a small number of support weapons easily cost more than a large number of infantry.

For example, a Bolshevik player building a Red Guard Brigade could purchase 4 Red Guard platoons (8 points) and a 105mm howitzer (35 points) without exceeding his 20% on heavy weapons restrictions.

They restrictions on purchases count only to the total units present in the campaign, not to any single force or location, An AFSR player, during the Denikin era could have, say, 5 stands of Colourful infantry together alone in a card-space, even if you had a requirement of 50% Conscripts in your total forces available. Units may be set up in any groupings that they wish, unless restricted by a scenario’s special rules.

Leaders:

For the campaign purposes these do not merely represent actual officers (every unit and formation of units had officers) but also the ability of an army’s command structure to communicate, as well as the training and initiative of the commander on the spot. Armies with few officers simulate turgid communications and response times, and sometimes even the need for internal soldier’s councils to debate their orders (you know who we’re talking about!). Those with more officers simulate more flexible command structures.

The maximum amount of officers for any campaign is 6 to a side.
Professional/Cunning : 1 leader per 100 points

AFSR Ice March, Makhnovist, Late WWI Germans, Interventionist Far North.

High Control: 1 leader per 150 points

Other AFSR, KavKom, Partisans, Yudenitch, Estonians, Other Freikorps, Polish, 

Interventionist Far East and Central Asia, Finnish.

Low Control:    1 leader per 200 points

All others.

Resource points:

Merely because an army was well supplied, did not mean that they had the ability to use these supplies. There are many times that Red air units would not venture into the air, due to fear of interventionist pilots. 

Resources points are affected by the amount of supplies available and troops having sufficient training to use them effectively. This is divided into Four levels (subject to any scenario special rules).
Modern: 4R points per 100 Troop points at start, 1d6 per turn (not less than 3)

WWI German, AFSR Wrangel in Crimea, All Interventionist.

Organized: 3R points per 100 Troop points at start, 1d6 per turn

Polish (not in Silesia), Bolsheviks in 1920, Freikorps, AFSR Denikin, Yudenich
Disorganized: 2R points per 100 Troop points at start: 1d6 per turn (no more than 3)

AFSR Ice March, All others but Partisans

Partisan: 1R at start: 1d6 per turn (no more than 3)

All partisan Armies, Poles in Silesia.

If playing in Winter, each level goes down one (i.e. Modern becomes Organized). No one can go lower than Partisan.

Scenarios

The following scenarios are given as examples of how these rules can be used- they in no way are the only situations that may arise.

1. The Ice March

Small elite White army tries to cut its way to friendly territory in the Kuban.
Forces:

AFSR (Ice March) 300 Points. They have the SI. 

Bolsheviks (Red Guard) 200 points on board, no more than 100 on any card at start. Another force of 300pts off board, enter on east or west edge of northern sector on 8+ after turn 2.
Setup:
AFSR sets up on their first card spaces on their board edge. Reds start anywhere else.
Victory:

Must cross the board South to North with 60% of units (physical number, not points). Reds must prevent them.

Variant: If AFSR units make it off board, set up board again for another round (it was a loooong march!). AFSR get remaining force, plus 1d6 x 10pts of Cossacks as reinforcements at start. Reds set up the same as first board (no remnants from last board coming through)

Winter rules apply.

2. Once Upon a Time on the Steppe

Is Denikin reaching the limit of his Forward momentum? Will the Reds strike back?

AFSR Denikin vs. 1919 Bolsheviks. 
Forces: Either side gets 600-850 points (roll 1D6- 1 is 600, 2 is 650, etc.). Denikin starts with SI. 
Setup:

Both sides setup within two spaces of their board edge.

Victory:

Goes to the player who eliminates 50% of enemy forces or takes three spaces at the enemy’s board edge.
3. To Warsaw…and Beyond!

Tuchachevsky’s Reds must sweep one Polish-held riverline after another…cutting through the Cordon Sanitaire!
Forces:

Reds may have 3-2 points over the Poles. Start with SI.
Setup:
Reds start anywhere on their first line of spaces at their board edge. Poles start anywhere at least two spaces away from Red edge. The board should have two river lines on it.
Victory:
Poles get 10 turns to stop the reds from clearing a path 2 spaces wide to the opposite board edge.

4. Slitting the Trans-Siberian Jugular

Trains must cross Kolchak’s lifeline if he is to link up with the Dvina front, but those damn Partisans hate the white cause, and will go to desperate ends to stop him. Can the interventionist forces prevent them from cutting it, or reopening the rail link if they do?

Red Partisans vs. Interventionists Far East (late Entente)
Forces:

Red Partisans- 120 points-no artillery or regular infantry or cavalry. Set up anywhere hidden except on railway. Start with SI.
Interventionist- 150 points on board, 150 points off board to the south. Must have a town on a rail card in play in Northern sector. 
Setup:
Reds: Set up anywhere hidden except on railway.

Interventionists: Set up on any rail card space.
Special rules: 
Interventionist not susceptible to surrounding rule while they are on a rail card. 

Trains: interventionist player gets 8 trains (not armoured) which enter one at a time from the south. They move 4 spaces per turn, but only in friendly occupied spaces. No new train may enter while one is currently on board. Any train alone in a space with any partisans is considered derailed and removed from play. Partisans get 25 points in Support weapons or 5 resource points each time they derail a train (weapons must be purchased immediately, and remaining points lost. Resource points may be saved as usual).

Destroying the tracks: the partisan player may destroy a section of track if they hold that card-space at the beginning of the turn. To do this, they play a DIG IN order, and spend 4 resource points (explosives). The Interventionist player may repair the track in the same manner.

Victory: To win, the Interventionist Player must get 5 trains off the north edge of the board in 12 turns.

5. Turning the Flank at Reval
The Freikorps have succeeded in Lithuania and Latvia, and are now racing against time and the waning patience of the Entente to reach the last of the Baltic States.
Forces:

The Freikorps gets 600 points, the Estonians 500. Start with SI.
Setup:

The Estonians set up anywhere on the board. The Freikorps enter from their own board edge.

Victory: 

The Freikorps must exit 250 points worth of troops off the Estonians board edge by turn 6 or they lose. 

Special rules: The Estonians receive 20 points of reinforcements each turn on the rail card at their board edge. It may be saved from turn to turn to purchase more expensive troop types.

6. Petlura’s Last Chance
Discredited and backed by Polish arms, Simon Petlura marches toward Kiev for the last time. 
Forces:

The Ukrainians get 500 points (and the SI), the Reds 450. 

Setup:
The “C1” card (town of Gordinische) must be used, two spaces from the Red board edge.

The Reds set up anywhere on within 3 spaces of their board edge. The Ukrainians set up in any space on their board edge.

Victory: 

The Ukrainians must capture the town to win.  
