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Stalingrad covers infantry combat during WW2. Player Characters (PC) are soldiers from a platoon, whose objectives are nothing more  but nothing less  than accomplish their assigned mission and survive. And maybe earn a promotion and a condecoration in the process.


There are other role-playing games with similar background, and loads of wargames of course. But the approach we are aiming at is different: in STALINGRAD, a player takes the role of a first-line soldier, and its hell on earth out there, the odds being that several characters will be killed or severely injured in combat. If that happens, the player creates another character and returns to combat. It's similar to some first-person shooter videogames.


The tactical aspects of combat are not our concern; we leave that for the high-ranked officers. It is all about dropping the players in the battlefield, bullets flying around, mortar fire everywhere and the rattling of machineguns. Maps have no place here, all descriptions are delivered orally. If players lose track of the scenario details, that is for the better. You will benefit, however, from using a laptop/tablet to play sound effects.


Character Creation

Characters have just two attributes: experience  gives a bonus/malus when attempting an action  and rank  indicates who is in charge of the squad.


	Experience: Recruit (-1), Regular (0), Veteran (+1), Elite (+2).


	Rank: denominations vary from country to country, but usually a sergeant commands a squad, with the help of a corporal or a private first-class. A lieutenant commands a platoon (several squads).
  



In addition, a non-recruit soldier may have a weapon specialization, getting a +1 bonus when using it  cummulative with his experience bonus. Available specializations are sniper rifle, machinegun, flamethrower, bazooka and demolition charge. 
A sniper doesn't get the specialist bonus when firing at close combat or short ranges.


Either the gamemaster or the players choose the characters' experience, according to their preferences and the difficulty of the scenario.



Example

Vassili is a Guards lieutenant (Regular) in the Red Army, in charge of a squad, with sergeant Mikhalov (Veteran, +1, and a machinegun specialist) as second-in-command. Recruits Smilov (-1) and Tahl (-1) are present as well.




Game System

Use ten-sided dice (d10), ranging from 0 to 9. If you get a 9, roll the die again and add the result, but another 9 does not trigger more re-rolls.


If you get a modified result of 7, it's a success, or a hit, or a casualty, depending on the context.


A roll of 0 in any die, even in the additional roll following a 9, means something went wrong. Usually your weapon runs out of ammo and should be reloaded with additional ammunition.


Game Sequence

Each round represents an undetermined amount of time, from 5 to 10 seconds. Enough for a man to shoot and advance around 20 m., or for a vehicle to move 100 m. or perform a maneuvre (start, change heading).

All combatants act simultaneously in the following phases:


	Movement.

	Preparation Fire. Only those who didn't move can fire.

	Advance Fire. Everyone may fire, except artillery, flamethrowers and bazookas.




If a soldier moved through several locations under Preparation Fire, he may suffer incoming fire in each one.



Infantry Movement


Movement is simultaneous, and thus soldiers may run into each other if going through the same location. Movement speeds are:


	Normal: the soldier moves up to 20 m.

	Fast: the soldier moves up to 40 m, but gets fatigued (-1 to all rolls). Fatigue disappears after a round without moving at all.

	Crawl: the soldier moves up to 10 m, getting a cover of -1  see below , but cannot fire in the whole round.




Load

Each soldier may carry up to  3 Load points without getting fatigued. If he carries 4 o 5 Load points, he gets Fatigued (-1) and cannot move at fast speed. Maximum Load is 5 points.


The Weapon Chart shows the Load points for each weapon, which includes a standard quantity of ammo, plus the Load of additional ammo. Keep in mind that Load points are in effect if weapons are actually carried; a machinegun deployed in a fixed position does not add any Load points to the soldier using it, and thus he won't be fatigued.



Example
Lieutenant Vassili carries a submachine gun (Load 1) and a pistol (Load 1). Sergeant Mikhalov transports a Medium machinegun (Load 4), so he is fatigued. Each recruit carries his rifle (Load 2) and additional ammo for the machinegun (Load 2), and are fatigued as well.




Combat with light weapons


Fire is directed towards a location, which is any place where one or several soldiers are present and who get the same cover bonus: a room, a trench section, a foxhole, a vehicle. Usually, a location should not have an area greater than 5x5 m.


Incoming fire may hit anyone in the location. All casualties arising from dice rolls must be applied and satisified, until everyone in the location is dead or injured.


To determine who becomes a casualty and who survives, roll 1d10 for each soldier, adding his experience bonus. Those with the highest total survive.
 

This same roll may be used to determine the precise fate of the soldier, but in any case he is considered a casualty and can no longer take part in the scenario.


	-1 to 6 Dead.

	7 Severe Injury.

	8 Light injury and demoralized. Flees to the rearguard or surrenders.

	9 or greater, demoralized. Flees to the rearguard or surrenders.




Cover


Cover is a fundamental aspect of combat, impacting it in two ways: makes it harder to detect the enemy, and reduces the effect of incoming fire.


The gamemaster decides when detection is not possible  due to poor light, distance or hiding in a forest or a building , when it is automatic  a nearby shot, a running vehicle, moving in broad daylight , and when it is uncertain and a die roll should be made  a shot in the distance, moving in dim light.


Roll only once for all soldiers in the same location. Each one then modifies that same roll by his experience bonus/malus. When the PCs try to detect, only one of them needs to succeed. When they are trying to hide, if someone fails, then all of them are discovered.


Shooting against a location incurs the following modifiers:


	Light cover (-1): light wood, rubble, non-armored vehicle.

	Medium cover (-3): dense woods, timber building, crater.

	Full cover (-5): brick building, trench, foxhole.

	Total cover (NA): armored vehicle, bunker.



If visibility is poor  fog, smoke, light from moon or torch only  apply a malus of -5 at short range. No detection or shooting is possible at greater ranges.


During the movement phase, a character may crawl or lay in the ground. This will earn him an additional cover of -1 but he cannot shoot at any time during the round, as stated above.


At close combat range, which implies being in the same location, do not apply cover or visibility modifiers.


Cover is cummulative; a character laying in the floor of a timber building and across light woods, gets a cover of -5.



Example
Vassili's squad is hiding in a wood. His mission is to position the MG so as to outflank a section of the German trenchline, which is 500 m. away. To do so the squad has to move through a mown field and reach an area that, due to heavy shelling, offers some shelter in the form of shell craters.


Vassili and Smilov are the first to cross the field. Due to the distance, the Russians would usually go unnoticed, but the gamemaster considers that moving through clear terrain gives the enemy a chance to detect them. He demands a die roll, which turns to be 5; they both succeed and so nothing happens.


With Vassili and Smilov laying inside a crater, it is the turn of Mikhalov and Tahl to cross the field. The roll is now 7. Sergeant Mikhalov would succeed, but Tahl, being a recruit (-1), wouldn't. A German heavy MG opens fire on them during the Preparation Fire phase.


The MG fires in a spray, covering both the field and the crater the Russians are laying in. Range is Long (-1), the MG man is veteran (+1), and cover is -3. However, Sergeant Mikhalov and Tahl crossed through the field, where no cover is available.


Dice rolls are: 3, 1, 7, 9, 6, 9. The two `9` trigger additional rolls of 5 and 8.


The 7 and 8 rolls are enough to kill Mikhalov and Tahl, but the two 9 wouldn't touch the Russians in the crater.




Machine Guns

Note: these rules do not apply to submachine guns.

A soldier with at least Regular experience and a machinegun may shoot in a spray, putting contiguous locations under fire. The spray must be across one axis only -horizontal, vertical or in depth. With spraying fire, additional rolls gained from rolling 9 do not add up, but instead increase the firepower. Distribute results between the different locations so as to maximise casualties. 



When only one soldier manages a heavy or medium machine gun, their firepower is reduced to 4d10.


 Heavy and medium machine guns have a tripod, which makes 2 points of their total Load, and can be detached for ease of transport.


To-hit rolls

When hand grenades, flamethrowers, demolition charges and artillery are used to attack a location, roll 1d10 and apply modifiers for experience, specialization, range and cover  except for crawl/laying.


If the roll is sucessful, a hit has been achieved; every soldier in the location must endure a 1d10 attack, modified only by crawl/laying. If this attack is also sucessful  a result of 7 or more  the soldier becomes a casualty. To determine his injuries roll again, as described above.


Morale

After each Fire Phase, every soldier in any of the following situations must pass a morale test:


	Any Recruit in a location under fire, up to a medium range, unless he got total cover.


	Under machinegun fire (no spraying) up to a medium range, unless he got total cover. Note: this does not apply to submachine guns.


	His location has been sucessfully hit by a flamethrower, or artillery, or a demolition charge.


	In this Fire Fase, the group which he is moving or sharing a location with, has suffered a casualty.




The same location will only endure a morale test per Fire Phase, regardless of the number of attacks and the casualties suffered. The same roll applies to all soldiers present in the location.

  
The morale roll is modified by:



	Experience.

	-1 for each casualty suffered by the group in this Fire Phase.

	-1 if the attack triggering the morale test comes from a flank or a higher location.

	-2 if the attack triggering the morale test comes from the rear, or from an unknown source or no counterfire is possible (being an artillery attack or an attack from an Armored vehicle or a bunker).




Soldiers that do not succeed must lay down in the following Movement Phase, and cannot Fire in the next Fire Phase.


Soldiers that get a modified result of 0 or less become casualties immediately  they flee or surrender , but this does not trigger new morale tests for those still holding out.



Example

Continuing with the above example, survivors do not have to test morale, because they were not in the same location as their fallen comrades, and the MG fired from long range.

Had the MG concentrated fire on the crater, there would be two casualties. Each soldier should roll 1d10, with the following results: Vassili (8), Mikhalov (6+1), Smilov (4-1, dead), Tahl (8-1). The draw is resolved as follows: Mikhalov (5+1), Tahl (2-1, dead).


Survivors should then test morale because there were casualties in their location: the roll is 5; Vassili (-2) and Mikhalov (+1-2) get pinned down during the next Fire Phase and Movement Phase.




Artillery

Artillery pieces can be of three types: guns  fire at low angles, and often directly at their targets , mortars  fire at high angles and never directly  and howitzers  fire at any angle.


Artillery fires only during the Preparation Fire Phase. Some high-caliber artillery pieces have a low rate of fire and need a full round to load ammo and another to fire.
 

If you want to know the effect of a single shot in a round, apply the range modifiers in the Weapon Chart to the die roll.


But artillery is usually employed in a barrage  particularly mortars and howitzers , saturating an area with tons of shells. In this case we are concerned with intensity and not distance to target. In each round that a location is under bombardment, roll to hit, until the barrage ends.


Often barrages affect several contiguous locations. It may be also be a moving barrage, changing its target progressively to cover a wider area.


Access to Artillery


Usually artillery batteries fire from a distance, relying on a spotter to direct fire using a field phone or a radio. A portable radio has a Load of 4.


To request artillery fire, the spotter must designate an area on his field of view (thus usually he will be in an elevated position) and try to contact the battery with a die roll. Apply usual modifiers, plus any the gamemaster considers relevant to reflect artillery availability in a particular scenario.


If the spotter succeeds, the battery will fire on the designated area, but only after some time. How much is up to the gamemaster, but the delay might be several minutes. If he fails, access is denied and the battery will be unavailable for several minutes. If the result is a 0, then artillery fire may fall on any location the gamemaster fancies, even on friendly forces.
 

Effects of Artillery Fire


Artillery, particularly the high-caliber pieces, may create craters on the ground, bring buildings down or start fires.


When the to-hit roll is a 9, the location suffers from the blast, as the gamemaster fancies: a crater on the ground appears, a storey in the building collapses, a vehicle or wood catches fire...
 

Vehicles


Vehicles follow the same game sequence that applies to soldiers. If they sport light weapons (machineguns) they may move and then shoot  them during the Advance Fire Phase. Their mounted guns and flamethrowers may only be employed during the Preparation Fire Phase, and then only if the vehicle didn't move.



The vehicle is the crew's location, and morale rules apply to crewmen, just like any other combatant. You cannot lay in the ground when inside a vehicle.


An unarmored vehicle sucessfully hit by an artillery shot is disabled. Likewise, light weapons would disable it with a successful attack.


Tipically, each crew member has a specific task, like driver, commander or gunner. Use the gunner's experience when the vehicle shoots its main weapon, and the commander's experience for detection rolls.


The driver has to roll when trying a special maneuvre, like driving a wheeled vehicle across country, moving over a ditch or reaching a specific position on time.


Armored vehicles


Armored vehicles are immune to light weapons. Therefore, to destroy them grenades, flamethrowers, demolition charges, mines, bazookas or artillery are needed. The efficacy of these weapons against armor vary a lot, so different modifiers are applied, but the mechanics are the same: if the to-hit roll, after all modifiers, is 7 or more, the armored vehicle is disabled and each crewman must roll 1d10 to determine his injuries.


The gamemaster may give a bonus to tanks with long-barrelled guns  particularly efficient against armored targets , or employing special armor-piercing ammo, like tungsten-core shells.


Instead of cover modifiers, use the vehicle armor modifier, as follows:


Light Armor (halftrack, Panzer II, T-70)
 
Front: -1
 
Side and Rear: 0


Medium Armor (Panzer IV, T-34)

Front: -3
 
Side: -2
 
Rear: -1


Heavy Armor (Tiger, KV-1, IS-2)
 
Front: -5
 
Side: -3
 
Rear: -2



These are generic figures; the gamemaster may tune them to simulate specific tank models. For instance, sloped armor would give an extra point of frontal protection, and cancel the bonus of special armor-piercing ammo like tungsten-core shells.


If a vehicle turns during a round in which it is hit, use the lowest armor values that were exposed to the enemy.


Tank tactics


	Hull down: this means the tank's hull is covered behind a slope, and only the turret is exposed, which is usually small in size but better armored.
 

A hull down position is relative to a terrain point. Our tank may be considered hull down against an enemy tank, but not against another.


If the driver rolls successfully, he gets the tank in a hull down position. Armor increases by one point and detection becomes more difficult.


	Open hatch: inside a tank visibility and hearing are seriously limited. The commander should open up from time to time to scan the battlefield, but this exposes him to enemy fire. Consider that he enjoys a medium cover.


	Higher ground: tanks in higher ground have to be shot at a larger angle, which increases the likelihood that the shell ricochets upon hitting the armor plate. Furthermore, their opponent's sloped armor advantage is cancelled.
 

	Turret: tanks with turrets may rotate it and shoot in the same round. If a turretless tank wants to engage an enemy outside its arch of fire, it must first spend a whole round in manoeuvring.





Example

Once the German MG has been uncovered, a Russian T-34 appears from behind the woods, and during the next round shells the MG. At a range of about 500 m. its 76 mm gun gives a +2 bonus, but the MG trench protection is -5. A roll of 3 is a miss, but the tank's coaxial MG gets the following rolls: 1, 1, 5, 6, 9+6. The last one means the Germans suffer a casualty and must pass a morale test.


During the following rounds the T-34 keeps advancing towards the German line with the hatch open. A 50 mm anti-tank gun positioned in its flank has been observing the tank's moves. It opens fire at 200 m (range bonus of +1, Armor protection of -2). The die roll is 5 (miss) and the gamemaster calls for a detection roll. The commander, being a veteran, rolls 6+1=7, a success. Therefore, the antitank gun is located.
 

Next round, the T-34 turns its turret and fires at the gun (which has medium cover). The German gun fires as well. The die rolls are as follows:

T-34: 3+3-3 = 3 miss.

Antitank: 8+1-2 = 7 hit.



The Russian tank is hit. Each of its four crewmen roll 1d10 to determine their injuries: 1, 4, 6, 8. The last one is a casualty and the rest must pass a morale test.




Detailed damage


If you want to simulate in detail the effects of a hit on a vehicle, roll 1d10 once more, applying the range modifier, but not the cover or armor modifiers. The results would be as follows:



	0 or less: Secondary weapon damaged. If there is no secondary weapon, tracks or wheels are damaged instead.

	1-2: Tracks or wheels damaged. The vehicle gets immobilized.

	3-4: Main weapon damaged. If the vehicle sports no weapon, the engine breaks down.

	5-6: Engine breakdown. The vehicle gets immobilized and the main weapon unusable.

	7 o more: Vehicle bursts into flames. Apply a +5 modifier to crewmen rolls.




If the roll is odd, the radio breaks down.


The same component may get damaged several times in the same combat, but there is no additional effect  unless the vehicle sports several secondary weapons.


This rule comes in handy for PC-driven vehicles, or when the PCs confront a tank in the final stage of the battle. But otherwise you may ignore this rule and treat any vehicle that is successfully hit as disabled for the remainder of the engagement.



Example

Continuing with the above example, the damage roll for the T-34 is 5+1=6; the engine breaks down. The radio would break down as well, but this model does not have one. The tank is now immobilized and its gun unusable, but the surviving crewmen may still use the medium MG.




Fortifications


Fortifications in a battlefield may be quite varied, and either elaborated or improvised. These rules will focus just in minefields, trenches and bunkers.


Minefields


Mines may be either anti-personnel  explode under a light pressure but only affect infantrymen  or anti-tank  explode under heavy pressure only. On the same location both types might be present.



Usually, the presence of mines is unknown to the enemy. When infantrymen or vehicles  according to the type of mine  enter a mined location, roll a die to determine if they suffer any damage, modifying only by the minefield density (+1 if high, -1 if low), but not by cover or range. Vehicles will usually get immobilized  damage on wheels or tracks.


Once the presence of mines is confirmed on a location, infantrymen can only enter it by crawling, but they won't get the usual cover bonus.


You may use a special mine clearing vehicle to open safe lanes across the minefield, or throw a demolition charge onto the location  see below. Furthermore, an artillery hit with a die roll of `9` could detonate all the mines in the location and render it safe. Other mine clearance procedures require a lot of time and fall out of the scope of these rules.


Trenches


Trenches are just ditches excavated along a frontline, usually following a zigzag pattern to prevent that, if a sector falls to the enemy, the rest is exposed to enfilade fire. Walls are usually reinforced with sandbags or wooden planks to prevent collapse. You may move with speed and ease inside a trench if the lane is clear.


Defensive structures built on trenches may become quite complex, including machinegun nests, observation outposts, wire, antitank ditches... Double and triple lines with connecting lanes to facilitate retreat are common.



As stated above, trenches give a cover modifier of -5. Nevertheless inside the trench there is no cover, unless the zigzag pattern prevents direct fire between two different sectors.
 

If you want to cross through wire, you must crawl at least for two whole rounds, but you get no cover bonus.


Bunkers


A concrete bunker protects from any type of shells, except the largest calibers especially designed to penetrate its thick walls. On the front there is a slit for its crew to fire rifles, machineguns and even cannons. The rear gate leads to a zigzagging alley that prevents grenades from easily landing onto the main room.


Bunkers are usually built as part of a complex defensive system, where one covers another blind spots.


A specialist with a sniper rifle may try to hit the crew through the slit, but this can only be attempted at a range no higher than medium. The cover modifier will be -7.
  

But the most effective way of dealing with the bunker is attacking it with flamethrowers, grenades and demolition charges. If the attackers manage to place themselves within short range, they may use their flamethrowers and grenades, applying a cover modifier of -5, and the range modifier for Armored targets.


If the attackers are just beside the bunker wall, we assume they are in a blind spot and the crew cannot see them. The attackers may use their flamethrowers, grenades and demolition charges at a close combat range.
 

If they manage to enter the bunker, the crew gets no protection.


Demolition charges


Only a specialist may use a demolition charge (basically a pack of explosives wired to a detonator).  Its Load is 3, can be used only once, and only to attack adjacent locations, at close combat range.

If you use a demolition charge against a minefield or wire, a success will clear the location.


Against any other target, range modifiers are +7 antipersonnel / +3 anti-Armor.









Weapon Chart






	Category
	Weapon
	Firepower
	Range (Antipersonnel / Antiarmor)
	Load



	CC
	Short
	Medium
	Long
	Extreme
	Weapon
/Ammo



	5 m
	50 m
	200 m
	500 m
	2 km




	Light
Weapons
	Pistol
	1d10
	+1
	-1
	-3
	N
	N
	1/1



	Rifle / Carbine
	1d10
	+1
	0
	-1
	-3
	N
	2/1



	Sniper Rifle
	1d10
	+1
	0
	-1
	-2
	-3
	2/1



	Semiautomatic Rifle
	2d10
	+1
	0
	-2
	-4
	N
	2/1



	Assault Rifle
	3d10
	0
	-1
	-3
	-5
	N
	2/1



	Sub MG
	4d10
	0
	-1
	-5
	N
	N
	1/2



	Light MG
	4d10
	0
	0
	-1
	-2
	-4
	2/2



	Medium MG
	5d10
	N
	+1
	0
	-1
	-3
	4/2



	Heavy MG
	6d10
	N
	+2
	+1
	-1
	-2
	4/2




	Support
	Hand Grenade
	*1d10
	0/-1
	-1/-2
	N
	N
	N
	-/1



	Flamethrower
	*1d10
	+5/+1
	+3/-1
	N
	N
	N
	4/4




	Mounted Flamethrower
	*1d10
	N
	+4/0
	+2/-2
	N
	N
	N




	Bazooka
	*1d10
	N
	+1/0
	-2/-3
	N
	N
	4/4




	Demolition Charge
	*1d10
	+7/+3
	N
	N
	N
	N
	3




	Artillery
	50mm Gun
	*1d10
	N
	+3/+2
	+2/+1
	+1/0
	0/-2
	N



	75mm Gun
	*1d10
	N
	+4/+3
	+3/+2
	+2/+1
	+1/-1
	N



	88mm Gun
	*1d10
	N
	+5/+4
	+4/+3
	+3/+2
	+2/0
	N



	120mm Gun
	*1d10
	N
	+6/+5
	+5/+4
	+4/+3
	+3/+1
	N



	75mm Howitzer
	*1d10
	N
	+5/+2
	+4/+1
	+3/0
	+2/-2
	N



	105mm Howitzer
	*1d10
	N
	+6/+3
	+5/+2
	+4/+1
	+3/-1
	N



	155mm Howitzer
	*1d10
	N
	+7/+4
	+6/+3
	+5/+2
	+4/0
	N



	55mm Mortar
	*1d10
	N
	N
	+2/-3
	+1/-4
	0/-6
	3/3



	81mm Mortar
	*1d10
	N
	N
	+4/-1
	+3/-2
	+2/-4
	4/4




	120mm Mortar
	*1d10
	N
	N
	+5/+1
	+4/0
	+3/-2
	N




	300mm Rocket
	*1d10
	N
	N
	+7/+3
	+5/+2
	+3/0
	N




	*Roll to hit. If successful, roll 1d10 for each soldier
	High
	Regular
	Low
	



	Barrage Density















STALINGRAD



Character Sheet




	Name
	Fatigued
	[ ]



	Country
	Injured
	[ ]



	Rank
	Demoralized
	[ ]



	Experience
	



	Specialist
	




	
	
	
	
	
	
	
	




	Weapons
	Firepower
	CC
	Short
	Medium
	Long
	Extreme
	Ammo
	Load




	
	
	
	
	
	
	
	
	




	
	
	
	
	
	
	
	
	




	Total Load
	_____








STALINGRAD



Vehicle Sheet






	Class
	Damage




	Country
	Wheel / track
	[ ]




	Model
	Engine
	[ ]




	Armor
	Front
	Side
	Rear
	
	
	Radio
	[ ]




	
	Main/sec Weapon
	
	[ ] / [ ]




	
	
	
	
	
	
	
	
	





	Weapons
	Firepower
	CC
	Short
	Medium
	Long
	Extreme
	Ammo
	Load




	
	
	
	
	
	
	
	
	




	
	
	
	
	
	
	
	
	




	Crew
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