upon how much fire one can accurately pump
into a square. Obviously, the fewer guns one has
to shoot with, the fewer bullets which will
accurately reach the square being fired upon.
Thus, the unit’s range of accurate fire is reduced.
Breakdown units’ combined range may never
exceed the range of their entire company when
whole, Units of different companies may not
combine ranges.
H — The only exception to the above is that
when seven SMG breakdown units are stacked
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more points the Russian receives for cutting it.

Road Paints for Cutting
Opustoschenia to Grabyosh 1
Grabyosh to Bednost {2) 1 each

Morth-South road through Bednost
Bednost to Golod

Golod to Uschas

Uschas to G-10

Uschas to Q-9

+510 Q9

J5 10 A-3

J-51t0 Q-1
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FLAY BALANLL

Generally, the game is well balanced. However,
if yvou find the German winning very easily, use
hidden movement. If you are using third person
hidden movement, consider breakdown units
landing within four squares of a German unit to
be seen by the Germans. If the Russian player
wins too easily (a more likely occurrence), use
Jerry Thomas’ Experimental PanzerBlitz rules as
given in the General, Volume 10, No. 1.



