     RED BARRICADES  –  Adding the Leaflet House Rules to chapter O rules  –  CG III The Barrikady
Adding the Leaflet House Rules to Chapter O by deleting rule text from the same chapter, then its recommended that you use a soft lead pencil and shade all rule text that have been deleted by the Leaflet House Rules. It should still be easily readable and will now be spotted as having been deleted, this method has been used before in the Rule Book’s Index where all SASL rules references have been shaded, this method is very good regardless if you play SASL or not, some other references in the Index and also regular rules in chapter A-G have also been shaded that are meaningless (i.e., has no meaning) or for rules that will hardly ever be used. The shaded area by the soft lead pencil must be readable and the option to be able to erase the shade done by the pencil is always there (just in case).

Delete in rule O10.2 (Usage) = C13.51 (Usage) the following:          

…………..Moreover, in the PFPh and DFPh it must fire before the first weapon firing other than SMOKE in that phase (since it places smoke when it achieves a hit; 10.45); however, this restriction 

does not apply to firing in the enemy MPh…………. 

Delete the whole rule paragraph O10.45 = C13.58 (Smoke) that reads:

10.45 SMOKE: A MOL-Projector hit creates a white Smoke counter as per C8.52.

Delete in O11.12 (Casualties) the following word and rule text:

………both….……………………………………………………and for all CG non-Initial-Scenario Victory Conditions……..

Delete in rule O11.2 (Definitions & Abbreviations) the following:

……Initial Scenario Victory Conditions,………

……….11.6235……………

Delete in rule O11.3 (The CG Scenarios) the following:

….(and the Victory Conditions for each)………

Delete the whole rule paragraph O11.32 that reads:

11.32 CG SCENARIO BALANCE PROVISIONS: The following CG Scenario Balance provision may come into effect automatically, 

depending on the opposing sides´ win/loss record:13
· Provided > three CG scenarios have been completed, a side that has won < one-third of those scenarios receives a –1 DRM to all of its CPP Replenishment DR (11.616) and RG-Strength DR (11.6201-.6204), or
· Provided > four CG scenarios have been completed, a side that has won < one-fourth of those scenarios receives a –2 DRM to all of its CPP Replenishment DR (11.616) and RG-Strength DR (11.6201-.6204).

Delete in rule O11.4 (CG Special Rules) the following black & green text:

(CG6.) ….a Security Area in a Water Obstacle…..
(CG7.) ….A wreck in terrain Blaze is not removed from play; instead it remains on-map (still treated as a LOS Hindrance) and in step 11.6091 of the next RePh will become a Burnt-Out-Wreck.14……. 

(CG7.) ……nor may it be removed from play as per D10.4………..
Errata/clarification – CG9. Delete ...on/between A9 and N0, as well as...

(CG10.) …..Withdrawn AFV Platoon, 11.6142;……
(CG13.) …and count for Casualty Victory Condition purposes……

(CG18.) …..(but do not count as Casualty VP)…….

Delete in rule O11.5 (Initial Scenario) the following:

……..and ELR-Change (11.617)……..

Delete in rule O11.51 (RB Campaign Game I) the following:

INITIAL SCENARIO VICTORY CONDITIONS: The Germans must Control > 15 Stone Locations at scenario end.

Delete in rule O11.52 (RB Campaign Game II) the following:

INITIAL SCENARIO VICTORY CONDITIONS: The Germans win if at scenario end they Control > 26 Stone Locations then they have lost (or than they started with if they lost none).

Delete in rule O11.6 (Refit Phase (RePh)) the following:

*11.614 Armor Withdrawal

*11.617 ELR Loss/Gain

Delete in rule O11.6031 (CG Scenario Victory Determination) the following: 

…CG SCENARIO VICTORY DETERMINATION: The winner of the just-completed CG scenario is now determined (11.6235; see 11.51- .53 for Initial Scenario Victory Conditions). A Location Controlled solely due to having been deliberately set on Fire by the opponent (as per A26.13) does not count toward scenario Victory Conditions. ……… for CG scenario Victory Determination nor……

Delete in rule O11.6032 (Rally) the following:
.…After the scenario victor is determined…..

Delete in rule O11.6096 (Flame Spread) the following:
….(replace an AFV with a Burnt Out Wreck)

Delete in rule O11.6112 (MMC Battle Hardening Table) the following:
- 3 Friendly side won this CG Day’s scenario

Delete in rule O11.6113 (Leader Battle Hardening Table) the following:

- 2 Friendly side won this CG Day’s scenario (optionally, the player may after the DR, choose to ignore this DRM, or apply only a - 1 DRM)
Delete the whole rule paragraph O11.6123 that reads:

11.6123 BOOBY TRAP DEACTIVATION: If Booby Trap Level A or B is currently in effect, the Russian player makes a dr: 

an Original dr of six decreases that Level by one (i.e., Level A goes to Level B; Level B reverts to Level C). Any other dr has no effect.

Delete in rule O11.6132 (Weapon Repair) the following black text:

-1 if Russian MG/ATR29                                    Add with a pencil the following:

“Only malfunctioned vehicular-armament may use this table”

Delete in rule O11.6133 (AFV MG Exchange) the word:

…may…    (The word “must” is used instead)
Delete the rule headline O11.614 (Armor Withdrawal) that reads:

11.614 ARMOR WITHDRAWAL

Delete the whole rule paragraph O11.6142 that reads:
11.6142 AFV PLATOON WITHDRAWAL: 

Each side makes a Secret dr on the following table for each friendly (including Captured) non-Isolated, non-Dug-In Retained AFV Pltn (or part thereof) [EXC: German SPW Pltn] that has had one AFV of its Pltn on the map in at least one CG scenario to determine whether the Pltn (or remainder thereof) must be Withdrawn. A Withdrawn result Eliminates each remaining non-Isolated AFV (even if abandoned/immobilized) of that platoon, as well as each armor 

leader originally entered with that Platoon (if any).31

AFV PLATOON WITHDRAWAL TABLE

Final dr
        Result
drm:

    < 5                 Retained             - 1 If friendly side’s win:loss ratio is < 1:2*                                                                                        

       6                 Withdrawn

*Not applicable until > two CG scenarios have been completed.
Delete the whole rule paragraph O11.6143 that reads:

11.6143 ISOLATED AFV: An Isolated Mobile AFV that belongs to an AFV Platoon forced to Withdraw is not Withdrawn. Instead, such an AFV makes a dr in each friendly RPh of the next scenario. A dr of the current turn number immediately places that AFV under Recall. If, at scenario end, such a non-Isolated AFV is still on-map, it is then Eliminated (it is not Retained for the next scenario unless still Isolated).

Delete in rule O11.616 (CPP Replenishment Table) the following:

- y   As per CG scenario Balance provision (11.32) in effect……….

……….or Withdrawn……11.614…..

Delete in rule O11.6161 (Historical DRM Chart) the following:

…ELR Loss/Gain (11.617)…
Delete in rule O11.6162 (CG Roster Update – EX:) the following:

…..winning and….
Delete the whole rule paragraph O11.617 that reads:

11.617 ELR LOSS/GAIN: Each side makes a DR to determine if its present ELR changes. On a Final DR of  < 2 that side’s current ELR increases by one, to a maximum of 4. On a Final DR of > 13 

its current ELR decreases by one, to a minimum of 0. Update any change in a side´s ELR in the “ELR” column of the CG Roster for that CG Day. A side´s ELR applies to all non-crew Infantry units of that side [EXC: 8-3-8s/3-3-8s always have ELR 5]. 

Normal Battlefield Integrity [A16.] rules should not be used in the RB CG. The following cumulative DRM can apply to the ELR 

Loss/Gain DR:

DRM: 

- 1     Friendly side won yesterday’s CG scenario

- 2     Per Idle Day since the last-completed CG scenario

- 2     Per friendly elite Infantry Coy purchased on the previous 

         CG Day

- 1     Per friendly first-line-Infantry-Coy/AFV-Pltn [EXC: SPW Pltn]

         purchased on the previous CG Day.

+1     If friendly side selected the Attack chit on the previous CG Day 

         (Germans are assumed to select the Attack chit for each Initial

         Scenario; 11.5)

+ 2    Per scenario completed since the start of the CG or since the 

          last Idle Day (friendly side´s choice)34
+ x     Historical DRM for friendly side

Delete from the German RG Chart the following black print:

(Stuka)                 1- ..    (only number 3 remains)
(Pionier Coy)       ../6     (only number 8 remains)

(Spotter Plane)    (E7.6)

Delete special note w, that reads:

w   Subject to AFV Platoon Withdrawal as per 11.6142. If > one AFV Pltn of the same type are in the side´s OB, the ID´s of those AFV belonging to each Pltn should be recorded in the case that Pltn is subsequently Withdrawn.

Delete from the Russian RG Chart the following black print:

(Militia Coy)       12/9     (The numbers “15/12” is used instead)

(Engineer Coy)       ../7     (only number 9 remains)

Delete the black text in special note w, that reads:

w   Subject to AFV Platoon Withdrawal as per 11.6142.  ………………      ……………………………………………If > one non-Dug-In AFV Pltn of the same type are in the side’s OB, the Id’s of those AFV belonging to each Pltn should be recorded in the case that Pltn is subsequently Withdrawn.

Delete in rule O11.6193 (Full/Depl Unit Type) the following:

…The number of Stukas received is determined as per E7.21.
Errata/clarification, O11.6194 Note b): line 19, before “on-map”, add: 
unconcealed
Delete in rule O11.6194, Note b) Reserve: & Note c) Dug-In the following:

· ….not originally Kindled by a friendly unit…………………

        ...A Reserve Cloaking counter in a Location containing a Blaze           that was originally Kindled by a friendly unit may not 

         move/advance, and is Eliminated in the next friendly MPh.

…Such HIP must be purchased separately (RePh step 11.621). …

Delete in rule O11.620 (RG Strength Table) the following:

- y   As per CG scenario Balance provision in effect (11.32)

Change in rule O11.6202 (Infantry Company SW Chart) the following:

German Pionier Coy receives 3 DC (instead of 5). Replace 5 with 3.
Russian Militia Coy receives no SWs at all. Delete the four different SWs.

Russian Gds Rifle Coy, replace each number “2” on this line with number “1”.

Delete in rule O11.6204 (Gun Battery and OBA Table’s) the following:

- y   As per CG scenario Balance provision in effect (11.32)

Delete in rule O11.6205 (Leader Determination) the following black text:

……..Each Infantry leader must set-up/enter stacked with a MMC of his respective RG only during the first CG scenario in which he 

participates [EXC: if he is Retained off-map for an entire scenario].

On the German Leader Table replace 10-3 with 10-2.

On the Russian Leader Table replace 10-3 with 10-2.
Delete in rule O11.6207 (Armor Leaders) the following:

……(and Withdraw with that platoon if it is Withdrawn; 11.6142).

Delete in rule O11.621 (Fortification Purchase Table) the following:

Booby TrapR
408

8    Increases pre-existing Level to next Level (Level C to B; Level B to A). Booby Traps affect all non-Aerial Locations on the RB map and are triggered only by appropriate German TC.


Delete the whole rule paragraph O11.6235 that reads:

11.6235 RB CG SCENARIO VICTORY CONDITIONS: The following Victory Conditions apply to the pertinent type of CG scenario (as determined in 11.6233). However, the Victory Conditions for each CG´s Initial Scenario, as well as those for each CG are given with the other information for the respective CG and 

its Initial Scenario (11.51-.53).

Dual Attack: The Germans win if at scenario end they have amassed more VP than the Russians. Each side receives Casualty VP, and also receives one VP for each Stone Location that it currently Controls but that was Controlled by the opponent at 

scenario start.

German (or Russian) Assault: The Russian wins either “Assault” scenario if he Controls all Stone Locations at scenario end. Otherwise the Attacker wins if at scenario end he Controls > 24 

(if German) or > 12 (if Russian) more Stone Locations than he started or if he has amasses at least twice as many Casualty VP 

as his opponent.

Delete in rule O11.6244 (Non-Isolated Unit Setup) the following:

……[EXC: An AFV Platoon RG is subjected Withdrawal (11.6142) if any unit of it has been on the map in any CG scenario]. …………

Delete from RB SSR (flip-side of Scenario RB5) the following black text:

RB9: ………….The actual numbers received and…….

RB15: ….[EXC: in the CG they may be increased it to Level A or B by CPP expenditure]………

A suggested rewrite of CG8 SNIPERS (11.4) it will not change how the Snipers 

are used just another slightly modified way (simplified) how to handle them but

with the same effect as with the original rule.

CG 8. SNIPERS: Each side must place two Sniper counters on the map at 

the start of each CG scenario. Both friendly Snipers must set up as per the first two sentences of A14.2, with > 15 hexes between them (or as far apart as possible if they cannot set up 15 hexes apart). Before play begins each player should mark one of his two snipers and this marked sniper is now called the odd-Sniper,  while the unmarked is called the even-sniper. When 

a Sniper attack can occur, make a DR and a colored dr of 1 or 2 indicates that a sniper has been activated while an odd white dr (# 1, 3 or 5) indicates that the odd-sniper has been activated, while an even white dr (# 2, 4 or 6) has activated the even-sniper. Ignore the white dr if both snipers for one side is both located equally “northernmost”, then the owning player may select the one that attacks before performing the Target Hex DR (A14.2). The SAN is never altered by the presence of two friendly Snipers in play simultaneously.
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