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“If you know the enemy and know yourself you need not fear the results of a hundred 

battles.”  - Sun Tzu 

Plans are never perfect; assumptions fill in the information gaps when facts are elusive. However, 

critical assumptions should never go unchallenged or questions left unanswered. The German’s 

made several critical assumptions when planning to pinch off the Kursk bulge. First, they believed 

the Soviet military was inferior in equipment and training when experience seemed otherwise and 

the second is that the Soviets could not be ready for another offensive until the winter. The later is 
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"Soldiers of the 

Reich! This day you 

are to take part in an 

offensive of such 

importance that the 

whole future of the 

war may depend on 

its outcome."  

              - Adolf Hitler 

 

“The battle of Kursk... 

the forcing of the 

Dnieper... and the 

liberation of Kiev, left 

Hitlerite Germany 

facing catastrophe.”  

          - Vasily Chuikov 



more believable than the former. As the German commander you have fifteen days to achieve 

objectives before reinforcements, supplies, and political patience wear thin…  

The game map is divided into territories with river, 

rail, fortification lines, and city markings. The cities 

have a value to them that leads to victory and 

provides a calculus for reinforcements during the 

game. German and Soviet player each have two 

airfields. There is a timeline for tracking turns (each is 

one day) and events, including the return of wounded 

Soldiers; a chart for each side set up; a chart for 

tracking reinforcement points (RP) and bunker builds; 

and a player aid showing the turn order and unit 

characteristics. 

To begin setting up the game, choose a player for each side; one for German and one for the Soviet. 

Players now set up their units according to unit charts. Use white chips under units to represent 

adding one and red for adding five to the number of units the chip sits under.  

“Let your plans be dark and impenetrable as night, and when you move, fall like a thunderbolt.” ― 

Sun Tzu, The Art of War 

Operation Zitadelle (OZ) is played nearly simultaneously by using an incremental sequence. Moves 

are made by air and land and the combat occurs in those domains. Germany always moves first, 

retaining the initiative for all fifteen days but giving the Soviet player the advantage of moving second 

and reinforcing critical points. One game turn consists of the below sequences. 

First Turn: 

1)  Place units according to the set up charts. 

2)  Spend 15 Reinforcement Points (RP) and place units in any location on the map. The 

German player must spend and place units first. Unspent RPs are lost.  

Move: 

3)  Commit Steppe Front. The Steppe Front Reserves and 5th Guard Tanks Army are not 

available until turn two and requires supply to commit to the Kursk salient. Roll D12 against 

this table. 

3 

The Game Map & Setup 

Turn Sequence 



4) Expend Supply. Each side must determine 

if they are going to attack, and a supply token 

is required to launch an attack. The German 

player starts with supply in the south (8) and 

the north (8) which must be expended 

separately for those fronts. The Soviets must 

only expend supply (10 available) in Kursk for 

all attacks.  

5) Move aircraft. Germany always moves 

first. Launch aircraft for all attacks. Aircraft 

moves always require supply expenditure. 

6) Move land units. Land units moving to reinforce a defense or moving into a new 

combat zone must have expended supply. All other moves are noncombat, including 

retreat.  

 

Combat: Combat is only one round of dice for the attacker and the defender. Supply must be 

expended to reinforce or start new combat. 

7) Air combat only. Fighters and tactical bombers can choose to solely engage an 

equal number of enemy aircraft.  

8)  Area fire. Each side only committing artillery 

and/or aircraft roll for one round of combat. If 

aircraft are involved, supply must have been 

expended. AA fires in defense against aircraft. 

9)  Close combat. Each side rolls one round of 

attack and defense for all air and land units that 

had not participated in air or area combat. Land 

units in defense get a defense modifier for rivers 

and fortifications on the first round. In contested 

territories, defense only get a defense modifier for 

territory with 2 or more fortification lines. 
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Roll Supply Roll Supply Roll Supply Roll Supply Roll Supply 

1 5 
3 or 

less 
4 

6 or 

less 
3 

10 or 

less 
2 

12 or 

less 
2 

Turn 6 Turn 5 Turn 4 Turn 3 Turn 2 



Regroup: 

10)  Aircraft, tanks, mechanized infantry, 

tank destroyers and self-propelled 

(SP) artillery may make a second 

move and conduct combat if more 

supply is expended. All defending units 

engaged may roll defense. The defender 

must expend supply to involve aircraft, 

otherwise, land units, with the exception 

of previously hit infantry, defend 

normally. 

11)  Return aircraft to airfields. Aircraft must be able to move back to an airfield that 

was possessed at the beginning of the turn. 

12)  Reconstitute 50% (rounding down - e.g. three hit infantry returns one) of damaged 

infantry back onto the map in locations where combat occurred or one territory behind 

that location. Remove the other half of losses from the game. 

13)  Calculate reinforcement points (RP). RP’s are how new units are added to each 

side. Unspent RPs are lost. Purchase and place units after rolling D12 bonuses. 

a.  Calculate cities held. Each city is worth 1 RP except for Kursk (10 RP), Orel (5 

RP), and Kharkov (5 RP). Contested cities do not provide RP’s. 

b.  Roll D12 to provide 1-12 bonus RP’s. This is an optional rule to be agreed 

upon before the start of the game. 

c.  Roll D12 to provide bonus reinforcements. These are units provided by higher 

HQs. 

14)  Place units. Germany places at Orel and Kharkov. Soviets place units at Kursk. 
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  Victory in OZ will be decided by 

the success of each side. The 

Germans start with twenty cities 

including Orel and Kharkov 

while the Soviets control sixteen 

cities including Kursk. The 

Germans win if they take Kursk 

and forty RP’s.  



"The battle fought in the Kursk, Orel, and Belgorod area was one of the 

most important engagements of the Great Patriotic War and the 

Second World War as a whole. Not only were the picked and most 

powerful groupings of the Germans destroyed here, but the faith of the 

German Army and the German people in the Nazi leadership and 

Germany's ability to withstand the growing might of the Soviet Union 

was irrevocably shattered." General Georgy Zhukov 

This is an operational and tactical level game. Game characteristics 

account for this perspective of combat, therefore, many tactical 

considerations are intertwined without overly complicating the 

characteristic Axis and Allies style game play. The units are representative of the actual forces that 

would have been involved in the order of battle for 1943, but it is not intended to be perfect or 

precise.  

There are limitations for logistics that will come become significant in the operation. Airfields and 

naval bases/ports have throughput limitations, and supplies are critical to offensive operations. 

 

Territory. Territories each require one 

movement point between locations.  Stacking 

restriction applies for aircraft based on airfields 

only. Lines of communication (LOCs) are not 

required. Units do not have to leave units 

behind to freely pass over territory. 

Terrain. There is no movement or combat 

consequence for mountains, open areas, forest, 

cities, towns, roads, etc. However, the green 

lines represent fortification lines and the blue 

lines represent rivers. Each of these add a 

cumulative +1 for defenders on the first round. Every following turn, the defender gets a +1 addition 

to defense rolls for every defensive line above the first in that territory.  

River lines can run parallel or perpendicular to provide +1 defensive strength to each defender on 

the first roll. Once a territory is contested, the river bonus is no longer available. The +1 modifier 

applies to both sides of the green or blue line. 
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Geography and Economics 



Airfield: These are fixed and provide air defense rolls. Airfields have a maximum on 

ground (MOG) capacity of twelve and additional aircraft may land there but not take off 

again until MOG is reduced to twelve before the air move phase. 

Supplies: One supply token required each turn for offensive operations (defined as 

commitment to move and attack with air or land power). Supplies may be captured or 

destroyed when a territory is attacked and supplies are present—each player rolls 1D6 

and the highest die decides. 

Bunkers: Bunkers take two turns to build. They defend well and take two hits. If they 

are damaged in a contested area, they remain damaged until destroyed when they can 

be rebuilt for full price. The bunker can be repaired for the cost of one turn if the 

territory is uncontested. 

Ground 

 Ground units (infantry, anti-tank, artillery, mechanized, tank destroyers, 

and tanks) all have the same attack and defend values. They do not 

exhibit a zone of control (ZOC) into adjacent territories. 

 Self-Propelled (SP) Artillery may roll two dice for every engagement, in 

area or close combat. 

 Bunkers, heavy tank destroyers and 

heavy tanks take two hits. Roll them 

on the side on the first hit. Tank 

destroyers and tanks are still 

mobile. 

 Air defense (ADA) integrated in 

airfields may fire ADA. 

Air 

 Fighters and tactical bombers may 

attack other aircraft or conduct 

ground attack. If they attack aircraft, an equal number of defending aircraft must engage in air 

combat and may not subsequently attack land units. When the attacker has fewer aircraft in air 

combat than the defender, excess defender hits are counted toward other aircraft (see example 

below). 

 Strategic bombers may attack units or soften up defensive lines. Only one strategic bomber is 

required to reduce the +1 advantage of a defensive line. They only reduce one defensive line and 

have no impact on river defense bonus.  
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The Units 
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Example: The attacker has one fighter and two tactical bombers, while the defender has 

three fighters. During air combat the attacker choses to roll for just the fighter, committing the 

two tactical bombers to land combat. The attacker hits one, the defender commits all three 

fighters to defend in air combat and hits two. The attacker may roll the defense of the hit tactical 

bomber. After both sides remove casualties the attacker’s remaining tactical bomber may 

participate in ground combat. All other aircraft were committed or destroyed. 

Unit Values Table 
Table of attack and defense values includes special notes. 
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Dedication. To the Russian people. They possess an amazing history and resiliency to all 

the evil and oppression outside and inside their own country.  
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© Historical Board Gaming 

 Germany 
Game 

Start Russia 
Game 

Start 

 Infantry  Infantry 30 Infantry 47 

 Mechanized Infantry  251 7 ZIS-42 4 

 Anti-Tank Gun  PAK 40 3 45mm ATG 9 

 Towed Artillery  105mm 3 76mm 4 

 Self Propelled Artillery  Hummel 3 Katayusha 3 

 Medium Tank  Panther 14 T-34 10 

 Heavy Tank  Tiger I 3 KV-1 4 

 Medium Tank Destroyer  Stug IIIF 4 Su-122 3 

 Heavy Tank Destroyer  Elefant 2 Su-152 3 

 Anti-Aircraft Gun  8.8 cm 3 37mm Towed 4 

 Fighter  Me 109 6 La-5 7 

 Tactical Bomber  Ju 87 6 IL-2 5 

 Medium Bomber  Ju 88 4 DB-3 5 

 Heavy Bomber  He-177 4 Pe-8 3 

 Bunkers  11 Bunkers 23 

 Airfield  2 Airfield 2 

 12 sided dice  6 

 German Roundels  10 

 Soviet Roundels  10 

 White Chips  50 

 Red Chips 10 

 Airfield total  4 

 Bunker total  35 

http://www.historicalboardgaming.com/


Global War 1936-1945 - The Ultimate 

War Game  

Welcome to the Global War game family. Global War is 

a strategic level war game - one of the most heavily 

supported and expanded games on the market. Visit 

our website to see our full line of games, expansions, 

markers, units and other accessories.  

You can find Global War 1936-1945 here.                    

You can view our Global War expansion sets here. 

You can view more Global War expansion sets here. 

 Historical Board Gaming.com Historical Board Gaming.Eu  

http://www.historicalboardgaming.com/Global-War-1936-1945-Variant-Map_p_2029.html
http://www.historicalboardgaming.com/Expansion-Sets-_c_576.html
http://www.historicalboardgaming.com/Expansion-Sets-_c_576.html
http://www.historicalboardgaming.com/
http://www.historicalboardgaming.eu/

