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16. SUPPLY RULES INTRODUCTION. (V 10.11.21)

How well a logistics system is run can be the most impor-
tant factor deciding who wins a campaign or a war. Supply
lines and related features must be represented to model their
impact on military campaigns.

Units and markers (such as supply points, strategic re-
source points, army headquarters, depots, etc.) all represent
various forms of supply or the administrative units necessary
to move the supply to the front. Some general concepts
apply.

  16.A. SUPPLY STATUS.

Supply affects the abilities of units in movement and
combat. Units operate normally if they are in full supply but
they are less effective, offensively and defensively, when out
of supply and they will gradually disappear as a fighting force
if out of supply and isolated.

Units may have several of the following supply status’s
applied to themselves at the same time.

1) Regular Supply: Full supply and limited supply are
together classed as “regular” supply. Regular supply must
be traced from a national supply source (Rule ???). No te :
So m e  ru le s  s p e c if y  th at u n its  m u s t b e  “in  re g u lar s u p p ly ”
f o r vario u s  p u rp o s e s . T h is  m e an s  th e  u n it m u s t d raw
s up p ly  f ro m  a re g u lar s u p p ly  s o u rc e  ( fu ll o r lim ite d )  an d
n o t f ro m  a s p e c ial s up p ly  s o u rc e .

2) Out of Supply: Units that are not in regular supply are
classed as “out of supply.”

3) Full Supply: To be in full supply, a unit must have a full
supply line traced to it (Rule ???) or have enough SPs
expended on it to put it back into full supply. No te : T h is
m e an s  th at a u n it in  fu ll s u p p ly  m u s t als o  b e  in  re g u lar
s u p p ly  u n le s s  SPs  are  u s e d  to  s u p p ly  it. Units in full sup-
ply suffer no constraints. They may move and attack
normally. Attacks may require SPs to be expended
(Rule???).

4) Limited Supply: Units in limited supply must trace a
limited supply line (Rule ???) and suffer penalties as
shown on the SUPPLY EFFECTS CHART. 

5) Special Supply: Any unit using supply from non-na-
tional supply sources (for any reason) may be restricted as
per Rule ???.

6) Special Supply Sources: Any unit may use special sup-
ply sources for combat and to improve its supply status.
Special supply sources do not provide regular supply but
may be used to place a unit in full supply by also expend-
ing SPs. Unless SPs are being expended, they may only be
used to maintain the current supply status of units; not to
reduce U# of any unit.

  16.B. SUPPLY STATUS MARKERS.

Supply status markers are used to show if a unit is either in
limited supply or how many turns (or their equivalent) it has
been out of supply. A turn out of supply consists of two
player-turns. For example, if a Soviet unit is first judged to be out of supply in
the supply judgement phase of the Aug 2 41 Soviet player-turn, then the unit's first
turn out of supply consists of the Aug 3 41 German player-turn and the Aug 3 41
Soviet player-turn. An out of supply state is indicated by “U1" to
“U8" markers where the number indicates the modified
number of turns out of supply (Rule ???). Increase the level
by one each time supply is checked in a friendly supply judge-

ment phase and the unit is out of supply. No te : “U8"  is  th e
w o rs t s u p p ly  s tatu s  a u n it m ay  h ave . No  u n it m ay  p e rf o rm  any
ac tio n  th at w o u ld  lo w e r its  s u p p ly  s tate  p as t “U8" . (No te : Clu tte r-
in g  th e  m ap  w ith  “Sup p ly  Statu s ” m arke rs  c an  im p e d e  e as e  o f
p lay. Wh e re  p o s s ib le , u s e  a s in g le  “Su p p ly  Statu s ” m arke r f o r an
e n tire  s tac k o r p o c ke t (o f  s e v e ral h e xe s )  o f  u n its  th at are  in  th e
s am e  s u p p ly  c o n d itio n .)

Limited supply is indicated by placing a “U0" marker on a
unit judged to be in limited supply in the friendly supply
judgement phase.

  16.C. SUPPLY POINTS (SPs).

A supply point (Rule ???) represents the tonnage of sup-
plies necessary for offensive operations or to keep units
operating normally if they are out of supply. Supplies needed
for some forms of construction are also represented. Ab-
stractly, supply points can also be classed partly as planning
and logistics needed for operations.

Supplies needed for the day to day operations of units in
regular supply are not shown. “SP” markers are used to show
the supply available for each side.

  16.D. STRATEGIC RESOURCE POINTS (SRPs).

Strategic resource points (Rule ???) represent the ability of
a side to build or repair permanent structures such as fortifi-
cations, airbases, or rail lines. They may also represent the
effort required for certain types of offensives. “SRP” markers
are used to show the resources available for each side.

  16.E. SUPPLY EFFECTS.

A units abilities (such as ZOCs, combat, strength, move-
ment allowance, etc.) may be restricted if it is not in a state of
full supply (Rule ???).

  16.F. SUPPLY LINES.

A supply line (Rule 18) represents the method by which
supply reaches combat units. It will usually have many differ-
ent elements such as road and rail, each of which have a
maximum length that may be traced. These will be affected
by weather, partisans, etc.

    16.F.1. NATIONAL SUPPLY SOURCES.

Each country will have one or more of its own regular
supply sources. These are known as national supply sources
(Rule ???).

    16.F.2. NATIONAL ARMY HQs.

Each country may have one or more army/front HQs
(Rule ???) from which their units may trace supply. A country
may also trace from a qualified Coalition HQ (Rule ???) or
Command HQ (Rule ???).

Any unit may only trace a limited supply line from a HQ
belonging to another country. Exception: If a country does
not have their own army HQ in a theatre, they may trace a
full supply line from any HQ of the contingent to which
they belong. No te : Co m m o nw e alth  un its  m ay  alw ay s  trac e  a fu ll
s up p ly  lin e  f ro m  a B ritis h  HQ.
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  16.G. ISOLATION.

Isolation represents the effects on combat units when they
are not able to receive the supplies and replacements neces-
sary for day to day operations.

Isolation status of all units and hexes is determined at the
start of each combat phase and supply judgement phase
(three times per player-turn). A unit or hex isolated at the
start of one of these phases remains isolated until isolation
status is checked again. No te : To  s p e e d  p lay  is o latio n  s h o u ld
o n ly  b e  c h e c ke d  d u rin g  th e  m o ve m e n t an d  c o m b at p h as e s  f o r
u n its  th at m ay  b e  attac ke d  o r o ve rrun . Usually  th is  m ay  b e  d o n e  at
th e  in s tan t th e  attac k o r o v e rru n  o c c u rs .

When isolation is checked, a unit or hex is isolated if a
Line of Communication (see below) cannot be traced to it.
There are two types of isolation as described below:

    16.G.1. COMBAT ISOLATION.

A unit is combat isolated if it cannot have a line of com-
munication (LOC) traced to it at the beginning of any com-
bat phase. It is marked with a “Combat Isolation” marker.
No te : Un le s s  a u n it is  b e in g  attac ke d , it is  n o t n e c e s s ary  to  in d i-
c ate  u n its  th at are  c o m b at is o late d . Combat isolated units that
take losses are affected as per Rule ???.

    16.G.2. SUPPLY ISOLATION.

A unit is supply isolated if it cannot have a LOC traced to
it in the supply judgement phase. It is marked with an “Iso-
lated” marker. Supply isolated units that take losses are af-
fected as per Rule ???.

    16.G.3. ISOLATED POCKETS.

An isolated pocket may be formed when a unit takes
casualties or disruptions while isolated. All special replace-
ments (Rule ???) are calculated normally for units in an iso-
lated pocket. The RPs and eliminated units are placed in their
own individual ISOLATED POOL (use Pool A, B, C, markers).
Units in an isolated pool may be rebuilt normally using RPs
in the pool. RPs and eliminated units may be shipped or
flown out of the pool and placed in the theatre’s pool.

An isolated pocket may be eliminated voluntarily or is
automatically eliminated when enemy units control its last
hex. All RPs in an eliminated pocket are lost. Eliminated
units are placed in the theatre’s ELIMINATED ISOLATED BOX.

No te : In  m o s t c as e s , is o late d  u n its  s h o u ld  n o t f o rm  a p o o l f o r
e as e  o f  p lay  as  it is  like ly  th at th e  p o c ke t w ill s h o rtly  b e  e lim in ate d .

  16.H. LINE OF COMMUNICATION (LOC).

A line of communication refers to the distance a unit may
trace from a hex in regular supply to the unit. Trace as if
counting an overland supply route from the closest hex in
regular supply. The maximum distance that may be traced is
equal to three times the distance a unit may trace overland
from an HQ and still be in supply. For example, 21 supply line points
in clear weather. Anything past this distance is isolated (Rule ???).

No te : A lin e  o f  c o m m un ic atio n s  m ay  alw ay s  b e  trac e d  th ro u g h
a h e x w ith  a f rie n d ly  u n it in  it.

Add all modified enemy ZOC costs to the hex count. No
screening of enemy ZOCs is allowed. If the LOC has to be
traced through a friendly unit in an enemy ZOC, add the
lowest numbered “+# MP” marker to the hex count. 
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