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Chapter 1: Introduction
Welcome to Napalini
Napalini is intended to extend Sam Mustafa’s fine “Eisenhower” rules to the earlier, smaller, and more diverse Danubian Wars that were first recreated using “To End All Wars.”
The battles of Danubia were much smaller than those in the Eisenhower world, (abbreviated to EW,) but involved a greater variety of units, terrain, tactical options and personal leadership. Commanders in Danubia lack the “big picture” and the certainty of their EW counterparts. Their life is complicated by having to deal with the “fog of war,” and the friction of battle, as enemy units remain hidden until spotted, and command and communications can break down.
However, most of the basic mechanisms of Eisenhower remain unchanged unless specifically amended or replaced in the rules below. When referring to the rules the pagination of the Eisenhower rules as written (RAW) is given in parenthesis.
Now, take a step back to those critical days in the middle of Europe in the middle of the 1930s.
Formations (p.6.)
The normal formation in Danubia is the Army, consisting of between four and 15 combat units and their supporting units. This equates to a division in EW. One or more formations make a command.
Strategic Role – Meeting Engagements (p.7.)
Most battles in Danubia follow the EW strategic offensive (SO)/strategic defensive (SD) model, with the attacker determined by the campaign situation. However, unlike in EW, that same campaign makes meeting engagements possible. These have different objective set-ups and victory point scoring.
Chapter 2: Units
What is a Unit? (p.9.)
Napalini restores many of the combat arms that are factored out, or reduced to card play in Eisenhower, and also caters for the more esoteric units that are so beloved in Danubia. In doing this units are divided into two broad categories: Front-line units and Support units, determined by where you would normally expect to find them. Support units can, of course, end up in the front-line, but their life expectancy alone there is not great. “Artillery” is reintroduced, and this category includes all units capable of firing beyond their own 2-mile square, such as armoured trains and gunboats as well as traditional artillery regiments. 
The basic scale of one unit base equals a battalion remains. Smaller detachments of specialists such as engineers, Brandenburgers, and Agitprop are represented by smaller bases. Aircraft represent squadrons, and individual Zeppelins. Trains and river craft represent individual combat units, or collections of supporting trucks, river transports and transport trains.

Unit Type and Quality (p.10.)
[bookmark: _Hlk181312890]Table 1: The Armies of Danubia
	Type
	Cost

	Move
	Trans
Move
	Open
	Close
	Range
	Notes

	The Traditional Combat Arms

	Infantry
	2
	1F
	2
	1
	2
	0
	FL

	Garrison
	1
	-
	-
	1
	2
	0
	S

	Militia
	1
	1F
	2
	1
	1
	0
	[bookmark: _Hlk393757]FL. Militia Rules

	Paratroops
	4
	1F
	2
	1
	2
	0
	FL. Good

	Cyclists
	3
	1F
	4
	1
	2
	0
	FL

	Cavalry 
	3
	2F
	4
	1
	1
	0
	FL. Rc

	Lt Artillery 
	2
	1WH
	2
	1
	1
	1
	V, S, AT

	Trench
Mortars
	3
	1F
	2
	3
	2
	1
	V, S

	Field
Artillery 
	3
	1WH
	2
	2
	1
	2
	V, S

	Heavy Artillery
	4
	-
	2WH
	3
	2
	4
	V, S, H, LM

	[bookmark: _Hlk183909867]Katyushas
	2
	2WM
	4
	3
	1
	2
	V, S. Variable reload, see appendix.

	Mechanization

	Trucks
	+1
	2WM
	4
	-
	-
	-
	V. Permanently attached for the battle. Do not count as a separate unit. 

	New-Fangled Armoured Units

	Armoured Cars
	3
	2WM
	4
	1
	1
	0
	FL, A, Rc

	Tankettes
	3
	2T
	4
	1
	1
	0
	FL, A, Rc

	Light Tanks
	4
	2T
	4
	2
	1
	0
	FL, A

	Heavy Tanks
	5
	1T
	2
	3
	1
	0
	FL, H, TA

	Land Battleships
	6
	1T
	2
	3
	1
	1
	FL, H, TA. Mobility issues, see appendix.

	Air Defence

	[bookmark: _Hlk184779123]Archie
	2
	-
	-
	-
	-
	[1]
	V, S

	Light AA
	1
	1F
	2
	1
	1
	0
	V, S

	88s (Mot)
	4
	2WM
	4
	3
	1
	0[1]
	FL, V, ATK

	Truck Gun
	4
	2WM
	4
	3
	1
	0[1]
	FL, V, ATK

	The Rails

	Armoured Train
	5
	2Ra
	9Ra
	3
	1
	2
	FL, A

	Railway Gun
	4
	-
	9Ra
	3
	2
	6
	V, S, LM

	Monster
Gun
	(8)
	
	
	3
	3
	10
	V, S, LM

	Troop Train
	(2)
	2Ra
	9Ra
	-
	-
	-
	V, S

	The Maginot Mentality

	Bastion
	5
	-
	-
	3
	3/1
	2
	TA, S. Ranged artillery fire @1 vs target in close.

	PO
	2 
	-
	-
	2
	2
	0
	TA, S

	Position AA
	(1)
	-
	-
	-
	-
	[1]
	A, V, S

	Riverine Forces

	[bookmark: _Hlk207743950]Gunboat
(Generic)
	4
	2Ri
	6Ri
	3
	1
	2
	FL, A

	Troop Transport
(Generic)
	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S

	See Appendix A for the Non-Generic Types so beloved in Danubia

	The High Command

	HQ
	(4)
	-
	4WM
	1
	1
	-
	V, S, NC. One per army.

	Engineer Assets
	(1)
	-
	-
	-
	-
	-
	3 per field army. 2 per reserve army

	Balloon
	(1)
	-
	4WM
	-
	-
	-
	V, S, NC.

	Supply Depot
	-
	-
	-
	-
	-
	-
	V, H, S, NC

	Field Hospital
	(1)
	-
	-
	-
	-
	-
	V, S, NC.

	REME
	(1)
	2WM
	4
	-
	-
	-
	V, H, S, NC.

	AgitProp
	(2)
	-
	-
	-
	-
	-
	

	Bra’burger
	(2)
	-
	-
	-
	-
	-
	

	
	




Key:
Combat Characteristics
FL = Front-line units 
[bookmark: _Hlk184171186]V = Vulnerable units. HQs, artillery, empty trucks, troop trains and troop transports, and ancillary units are destroyed if they have a combat value, or captured if they do not have a combat value, when they take one hit at 0 range. 
S = Support units – Do not count against the normal stacking limit of three units, but no more than three support units may be in one square.
Rc = Recce Unit.
[ ]  = AA range only.
A = Armoured. Has enhanced protection against light weapons.
TA = Thick Armour. Has enhanced protection against all but the heaviest weapons.
ATK = Unit has an anti-tank advantage.
NC = Non-combatant.
LM = Large munitions.
Movement Characteristics
F = Foot
H = Heavy units. Cannot enter forests or mountains 
WH = Wheeled, horse drawn. Add +1 to transit move on road or highway.
WM = Wheeled, motorized. Add +1 to transit move on road, and +2 to transit move on highway.
T = Tracked. Add +1 to transit move on road or highway.
Ra = Rail only
Ri = River only
General Characteristics
Non position Infantry, militia, artillery, and Archie units can be motorized by adding trucks. This is a permanent attachment.
Archie can be permanently attached to armoured trains and troop trains, and to gunboats and troop transports. They do not add their defensive value to that of the carrier.
Troop trains and riverine troop transports can carry up to three HQ, infantry, militia, cavalry, cyclist, light or field artillery, archie or MASH units, or up to two units if they have archie permanently attached.  
“PO” are Petite Ouvrages, the most common defences on the Maginot Line. They offer good protection and have their own garrisons but are only equipped with standard infantry weapons such as machine guns, mortars, and small antitank guns, and lack long range artillery.
“Artillery” – Light, Field and Heavy Artillery; Trench Mortars; Katyushas; Land Battleships; Armoured Trains, Railroad Guns and Monster Guns; Bastions; and most Gunboats are capable of ranged fire beyond their own square and are collectively known as artillery units. 
Dice – Re-Rolls No More (p.8.)
In Danubia re-rolls are considered to be both a symptom of sloppy game design, and an inconvenient waste of time. They have been replaced with a simple -1 dice adjustment to the firepower value. For trained units this gives exactly the same result, (456 x 3456 = 33%, vs 456 -1 =33%.) For veterans there is a difference of 6%, and for poor troops a difference of 5%. So, we are streamlining the system without breaking it here. 
Steps (p.10.)
An exhausted unit is only eliminated by taking a loss when it is in a square with enemy FL ground units. Thus, an exhausted unit cannot be destroyed when the losses on the square that it is in are inflicted by artillery fire, or by aircraft, alone. This signifies that a battalion will have lost combat effectiveness from losses of 20-33% concentrated on its combat elements, which still leaves the majority of the unit remaining, which will just go to ground and take cover from indirect fire unless there is an enemy ground unit to hand to displace, pursue, capture and destroy it. (The rules do not differentiate which particular hits from the different combat arms contribute to which particular losses, and you don’t have to designate this, all that matters are that there is an enemy FL unit in the square, not which enemy unit inflicted the fatal hit.)
Firepower (p.11.)
In Danubia Veteran and Trained troops are often referred to as “Good” or “Average” respectively, and lower quality troops are referred to as “Poor.” A poor unit has a firepower value of 5+ when fresh, and 6+ when worn or exhausted.
In EW all units of a formation have the same firepower value, see p.23. In Danubia each individual unit has its own firepower value depending upon its performance in the campaign.


Chapter 3: The Table
The normal size of a table in Danubia is a grid of 6 x 8 or 6 x 7 depending upon whether 100mm or 120mm squares are used. This fits both the smaller size of Danubian battles and Hercule’s dining table. Of course, larger grids can be used if necessary.
[bookmark: _Hlk180707814]Adjacency – The Square of the Hippopotamus Rule (p.13.)
In Danubia with smaller battlefields, some longer moves, and ranged artillery fire, the distortions caused by moving or shooting on diagonals are more pronounced. Geography is restored by using the Square of the Hippopotamus Rule which simply states that the first diagonal moved or measured across counts as 1 square, and any subsequent diagonals crossed in the same movement or measurement count as 2 squares each.
Objectives (p.15.)
Zones on a Danubian table will look like this: 
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Where:
OB = Objectives in this area. Note that although there are now four rows for objectives still only three objectives are placed with the same requirements as the RAW.
SO = SO Setup zone.
If more than three armies per side are used, the table to a breadth of 8, 10 or 12 squares, as you feel appropriate, with only three rows of objectives.
Flanks and Envelopments
In EW the armies oppose each other in frontal attacks. The generals of Danubia however, schooled in the German tradition of holding the double-envelopment of Cannae as the acme of the military art, are fond of attempting encirclements. These take two forms:
· Flank attacks – where an army making a frontal attack is supported by an army attacking the enemy flank from an adjacent, but different province.
· Envelopments – where a frontally attacking army sends some of its units or formations on a “hook” into the enemy flank. Envelopments may either be a short hook, arriving on the side edge closest to the attacker’s baseline, or a long hook arriving on the side edge closest to the defender’s baseline. True disciples of Hannibal may even attempt a double envelopment on both of the defender’s side edges.
Details of how to conduct flank attacks and envelopments are give in the Deployment section at page XX below.
Units on the Table (p.16.)
Stacking
[bookmark: _Hlk207724556]Up to three non-rail or riverine Front-line units, plus up to three non-rail or riverine Support units can stack in one square.
Stacking on Arteries 
In addition to the non-rail or riverine units allowed in a square, if the square contains a major river up to three riverine units of any type can stack in the square. If the square contains a railway up to two rail units of any type can stack in the square.
If the square contains a confluence of two major rivers, or a railway junction, one more river or rail unit, as appropriate, can stack in the square.
There is No “Facing”
Oh yes there is!
The five squares to the front and side of a unit are its “front,” The three squares behind it are its “rear.” Units attacked from the rear have a disadvantage unless deployed in “all-round defence,” (see below.)
	F
	F
	F

	F
	Unit
	F

	R
	R
	R



A unit’s facing is shown by having its front parallel with one side of the square. All Front-line units in a square must have the same facing unless they are in all-round defence, in which case one Front-line unit is placed facing the opposite square side as the others. Thus at least two units are necessary to make an all-round defence.
Zones of Control
Only Front-line units, and artillery Support units, exert zones of control. Units do not exert zones of control to their rear unless they are in all round defence.
Exhausted units do not exert zones of control.


Terrain Types (p.17.)
As befits its bucolic countryside of famed beauty and grandeur, Danubia has rather more types of terrain and obstacles than EW. In addition, the region has major arteries of transportation. Terrain affects visibility, movement and combat. 
Terrain types include:
· Flat open terrain. Mostly large fields, pasture and heath; and can include small villages, hamlets and farms.
· Built Up Areas (BUA). Urban conurbations that take up most of a square.
· Rubble. A BUA that has suffered bad collateral damage from bombing or heavy artillery fire.
· Orchards, groves and woods. Cultivated or natural vegetation that takes up part of a square and affects visibility and combat, but not movement.
· Bocage. Dense cultivated areas, with passable but narrow roads and tracks. In addition to the archetypal substantial hedgerows of Normandy, “bocage” can also be used as an analogue to represent areas of interlocking small rural towns and villages, and their surrounding fields and man-made landscape, (see p.103 RAW.)
· Forests. Dense natural vegetation with only a few, narrow tracks, and thus impassible to heavier equipment. 
· Hills. Relatively gentle heights that offer better visibility looking out, reduced visibility looking in, a combat advantage, but do not affect movement.
· Mountains. Higher, rugged heights, with only a few, narrow tracks, and thus impassible to heavier equipment.
· Soft Ground.
Obstacles include:
· Wire. Not an obstacle to tracked.
· [bookmark: _Hlk179921475]Trenches. An obstacle to all, and cover to foot.
· Minefields. An obstacle to all.
· Dragon’s Teeth. An obstacle to	tracked and wheeled.
· Streams. An obstacle to all.
· Gullies. An obstacle to all, and cover to foot.
· Barrage Balloons. An obstacle to strafing fighters and attack planes.
Arteries include:
· Roads. Not necessarily hard-topped, but weatherized and passible in most conditions.
· Highways. Two-lane, hard-topped. Passible in all conditions except heavy snow.
· Railways.
· Major Rivers.
The Effects of the Terrain Types (p.18.)
Table 2: Terrain Effects
	Type
	In Combat
	Slow?
	Hard?
	Notes

	Flat
	Open
	-
	-
	

	BUA
	Close
	Slow
	Hard
	

	Rubble
	Close
	Slow
	Hard
	No transit moves or arteries. No heavy.

	Orchards/Woods
	Close
	-
	-
	

	Bocage
	Close
	Slow
	-
	

	Forests
	Close
	Slow
	Hard
	No heavy.

	Hills
	Open*
	-
	-
	* Counts as close for defending foot only.

	Mountains
	Close
	Slow
	Hard
	No heavy.

	Soft Ground
	Open
	Slow
	-
	

	Trenches
	Close
	-
	Hard
	Obstacle. Counts as close and hard for defending foot and trench mortars only.

	Gullies
	Close
	-
	-
	Obstacle. Counts close for defending foot only.

	



Visibility
Hidden Units
All land and river units start with their identity concealed by markers. In addition to the markers representing real units “dummy” markers are provided on the following ratio of real units to dummies in a formation:	
· 1 to 3 real units: 1 dummy.
· 4 to 7 real units: 2 dummies.
· 8 to 12 real units: 3 dummies.
· 13 or more real units: 4 dummies.
Separate formations receive their own dummies.
Tactical Recce Advantage
Calculate the tactical reconnaissance value of each side by totaling the number of recce units, balloons, OP aircraft, and S Booten if the river is navigable. Both sides declare this number. If one side has a higher number it has the “Tactical Recce Advantage” that will allow it to inspect some of the enemy’s unit markers, equal to the difference in the tactical reconnaissance values, and respond to them. If you have an umpire, or you trust the chum that you are playing with, the player having his markers inspected should turn away so he will not know which marker has been inspected. 

Spotting
Spotting is by line of sight. Balloons, observation aircraft (Observation Planes and Zeppelins,) can see over all features. Hills can see over other features but not hills or mountains. Mountains can see over hills but not mountains. You cannot see through towns, villages, woods or hills from the flat.
Fighter, Attack and Bomber planes are not “observation aircraft.” They do not spot but may attack unspotted units with speculative fire, or unspotted units that made transit moves in their last activation, (the targets are in conspicuous march columns easily visible from the air.)
Unspotted units are revealed if they fire, or are spotted at the following distances in squares:
Table 3: Spotting Distances
	Target Unit is In:
	Spotted From:
(Bad weather visibility in parentheses)

	
	Flat
	Hill, Mountain, or Steeple
	Air or Balloon

	[bookmark: _Hlk23895342]Open, or vessels in a river
	2 (1)
	3 (1)
	5 (1)

	Hills, Groves, Orchards, Woods
	1 (0)

	Built Up Areas, Rubble, Bocage, Mountains or Forests	
	0 (0)

	Trenches, Gullies, or across river or stream banks.
	1 (0)
	2 (1)

	



Units and dummy markers may move normally and remain concealed if outside of spotting distance, with the dummies being moved as any troop type. Obviously, it may be beneficial to move slowly so as not to give clues about a unit’s identity because of its speed.
Spotting is determined after all units have moved in an activation. When a marker is spotted it is declared if it is a dummy, which is then removed, or replaced with its unit as follows:
· If it is in open terrain the base of the unit must match the alignment of the marker.
· If the marker is in close terrain and has not moved yet during the battle the unit may be placed on any alignment inside the square.
· If the marker represents a unit which has already moved during the battle and is now in close terrain the base of the unit must match the alignment of the marker.
Once revealed a unit remains revealed, even if it is no longer spotted. However, it cannot be attacked by air or artillery unless it is spotted or attacked by speculative fire.
Markers being moved on troop trains or transport ships are not placed on the transport, but are kept hidden off table, as the enemy would not know if the transport is laden or not.
Ambush
If a ground or air unit moves into a square with unspotted enemy units it may be subject to ambush fire from an enemy ground or anti-aircraft unit as applicable. Only one hidden unit may ambush in any one square.  The firing hidden unit is revealed, but the other hidden enemy units are not revealed unless the spotter remains in the square after the ambush. (Thus, if a recce land unit enters a square of markers and one of them successfully ambushes it, but it withdraws to reduce the ambush loss, (see p.XX below,) that firing marker is revealed, but the other markers are not. Or if Archie is in a cluster of units and its ambush fire drives off an observation aircraft, the Archie is revealed for firing but the other markers are not.)
Units that are unseen because they are in trenches, or are in the same square as man-made fortifications, do not deliver ambush fire because the enemy can see the trenchworks or fortifications, if not the units in them, and would assume that they are manned. Unseen units in other close terrain do deliver ambush fire because the enemy would not necessarily assume that every gully, hill or building contained an enemy unit.
If units of both sides remain in the square after the ambush is resolved combat ensues in the normal manner. The ambushing unit does not fire again, and the remaining hidden defenders do not count the ambush combat bonus dice. The hits inflicted in the ambush are included in the number of hits inflicted by the defenders when it comes to calculating total hits on both sides, regardless of one of the hits being negated by an attacking recce unit retreating from the ambush. 
Speculative Fire 
Unspotted markers can be targeted by “speculative fire” from aircraft and artillery. There are two types of speculative fire:
· Map Fire: Aircraft can bomb and strafe, and artillery can fire at, unspotted markers, that are located inside obvious geographical features. This represents map-based fire at likely targets. A “geographical feature” is any feature that can be reasonably identified from a map. This excludes flat, open squares, but includes features such as bastions; towns; discrete hills, woods and forests, but not one such feature in a continuous line of such terrain; road junctions and crossroads but not stretches of roads; railway junctions and stations but not stretches of track; bridges, but not stretches of river, etc. Map fire does not require a comms check (q.v.) Unless the fire is from a barrage, (which already require a HQ Action, see p.XX below,) it is initiated by using a HQ Action to designate the target at the beginning of round. For the rest of the battle it can be targeted by land or air units.
· Softening Up: Speculative fire can also be directed at any unspotted marker within 1 square to the front of a friendly unit. Thus “Softening up” a suspicious area that the unit is approaching. 

[bookmark: _Hlk181224187]Chapter 4: Basics of Play
The Sequence of Play (p.21.)
Time in Danubia
Danubia has more time than EW. There are four seasons, and in Spring. Summer and Autumn there is an Afternoon Period which is the same as the Morning Period. In Winter there is only a morning period, but this is guaranteed an additional Op. In Danubia not all transit moves are 8 miles.
So:
· In EW a unit has between 1 and 3 Ops a day, so infantry units can move between 2 and 6 miles and transit between 8 and 24 miles.
· In Danubia a unit has between 2 and 6 Ops a day, so infantry units can move between 4 and 12 miles and transit between 8 and 24 miles.
· In the Danubian winter a unit has between 2 and 4 Ops a day, so infantry units can move between 4 and 8 miles and transit between 8 and 16 miles.
The Command Post (p.22.)
With the re-introduction of artillery units, and judicious use of Ops, dispatch rider, and stockpile markers, the command post displays can be dispensed with for HQs spotted on the table. For unspotted HQs keep these markers to one side.
Weather (p.25.)
“What Does Freddie Say?”
During the weather phase of the morning period consult the Weather Table to determine today’s outlook.




Table 4: Weather 
	Dice
	1
	2
	3
	4
	5
	6

	SUMMER
	B
	O
	G
	G
	G
	G

	SPRING AUTUMN
	B
	B
	O
	G
	G
	G

	WINTER
	B
	B
	B
	O
	G
	G

	


Key:
G = Good – “Ahhh: Turned out nice again.”
O = Overcast – “Awww: I don’t like the look of that clag.”  The weather is good for ground troops and balloons. Airstrikes and Air OPs may have difficulty finding their targets. On a dice throw of 1 or 2 they cannot find the target and return to base. Zeppelins and bombers cannot operate at high level.
B = Bad – “Brrr: Wrap up well Dearie, but it’s good for the garden.”  No air operations. Visibility, movement and combat affected.
“Here is the weather bulletin for 12 noon….”
In the weather segment of the afternoon period throw a dice: On a 5,6 the weather improves by one level, on a 1,2 it deteriorates by one level, on a 4,5 it stays the same.
“Red sky at night, shepherd’s delight….”
If the weather improved in the previous afternoon, add +1 to the next morning’s weather throw. If it deteriorated deduct -1. These adjustments are made even if the weather stayed the same because it could not improve from good or deteriorate from bad.
These adjustments do not affect the day’s noon weather check.
The Command Phase (p.26.)
Reset the Command Post (p.26.)
With no Command Posts there is no need to reset them! Simply remove the fired markers from your artillery units. Isolated artillery units do not remove fired markers.
Generate Ops (p.26)
No longer dice for Ops in the Generate Ops segment. Ops are distributed as in the RAW with each formation receiving a minimum of one Op and a maximum of three ops, and when the round is to be conducted dices to determine if the Op can be executed.
The minimum of one executable Op, regardless of how badly you roll, remains.
HQs and Generating HQ Actions (This rule replaces many of the card functions in the RAW.)
Each formation has an HQ. If both Field and Reserve armies of the same nationality are present the Reserve army HQ is considered a “subordinate HQ.” If allies of two or more nations are present their political masters will decide which ally HQ is the Commander-in-Chief. The other HQs will be subordinate HQs. 
There are two types of HQ: fixed and mobile.  A fixed HQ is pre-positioned in a town, village, chateau, farm, or any substantial group of buildings. You can assume that the staff have occupied the best hotels and securest cellars, and will have placed the best cafes and knocking shops off limits to the other ranks. Fixed HQs cannot be moved during the battle. They have better communications, because of pre-prepared fixed wire comms and because dispatch riders know where to go to, but they must be abandoned if the army retreats.  A mobile HQ is a tented complex that can be placed in any appropriate terrain and moved in its own activations.
Danubian generals have a character, which gives them a specific talent, (see character cards p.XX below, and are also graded by their ability – good, average, and poor – which is initially determined randomly and can then be modified by their successes or failures in the campaign. A general’s ability dice throw is the same as the firepower numbers for the same unit quality, with the same deductions for his HQ’s worn and exhausted states.  This is used to generate “HQ Actions” which represent the administrative functions of the HQ. The efficiency of an HQ varies with the ability of the general and friction, (luck!) So, the use of HQ actions must normally be prioritized. Successful HQ actions are represented by little dispatch rider pieces. 
During the Generate Ops segment a main HQ can throw for three actions, that can be applied to any formations in the command. A subordinate HQ can throw for one action that can only be applied to its own formation. This is the total number of actions available for use in the coming morning or afternoon period. Each action can only be used once.
 Successes may be used at the beginning of a round to move a mobile HQ; or, if not moving may be used to:
· Prompt an Op this round with a +1 to the dice.
· Use a stockpile to generate a bonus Op.
· Order all subordinate units in one square that is outside an AoO to move and fight normally this round.*
· Seek a missing envelopment or reinforcement.
· Restore wire comms to the formation if the HQ or subordinate units have moved.
· Coordinate a barrage, except for the SO’s opening barrage of the battle.
· Designate a target for map fire.
· Allocate or end engineering tasks. 
· Order a Demolition.*
· Summon an Air Strike. 
* = Requires a Comms Check to execute, If the check fails the action is lost
Allocate Ops (P.27.)
In spring, summer and autumn moves each formation generates two Ops and is allocated a minimum of one and maximum of three Ops in both the morning and afternoon Command Phase. In winter there is no afternoon phase, each formation generates three Ops and is allocated a minimum of two Ops and a maximum of four Ops.
 In addition, the side with momentum allocates one additional Op to one formation in the morning phase. There is no momentum in the afternoon phase.
It is nice to represent Ops with little vehicle pieces rather than counters. They can be parked next to their HQs until activated, and if successfully activated moved to the AoO.
Rounds (p.27.)
Who Plays the First Round of the Afternoon?
There is no victory or momentum determination between the morning and afternoon phases. (The generals of Danubia are more focused on a satisfying luncheon.) The side that took the last active round in the morning will take the second round in the afternoon. If this means that the SD takes the first afternoon round, it may pass.
The Sequence of a Round
At the beginning of a round the active player first designates which formation will be attempting to activate, and then executes any HQ actions he wishes using his remaining pool of available actions.  More than one action can be executed in one round, but the same action cannot be executed twice in the same round, even if you have sufficient actions remaining.

Activating Ops
Now throw to activate the Op for the chosen formation. In Danubia the SO is just as (in)efficient as the SD, so the Op will be discarded on a score of 1 or 2. The chance of failure can be reduced by close supervision represented by prompting the Op with a HQ action. Deduct -1 from the dice throw if the Op is placed five or more squares from the formation’s HQ.
If the Op is successful proceed to place the AoO and execute the Op.
If the Op fails, remove it and the opponent takes the next round.
There is no need to dice for the success of an Op if:
· It is the last Op available to a formation, and all its other Ops have failed. Each formation is guaranteed at least one successful Op.
· It is a bonus Op generated by expending a HQ action and a stockpile. This bonus Op does not have to be the last Op executed by the formation, but it will count as a successful Op when considering if later Ops get a guaranteed success. 
(N.B. HQ Actions come first in the round, so the decision to prompt an Op is made before the dice is thrown to execute that Op - 20/20 hindsight is not available in Danubia.) 
Comms
In the days before ubiquitous and efficient radio communications message sending in Danubia relies upon fixed line wire networks, and not very reliable radios. Throw a dice to conduct a Comms Check when:
· Directing the fire of artillery units that cannot see a target by spotting units that can see it.
· Executing HQ Actions to move independent units or order a demolition.
There are two communications states:
· Wire Comms: From balloons to artillery, or between units when none has moved since the beginning of the game. Fail Comms Check on a score of 1.
· Radio Comms: From OP Aircraft to artillery, or between units when any have moved since the beginning of the game. Fail Comms Check on a score of 1,2; or on a 1, 2, 3 if the distance is over 2 squares.
Deduct 1 from the dice throw in bad weather.
Add 1 to the dice throw for HQ actions if the unit is in the same square as a mobile HQ, or within 2 squares of a fixed HQ. (This can make the check an automatic success, i.e. a neat roll of 1 is not an automatic fail.)
Fixed wire comms can be restored to a formation by a HQ action. This does not require a comms check, so it makes sense to restore comms first, if you have the actions.
If a comms check fails artillery do not count as having fired, but they cannot be tasked to fire at the same target in the same round.
If a comms check fails the HQ Action is not lost, but the same action cannot be chosen in the same round.


[bookmark: _Hlk183907695]Chapter 5: Supply and Isolation
	Supply Sources (p.31)
In Danubia the supply sources are squares on friendly edges where an artery, (road, highway, railway or major river,) enters the table, not every square on the friendly edges as in the RAW.
Supply depots are represented on the table to mark the location of stockpiles. These supply depots only provide stockpiles and do not affect the normal supply arrangements of units as explained in the RAW.


Chapter 6: Movement
Basic Movement Allowance (p.33.)
As shown in Table 1: The Armies of Danubia, the movement of units in Danubia is a bit more diverse than the simple 1 square/2 square division of EW.
Moving Artillery
Horse drawn artillery (WH), trench mortars, and railway guns that have moved cannot fire in the same Op.
Motorised artillery (WM) can move one square and still fire in the same Op.
Armoured Trains and Gunboats, that did not make a transit move, can move and fire.
Transit Moves (p.33.)
Transit moves can be made in bad weather.
As with normal moves, transit moves are more diverse than the simple 4 squares of EW, see Table 1.
Wheeled and tracked units receive a bonus if their entire move is along a road or highway.
Movement in Bad Weather
All normal and transit movement is reduced by one square in bad weather.
If the unit’s original movement allowance was 1, it may still attempt to move 1 square in bad weather but tests for friction, (p.34.) except that the unit does not take a step loss on a roll of a 1 unless it is also attacking.
Only units on highways receive a bonus when making transit moves in bad weather, and they still lose 1 square of movement before receiving the bonus.
Friction Tests (p.34.)
Units only take a step loss on a friction test score of 1 if the movement across the obstacle is opposed by an enemy unit, (e.g. attempting to move through wire, or a stream, with an enemy unit behind the obstacle,) or the obstacle is dangerous in its own right, e.g. a minefield.  
Attacking (p.35.)
Stacking in Combat
Support units may not attack into a square. Thus, the defender may have up to three Front Line (FL) units and three Support (S) units in a square, plus any eligible rail or riverine units. The attacker may only have three FL units in the square plus any eligible FL rail or riverine units.
Becoming Prepared (p.36.)
All-Round Defence
[bookmark: _Hlk181316086]In addition to becoming prepared, units in a square may be positioned to mount an all-round defence, by placing at least one FL unit each on opposite faces of the square. 
If there are only two FL units in the square one must be specified to be the front face, and it will fight enemy attacking from the front 5 squares. The unit on the rear face will only fight enemy attacking from the rear 3 squares. If there are three FL units in a square the front face is designated by positioning two of them on it, and they both will only fight enemy attacking from the front 5 squares. 
Unit facings can be redistributed in subsequent preparation moves.


[bookmark: _Hlk184513633]Chapter 7: Combat
The Combat Cycle, Summarized (p.37.)
If the defenders are attacked in the rear, and they are not in all-round defence, then the rear attackers shoot first, and the defenders do not count themselves prepared, (and thus, possibly, not “prepared and hard”, see p.39) against these rear shots. Attackers attacking from other directions obey the RAW regarding prepared enemy.
How Many Dice to Roll (p.39.)
The number of dice that a unit throws in open or close terrain is given in Table 1.
Rear Attackers
Units attacking a square, that is not in all-round defence, from the rear, add one dice each.
Tank Shock
Armoured units attacking an open square with tank shock add one dice each.
An armoured unit has tank shock if the defending square is open and does not contain any enemy light or field artillery; armoured units, (including armoured trains and gunboats); ATK; or bastions or POs.
Ambush Fire
Units firing from ambush add one dice each.
Prepared Hard
[bookmark: _Hlk183986966][bookmark: _Hlk183986036]Units firing at a square that contains at least 50% prepared hard targets deduct -1 from their dice scores.

Armour and Thick Armour
[bookmark: _Hlk18621619][bookmark: _Hlk183986580]Infantry of all types, cavalry, armoured cars, tankettes, and fighter planes firing in a square that contains at least 50% armoured targets deduct -1 from their dice scores.
All units, except heavy artillery, railway guns, and monster guns; ATK; and heavy bombers and Zeppelins firing at or in a square that contains at least 50% thick-armoured targets deduct -1 from their dice scores.
Note that these two deductions are not cumulative. 
Cavalry in Open
Units firing at or in an open square that contains at least 50% cavalry targets add +1 to their dice scores.
Allocating Artillery Dice (p.38.)
In order to contribute its dice to an attack an artillery unit must be:
· Activated if it is attacking, either by being in the AoO, or in a square activated by a HQ action. Or, if defending, in the same formation as one of the defenders of the square.
· In range of the target.
· Able to see the target itself, or it has passed a comms check with an observing ground or air unit that can see the target.
· Not already fired this period. (Mark units that have fired with a puff of cotton wool smoke that is removed in the next Reset the Command Post Phase (p.26.))
· Not defending monster guns which do not fire, even if they have not yet fired. The attackers are too close and moving too fast to range on.
Who Applies Losses? (p.38.)
If a square is attacked only by artillery fire, and/or by air attack, with no enemy ground forces attacking into the square, losses are distributed randomly. Assign a number to each unit in the square and throw a number of dice equal to the losses inflicted. The dice scores indicate which unlucky units suffer the losses. If a dice score is higher than the number of units, throw it again until some poor bugger cops one. Note that this random distribution of losses breaks the normal RAW, that losses are distributed evenly – if the dice come up doubles or triples two or three losses can be inflicted on the same, unlucky, unit. By the same happenstance if any of the units in the square are undisclosed dummies they can be hit by the random allocation of losses.
If enemy ground forces, (possibly assisted by artillery and or air attack,) are attacking into the square, losses are distributed as described in the RAW, except that:
· The first loss must be applied to a front-line (FL) unit if there is one in the square; and
· Losses cannot be applied to non-combatant (NC) support units until losses have been applied to all other support units that have combat factors.
Remember that most support units are also vulnerable (V), so they are destroyed if they have a combat value, or captured if they do not have a combat value, when they take one hit at 0 range.
Who May Retreat Before Combat? (p.42.)
All Reconnaissance (Rc) units may retreat before combat.
Paying with Ground Not Blood
[bookmark: _Hlk184513103]Reconnaissance units that are ambushed (see p.17XX above,) can give ground rather than suffer losses. Before firing back at the ambusher, and before they reveal any other enemy hidden markers in the square, the recce unit announces that it is giving ground by retreating into the square from whence it came. This retreat negates the first loss it suffered in the ambush. (So, for example, if it took two hits it would negate the loss that it would normally take for the first hit. If it took three hits it would negate the loss that it normally takes for the first hit but still take the second loss for the third hit.) A retreating recce unit does not get to fire in any ensuing combat in the same square. 
Collateral Damage
Built Up Areas (BUAs) are vulnerable to collateral damage when struck by large munitions. For our purposes “large munitions” are delivered by artillery units with a range of 4 or more, and by attack aircraft, bombers and Zeppelins.
When a large munition hits a BUA with a dice score, (neat or amended,) of 6, in addition to the hit on defending units, for each 6 mark the BUA with a damage marker of a small bit of cotton wool smoke. If a BUA accumulates three damage markers it is reduced to rubble. Mark the whole BUA with lots of cotton wool smoke. 
Rubble is just as easy to defend as a BUA, but the road, rail, and river infrastructure is blocked by fire and debris. Units cannot make transit moves or use arteries through rubble, (see p.17xx above.) Rail and Riverine units can enter rubble but must stop and can only leave by returning to the square that they entered the rubble from. If Rail and Riverine units are in a BUA when it is reduced to rubble, they can only leave by the artery that leads most directly to their rear deployment edge. 


Chapter 8: The Night Period
The Attrition Phase (p.45.)
The fighting men of Danubia are made of somewhat sterner stuff than their comrades in EW who, when isolated, start dying after only 12 hours on combat rations, and, without the ministrations of the Catering Corps and the Ordinance Corps, will be wiped out completely in 72 hours. Attrition in Danubia is more protracted, and far less deadly. It is conducted as follows:
· At the end of each attrition phase place an isolated marker, (a puff of cotton wool will do,) on each now isolated square.
· At the beginning of each attrition phase check for attrition in squares that already have isolation markers on them (Yes, this means that isolated squares do not test for attrition on the first night after they become isolated.)
· Attrition losses are not automatic. Instead dice for each unit using its original firepower value, (not present value which might be reduced by losses,) which is used as an analogue for its combat efficiency. So, Good/Veteran = 3,4,5,6; Average/Trained = 4,5,6; Poor = 5,6. Add +1 to the dice if there is an HQ in the square, representing the availability of formation level supplies. If the dice score is lower than this original firepower number the unit takes one loss.
· Exhausted isolated units are not eliminated, so if a unit is already exhausted there is no point dicing for it. (To destroy them they would need a combat defeat and would be unable to retreat, so it is safe to surmise that they are surrendering due to the dire straits of isolation.) Note that, since in Napalini exhausted units do not exert a zone of control, the possibility of SD supply lines being opened up described in “The Sequence of Attrition” at p.45 RAW, can still apply, except because an SO unit lost its ZoC due to exhaustion rather than elimination.

Victory Points (p.46.)
In addition to 1 VP for each flagged objective to each side, each turn, the following VPs are awarded on a one-off basis on the first turn that they occur:
· +1 VP for taking an enemy supply source. If the enemy subsequently recaptures the supply source the VP is lost.
· +1 VP for capturing or destroying an enemy HQ.
· +1 VP for each 10 points worth of enemy units eliminated.
None of these additional VPs have any effect on determining The Momentum, which still goes to the side holding the majority of the flagged objectives.
Placing Reinforcements (p.47.)
Reinforcements may be placed on any supply source, or in the same square as their army HQ. The other RAW restrictions on placing reinforcements still apply.


Chapter 9: Stockpiles
Starting Stockpiles (p.49.)
Normally the number of stockpiles that each side will start with will be determined by the campaign situation.
During deployment, place the stockpile supply depot next to one of the arteries, with the number of stockpiles marked by beads, and deduct one bead for each stockpile used.
If a side’s supply depot is captured that side cannot use stockpiles for the remainder of the battle. At the end of the battle dice for the disposition of each individual remaining stockpile. On a 5 or 6 it was evacuated in time and is available for future battles. On 3 or 4 it was destroyed. On a 1 or 2 it was captured intact by the enemy, and can be used by the enemy in future battles.
Note that capturing the stockpile supply depot only affects the use of stockpiles, and it has no effect on the tactical supply situation of other units in the battle. 
Stockpile Effects (p.50.)
In addition to the five uses for stockpiles in the RAW – Rally, Restore, Bonus Op, Rush Reinforcements, No Attrition - add:
Barrage
[bookmark: _Hlk207845683]When: Either immediately after an enemy barrage, (a counter-barrage;) or at the beginning of any friendly round before any movement. In both cases an HQ action has to be expended to coordinate the barrage, (unless it is the SO’s opening barrage,) in addition to a stockpile being used to supply it.
Effect: All the artillery units in your army may fire and are immediately re-loaded, so do not receive a fired marker.


Chapter 10: Traits and their Effects
Danubia is replete with secret and special weapons. See Appendix B for traits, special units and weapons, and known Secret Weapons.








The Advanced Game
Welcome to the Advanced Game (p.54.)
Chapter 11 of Napalini, like the RAW, deals with Cards, Airpower, and Barrages. Thereafter the “Advanced” rules part company with Eisenhower to cover the housekeeping aspects of the Danubian Wars, and to convert the specialist characteristics of “To End All Wars” into the Eisenhower format. The rules conclude with appendices covering non-generic riverine units, unit traits, and cards.


Chapter 11: Cards, Airpower, and Barrages
 Understanding the Cards (p.56.)
“War has other laws than the hierarchy of rational principles, other morality than tactical regulations.  It is played by two, cards hidden, the lies, the bluffs, and the tricks.  The courage, fear, love, and hatred of men cannot be confined in the predictive mathematics of general staffs.”
Jean Pouget
In the RAW cards are used to abstractly represent air and artillery advantages, two functions that have been un-abstracted in Napalini; and they also represent “advantages based on the characteristics of your generals, your staff, your troops, and so on.” In the RAW cards are pre-selected and then used every day for the duration of the battle, so “Old Blood & Guts’ could slap people six days a week and then rest on Sunday. Likewise, the same tactical options were repeated every day. 
In Napalini generals’ character traits are permanently assigned to them so it pays to have a man of the right temperament and skill sets in the right place for the sort of battle you are fighting, and a general only has the chance to exhibit his personal genius, “like the flash of a kingfisher across a river…” once or twice a battle. Similarly, events presenting tactical or strategic opportunities can occur every day, but each event can only occur once on each side in a battle. Whilst there is a limited choice in the way you can steer your selections to affect these events, fortune, in terms of the cards that you are dealt, and, above all,  the ability to recognize a unique and fleeting opportunity and play the right card, at the right time, at the right place, has a major role in determining if the card play has a decisive effect, or is insignificant in determining the outcome of the battle. 
See Appendix C for the list of Character and Event cards.

Character Cards
Each general has one permanent character card that represents the general’s personal tactical or strategic speciality. Look upon this as a natural extension of the “To End All Wars“ Good, Average, and Poor ratings of generals that vexed Der Fuhee so much.  The character cards are named for historical archetypes of the speciality.
[bookmark: _Hlk186328838]There are five original EW character cards and 10 new Danubia cards, so a total of 15. Before the campaign re-starts you will choose the cards for your generals. No two generals of a nationality can have the same character card, although it is perfectly possible for generals of different nationalities to have the same character traits. Three generic card are included to facilitate the rare situation when there are more than two generals with the same characteristics present in the same battle.
If a general is replaced, his new quality and card will be determined at random before he enters battle for the first time. The card pool for choosing the new traits will not include the traits already used unless all the character cards have been exhausted. Then the same character cannot be assigned for a third time, until all traits have been assigned twice.
A character card can only be played once in a normal four-day length battle. If the battle goes to "extra time" for two more days, the used character cards are returned and can be used once more.
Event Cards
Event cards represent just that – one off events that may be of tactical or strategic significance or may be insignificant to the outcome of the battle, depending upon the circumstances. There are six original EW event cards and 26 new Danubia cards, so a total of 32.  Players receive extra bragging rights for correctly identifying, and expounding upon, the source of the quotes in the cards’ titles. Four scenario specific event cards are included to allow for you to devise one-off events specific to the special circumstances of any scenario.
At the beginning of the battle each side, (not each general,) picks one event card of their choice, and then deals one more random event card from the deck. In the Command Phase of the morning period of Day 2 of the battle, and in every morning Command Phase thereafter, draw two event cards at random, discard one and keep the other. If you hold an unused event card you can discard it first, to increase your options by drawing three cards and keeping two. (Note that you make the decision to ditch the original card before you see the three new cards - Old Danubian Proverb about Pigs in Pokes.)
Card Play 
Event cards can be kept in the hand to be played in later turns, and there is no limit to the amount of event cards you may hold in your hand – but only one unused card can be discarded to give you an extra draw in each morning Command Phase. 
A side cannot play more than two cards total, (whether character, event, or both types,) in any one morning or afternoon period. (Calvinball was never popular in Danubia.)
Used and discarded event cards are not returned to the deck even if the battle goes to six-day “extra time.” 
When Cards are Played (p.57.)
Unless a card specifically mentions that it is to be played in a particular phase, or after a particular event, cards are played by the active player only at the beginning of a round after he has successfully activated his Op.  The exceptions to this rule are listed  at Annex C.



The Airpower Phase (p.58.)
The Air War in Danubia
Oh! I have slipped the surly bonds of Earth
And danced the skies on laughter-silvered wings….
[bookmark: _Hlk179159668]Table 5: The Air Forces of Danubia
	Type
	Cost
	Ground Attack
Dice
	Air Attack Dice

	Balloon
	1
	-
	-

	Zeppelin
	5
	4 LM
	(2)

	Fighter
	3
	1
	3 (2)

	Observation
	2
	-
	-

	Attack
	3
	2 LM
	(1)

	Bomber
	5
	3 LM
	(2)

	Skytrain
	2
	-
	-

	


() = The self defence dice of the aircraft type
Airpower
Airpower is applied in four ways:
1. Air Superiority – The fighter squadrons duel to become masters of the air.
2. Observation –Balloons, OP aircraft and Zeppelins seek out the hidden enemy.
3. Ground Attack – Zeppelins, strafing fighters, attack planes and bombers conduct airstrikes. 
4. Paratroops and air supply.

Air Superiority
Fighter Missions - Fighters may be allocated to air superiority missions in the Airpower segment or be held back and used to ground attack in later ground activations. In addition, fighters that were committed to air superiority, but did not have to fight because no enemy fighters were committed against them, may ground strafe in a later ground attack mission. Note that at least one fighter squadron, (fresh or worn,) must be maintained on the air superiority mission to continue air control.

[bookmark: _Hlk179212124][bookmark: _Hlk179157478]In the Airpower segment, first the attacker commits fighter squadrons to the airspace over the battlefield. Then the defender commits his fighters. In Overcast check for fighters reaching the airspace. Place the aircraft on a part of the battlefield, or adjacent to the battlefield, where they will not unduly affect ground movement, but where they can clearly be seen, so that you can easily keep track of the changing air superiority situation over the morning or afternoon session.

[bookmark: _Hlk179232210]The fighters now dogfight simultaneously. Throw the number of air attack dice per fighter squadron, using normal firepower values, and loss allocation (1 + ½.) Exhausted squadrons return to base. 

Count the remaining fighter squadrons, with worn squadrons counting ½.  If one side exceeds the other by more than ½ squadron it has air superiority. Each side will be in one of four airpower states: Air inferiority – the enemy has more fighters. Air parity – the enemy has a similar, (within ½ squadron,) number of fighters, but more than none. Air superiority – the enemy has less fighters. Air Supremacy – the enemy has no fighters. 

[bookmark: _Hlk179212921]These four states determine the chances of other aircraft penetrating to their targets. If a side has air supremacy its non-fighter aircraft missions will automatically reach their target squares. For other states consult the Intercept table to determine what happens to the mission. Consider the dogfight to be on-going throughout the morning or afternoon so the fighters may suffer or inflict further losses as they attempt to escort or to bounce incoming missions, or suffer from the defensive fire of the incoming mission. This is determined by the Intercept procedure described below. 

High Level
Zeppelins and bombers in clear weather may be designated as observing or bombing from high level. This reduces their vulnerability to AA fire, but also reduces their bombing accuracy. It has no effect on a Zeppelin’s spotting ability. They cannot operate at high level in overcast. High level does not affect their interception by enemy fighters.


Air Observation
[bookmark: _Hlk179214626]After Air Superiority has been determined, first the attacker commits his balloons, by raising them; and OP aircraft, and Zeppelins by placing them on their spotting squares. Then the defender does the same. In Overcast check for OPs and Zeppelins reaching their targets. Balloons are not affected by Overcast. Consult the Intercept table to determine what happens to the mission.
[bookmark: _Hlk179215424]
Reveal any hidden AA units, and conduct AA fire by both previously revealed and previously hidden AA units. Exhausted aircraft return to base.
Remaining spotters spot.

Ground Attack
During any activation, after ground units have moved, but before combat is adjudicated the Army HQ may expend one prompt to task aircraft to ground attack missions. 

Any number of available squadrons may be tasked to ground attack missions for one prompt. Fighters that did not have to fight to achieve air supremacy, (i.e. the enemy sent no fighters to oppose them,) may now strafe. In Overcast check for aircraft reaching their targets. Then consult the Intercept table to determine what happens to the mission.

Reveal any hidden AA units, and conduct AA fire by both previously revealed and previously hidden AA units. Exhausted aircraft return to base.

Conduct ground attacks using the number of ground attack dice given on the Air Forces of Danubia table, requiring a 5+ to hit targets in close terrain or prepared; or a 3+ for all other targets. 

Ground attacks conducted by worn squadrons throw one less dice.

Ground attacks conducted by Zeppelins or Bombers at high level throw two less dice.

Airstrikes Against the Enemy Command Post (p. 59.)
For each loss inflicted on an Army HQ, deduct -1 on dice throws to generate HQ prompts, or to activate Ops. The minimum of one guaranteed Op per HQ per period remains.

For each loss inflicted on a supply depot destroy one remaining stockpile.

Since ground units cannot be destroyed by air strikes alone, without the participation of friendly ground units, further losses inflicted by air strikes, (or by artillery alone,) beyond the first two losses have no further effect.

Paratroops and Air Supply


Interception
When a ballon or squadron is allocated a task, the non-active player, (aka the defender,) decides if he is attempting to intercept it. The defender can choose to intercept, all, some or none of the incoming missions. 

Intercepts are conducted one by one in the order chosen by the attacking player. The order can be important as losses suffered by either side on earlier intercepts could change the airpower states of the two sides.

Table 6: Interception 
	Aircraft Type
	Own Airpower State

	
	Superiority
	Parity
	Inferiority 

	Balloon
	6 = F 2D Success
5 = F 1D Success
2-4 Success
1 = Abort
	6 = F 1D Success
3-5 = Success
2 = Abort
1 = E 1D Abort
	4-6 = Success 
3 = Abort 
2 = E 1D Abort
1 = E 2D Abort

	Other Aircraft
	6 = F 2D Success
5 = F 1D Success
4 = SD Success 
2-3 Success
1 = Abort
	6 = F 1D Success
5 = SD Success
3- 4 = Success
2 = Abort
1 = E 1D Abort
	5-6 = Success 
4 = SD Success
3 = Abort
2 = E 1D Abort
1 = E 2D Abort

	



Key:
Success = Mission reaches target square.
Abort = Mission returns to base. Balloons are lowered and cannot spot.
SD Success = Mission throws its number of self-defence dice. Note that OP aircraft have no self-defence dice.
[bookmark: _Hlk179230497]F 1D or 2D = Friendly fighters throw this total number of combat dice. (Not this number per fighter.)
E 1D or 2D = Enemy fighters throw this total number of combat dice. (Not this number per fighter.)

[bookmark: _Hlk179245137]Throw the indicated number of dice using normal firepower values, and loss allocation (1 + ½.) If any fighters start worn, all are considered worn for determining firepower values. Losses inflicted on the attackers are allocated at the attacker’s choice on either their ground attackers or onto their fighters, if any. (This represents the fighters escorting the ground attack aircraft.) Exhausted squadrons return to base before bombing.

Air Defences
AA Fire
[bookmark: _Hlk184940927]AA units are Archie, Light AA, 88s and Truck Guns. They fire at each observing or attacking aircraft in range throwing one dice at each target. (The guns fire at each attacker separately because they are presumed to be attacking separately over the period of hours that the Op represents. The days of being able to coordinate multiple squadron strikes into a small time and space to swamp the AA defences lie far in Danubia’s future.)  On a score of 6 the aircraft receives one hit and aborts the mission. On a score of 5 the aircraft is distracted. Worn AA units deduct -1 from the AA fire score. Exhausted AA units may only fire at one target, (their choice,) at -1. Archie, 88s and Truck Guns shooting at Zeppelins and bombers at high level deduct -1 from the AA fire score. Light AA cannot shoot at Zeppelins and bombers at high level.

Distracted observers move their spotting location back towards their own baseline until they reach a square that is out of range of the unit that fired on them.  

Distracted attackers press the attack but count a -1 on their attack dice scores for each distraction.
[bookmark: _Hlk184782450]
Intrinsic AA
[bookmark: _Hlk184945783]Armoured trains, gunboats, and mechanized units with pintle mounts, have intrinsic AA in the form of machine guns which provide a point defence. If at least half of the units in a square have intrinsic AA, throw one dice for each attacking strafing fighter or attack plane; or for each Zeppelin or bomber not at high level. On a score of 6 the aircraft is distracted. (And no, you do not throw one dice for each defending unit. The machine guns are point defense weapons in a four-square mile area. One unit’s guns do not overlap and defend other units, and each attacking squadron is primarily attacking one ground target, albeit that with good luck they might hit two.)



Barrage Balloons
Barrage balloons are an obstacle, not a unit. They make attacks by strafing fighters and attack planes more difficult, and force other aircraft onto more predictable flight paths making them easier targets.
If there are barrage balloons in a square:
· Throw one dice for each attacking strafing fighter or attack plane. On a score of 6 the aircraft is distracted.
· Add +1 to AA Fire, (not intrinsic AA,) against OP aircraft, or against Zeppelins or bombers not at high level. 


Cumulative Effect
The effects of air defences are cumulative, So, say an attack plane was targeting a square protected by barrage balloons, containing one light AA unit and one gunboat, with archie in an adjacent square, it would test for the archie, the light AA, the intrinsic AA and the barrage balloons. It could, theoretically, be distracted four times, if so it would suffer a -4 on its bombing dice.

Home for eggs and ham
Aborted or exhausted aircraft return to base. Otherwise:
· [bookmark: _Hlk207767096]Fighters on air superiority missions remain on the table for the remainder of the morning or afternoon, and then return to base.
· Aircraft conducting ground attacks or transport missions return to base when their mission is completed. 
· [bookmark: _Hlk207768150]OP aircraft may either: (a) remain on the table for the remainder of the morning or afternoon and then return to base; or, (b) move to another square at the beginning of any friendly round, in doing so they test again for interception and AA fire.
· Zeppelins may move to another square at the beginning of any friendly round, in the same manner as OP aircraft and observe, or, if they have not already bombed, may do so now. This allows them to act as the original “loitering munition.” They may remain on the table at the end of the morning session or return to base. They return to base at the end of the afternoon.
· Moving OP aircraft and Zeppelins to new squares does not require the expenditure of a new HQ prompt. You can assume that the crews were briefed to seek out targets of opportunity.

Sortie Rates
During the night period all non-exhausted aircraft are made ready for the next morning’s missions. This includes any aircraft that were previously destroyed or exhausted that have been rallied or restored by the expenditure of stockpiles or by card play.

Place aircraft returning from morning missions in the appropriate box of the ‘Wizard Prang” table at Appendix D, cross-indexing the aircraft type with the mission result. At the end of the morning consult the table with the number in the box being the dice score necessary to make the squadron ready for a mission in the afternoon.

Barrages (p.60.)
In EW only the SO can fire barrages using cards. Danubia is more democratic. Artillery units have replaced cards, and both sides may fire barrages if they have the stockpiles to supply them, (see p.39xx above;) and, except for the battle’s opening barrage, a HQ Action to plan them, (see p.26xx above.) No HQ Action is required for the SO’s opening barrage because the army staff would have had plenty of time to coordinate the barrage before the battle.

In a barrage all the “artillery” units of the army may fire once, using their normal range. Since they are supplied by the expenditure of a stockpile they are not marked as having fired, and the units may fire normally when they are activated in an AoO later in the turn.

Artillery barrages may be directed at a square with an identified target, or by map fire or softening up, (see pp21-22xx above.) Barrages only require the use of one HQ Action for map fire, not two. Any number of firing artillery units may be directed at any target square in range, but all firing units must be designated at their target squares before any dice are thrown for effect – the artillery units are firing simultaneously across the battlefield so you cannot see the effect of some fire before adding more.

If the barrage is directed at a square that is not being attacked by friendly ground forces then losses inflicted by the barrage are distributed randomly on the enemy units in the square, see p.34xx above

The SO may conduct an opening barrage at the very start of a battle. This differs from a normal barrage in that:
· No HQ Action is required to plan it. 
· More than one stockpile may be expended with the army’s artillery firing once for each stockpile expended. 
· If more than one stockpile is expended the artillery units may fire at different target squares for the second or subsequent stockpile, but all target squares must be designated for all firing units before you throw for effect for the first stockpile – i.e. you must prepare a fireplan for multiple barrages and stick to it.
The opening barrage is fired after tactical recce has taken place, OP aircraft have spotted, and ground observation has been resolved, but before the SO takes the first round of the battle.

All other barrages are fired either immediately after an enemy barrage, (a counter-barrage;) or at the beginning of any friendly round before any movement.  If the SO has fired an opening barrage he cannot fire a normal barrage before the first round of the battle, (thus, if you were relying on the opening barrage to disable the defenders and clear the wire, you must go with what you have or wait for the next round to try again!)

.






Appendix A
HELLO SAILOR!
Non-Generic Riverine Forces in Danubia
	Type
	Cost

	Move
	Trans
Move
	Open
	Close
	Range
	Notes

	Gunboat
(Generic)
	4
	2Ri
	6Ri
	3
	1
	2
	FL, A

	Troop Transport
(Generic)
	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S

	British

	HMS Cockchafer^
	7
	2Ri
	6Ri
	3
	2
	4
	FL, A, LM
Lt Cdr. E. V. Kinross
Q = Good

	HMS Scorpion^
	5
	2Ri
	6Ri
	3
	1
	2
	FL, A
Q = Good

	HMS Woodcock
	3
	2Ri
	6Ri
	2
	1
	0
	FL, 
Q = Good

	HMS Sandpiper^
	4
	2Ri
	6Ri
	2
	1
	0
	FL, A 
Q = Good

	HMS Severn
	8
	2Ri
	6Ri
	3
	2
	4
	FL, TA, LM 
Q = Good

	Persian

	Shahbazz^
	1.5
	2Ri
	6Ri
	2
	1
	0
	FL

	Polish

	ORP General Haller^
	4
	2Ri
	6Ri
	3
	1
	2
	FL, A


	ORP Warszawa^
	3
	2Ri
	6Ri
	2
	1
	2
	FL, A


	American

	USS
San Pablo^
	2
	2Ri
	6Ri
	2
	1
	0
	FL, A


	USS
Panay^
	4
	2Ri
	6Ri
	3
	1
	2
	FL, A
Lt. William Collins

	Chinese

	Chiang Kung^
	1
	2Ri
	6Ri
	2
	1
	0
	FL

	Austro-Hungarian

	SMS Leitha
	3
	2Ri
	6Ri
	3
	1
	1
	FL, A

	SMS Maros
	3
	2Ri
	6Ri
	3
	1
	1
	FL, A

	SMS Szamos^
	3
	2Ri
	6Ri
	3
	1
	1
	FL, A

	SMS Temes (I)
	3
	2Ri
	6Ri
	3
	1
	1
	FL, A

	SMS Enns
	5
	2Ri
	6Ri
	3
	1
	2
	FL, A

	SMS Inn
	5
	2Ri
	6Ri
	3
	1
	2
	FL, A

	SMS Sava 
	6
	2Ri
	6Ri
	3
	1
	2
	FL, A
With Archie

	SMS Compo
	3
	2Ri
	6Ri
	2
	1
	1
	FL, A

	Balaton^
	2
	2Ri
	6Ri
	2
	1
	1
	FL

	Helene^
	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S

	French

	Doudart de Lagree
	3
	2Ri
	6Ri
	2
	1
	1
	FL, A

	Balny
	3
	2Ri
	6Ri
	2
	1
	1
	FL, A

	Russian

	Bronekater (BK) 1124^
	3
	2Ri
	6Ri
	3
	2
	1
	FL, A

	BK 1124 PVO^
	3
	2Ri
	6Ri
	2
	1
	0
	FL, A
With Archie

	Lenin PVO 
	5
	2Ri
	6Ri
	3
	1
	0
	FL, A
With Archie

	Vogul
	4
	2Ri
	6Ri
	3
	1
	2
	FL, A

	Fédération Européenne de la Recherche Scientifique (FERS)

	Aurora^
	(4)
	2Ri
	6Ri
	-
	-
	-
	V, S
Captain Haddock 
Q = Good
Carries OP plane

	Japanese

	Seta 
	3
	2Ri
	6Ri
	2
	1
	1
	FL, A

	

	German

	Tsingtau 
	2
	2Ri
	6Ri
	2
	1
	0
	FL, A

	SMY 
Hohenzollern II

	(2)
	3Ri
	9Ri
	-
	-
	-
	V, S
Royal Yacht

	Ludwig Fessler
	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S


	Ostpreussen
	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S


	Prinzessin Heinrich (1896)

	(1)
	2Ri
	6Ri
	-
	-
	-
	V, S


	Paraguayan

	ARP Paraguay

	6
	2Ri
	6Ri
	3
	2
	2
	Fl, A
Transports 1 Bn
With Archie

	Hemingway

	Pilar
	-
	2Ri
	6Ri
	-
	-
	-
	V, FL, Rc

	Miscellaneous

	S Boot
	3
	3Ri
	9Ri
	1
	1
	0
	FL, Rc
Torpedoes

	[bookmark: _Hlk112446500]Siebelfähre and Z Lighter
	(1)
	1Ri
	3Ri
	-
	-
	-
	V, S

	[bookmark: _Hlk112447086]Siebelfähre
Flak
	2.5
	1Ri
	1Ri
	2
	1
	1
	V, FL
With Archie

	Higgins Boats and
Daihatsus
	(1.5)
	1Ri
	1Ri
	-
	-
	-
	V, FL

	LCT 
	(2)
	1Ri
	2Ri
	-
	-
	-
	FL

	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	





Appendix C
Napalini Cards
(O indicates Original EW Cards. * indicates a card that can be played outside of the normal sequence of play.)
	S/No
	CHARACTER CARDS

	O1C
	Title
	Blood & Guts – Patton

	
	Effect
	Add one dice to each of your FL units in one combat.

	
	
	

	O2C
	Title
	The Cheetah - Guderian

	
	Effect
	For this period your tracked units may move one additional square and attack.

	
	
	

	O3C*
	Title
	The Grey Eminence – Dorman Smith

	
	Effect
	For this period add +1 to your Op activation dice rolls.

	
	
	

	O4C
	Title
	The Gunner – Montgomery

	
	Effect
	Artillery used in one combat are immediately re-available.

	
	
	

	O5C
	Title
	The Organizer – Manstein

	
	Effect
	Units making transit moves in this round may start or move adjacent to the enemy, but may not attack.

	

	6C
	Title
	The Soldier’s General - Bradley

	
	Effect
	Your concern for the men’s welfare pays off. Repair two losses.

	

	7C
	Title
	The Fox - Rommel

	
	Effect
	Out on a limb…. For this period motorised or tracked units may cross “Hostile Corners.” 

	

	8C*
	Title
	Where you find him, you find victory - Zhukov

	
	Effect
	Start with two additional stockpiles.

	

	9C*
	Title
	Maskirovka - Konev

	
	Effect
	Start with three additional dummies. Add +1 to envelopment dice rolls.

	

	10C*
	Title
	The Bouncer – O’Connor

	
	Effect
	Short envelopment hooks arrive automatically.
Long hooks test for arrival as short hooks.

	

	11C
	Title
	Indomitable - Auchinleck

	
	Effect
	Replace one stockpile and repair one loss.

	

	12C* 
	Title
	Ruthless on Defence - Chuikov

	
	Effect
	In up to two combats this battle, units in BUA squares with, or adjacent to, his HQs may take one more loss, (total, not each,) and no units need retreat from the square.

	

	13C
	Title
	The Prize Taker - Clark

	
	Effect
	Gain 1 VP for each BUA square that you take in this battle that was not an enemy flagged objective when you took it. 

	

	14C
	Title
	Defeat into Victory - Slim

	
	Effect
	If this is the third consecutive day that you have not held the momentum, receive two stockpiles and repair two losses. 

	

	15C
	Title
	Best of a Bad Lot - Messe

	
	Effect
	Receive one bonus Op with no need for a HQ Action, or to throw to activate the Op. 

	

	EVENT CARDS

	O1E
	Title
	The Feint

	
	Effect
	In all combats this round, dice are rolled simultaneously. Prepared defenders do not roll first.

	

	O2E*
	Title
	The Fireman

	
	Effect
	Any passive side units that aren’t in contested squares this round, may be moved into combats in adjacent squares to join the defenders, (up to stacking limits.) Cannot be played simultaneously with the Ghost.

	

	O3E*
	Title
	The Ghost

	
	Effect
	In any combat this round, any or all defenders may retreat before combat. Cannot be played simultaneously with the Fireman.

	

	O4E
	Title
	Kampfgruppe

	
	Effect
	In addition to the units of the activated formation, any friendly units in the AoO may be activated, regardless of their formation.

	

	O5E*
	Title
	Ready 


	
	Effect
	During the command phase any units of one formation may become prepared.

	

	O6E
	Title
	The Scrounger

	
	Effect
	One supplied worn infantry unit becomes fresh again.

	

	7E
	Title
	“Sing… Louder!”

	
	Effect
	Your armoured replacements have lots of enthusiasm, and can stomp out the Panzerlied, but are they as effective as the men of old? Repair two armoured losses but reduce the quality of the repaired unit(s) by one level each.

	

	8E*
	Title
	“We’d like to. But we can’t accept your surrender….”

	
	Effect
	One of your defensive units, which was obliged to retreat after combat, holds on against all odds. Thus, the enemy can’t occupy the square.

	

	9E*
	Title
	Time spent in reconnaissance is seldom wasted….

	
	Effect
	Inspect three enemy hidden markers within two squares of your units.

	

	10E*
	Title
	Failing to plan, is planning to fail….

	
	Effect
	Add two HQ Actions to your total this period.

	

	11E
	Title
	“Do you bastards want to live forever?”

	
	Effect
	Choose one combat. Add one dice each to infantry unit assaulting hard positions.

	

	12E
	Title
	“Looks like you guys are going to be surrounded.” 
“We're paratroopers, Lieutenant. We're supposed to be surrounded."

	
	Effect
	Place one square in all-round defence, or add one dice to each defending infantry or paratroop  unit.

	

	13E
	Title
	“Did you do that?”
“No, you did….”

	
	Effect
	+1 to air attacks on BUAs. (Thereby increasing the chance of collateral damage and provoking Guernica like outrage.)

	

	14E
	Title
	“The thing that's always worried me about being one of the few is the way we keep on getting fewer.”

	
	Effect
	Your pilot replacements have lots of enthusiasm, and can grow a good moustache, but are they as effective as the men of old? Repair two aircraft losses but reduce the quality of the repaired unit(s) by one level each.

	

	15E*
	Title
	“Everyone who can goes on.”

	
	Effect
	The Brandenburger unit(s) that you had given up for dead return to base after a tortuous and horrendous journey. They are legend. Place them intact in your command’s reserve but they cannot be deployed again in this battle. 

	

	16E
	Title
	“I'm sorry, the book says I must wait three months before I can initiate the procedure for hastening new issue.”
“Fine! We'll send Goring a telegram and ask him not to come over for three months!”

	
	Effect
	Your personal haranguing produces results and gets you the replacement kit you need. Replace one aircraft loss immediately.

	

	17E
	Title
	“You can talk shit about us, but you can’t talk shit without us….”

	
	Effect
	Your signallers excel themselves. Add +1 to all Comms Checks for this battle.

	

	18E*
	Title
	“Un Petty Poo….”

	
	Effect
	Your prepared infantry, in one combat, go that little bit further to give themselves an advantage, and determine to fight to the end. They fire first, then take enemy fire and their own losses, then fire again with their new firepower factors.

	

	19E
	Title
	“Where I go now I go alone, or with others who go there for the same reason….”

	
	Effect
	A heroic saboteur attempts to blow a vital bridge behind enemy lines. (As engineer demolition, but does not require preparation, and with +2 on the dice.)

	

	20E
	Title
	“To you my friend, and you my friend, and all of us together….”

	
	Effect
	Morale is sinking fast, and the men are on the edge of panic, but you rally them with a jolly song. The enemy are bemused, but quite impressed. All exhausted units in one square recover to worn.

	

	21E
	Title
	“I … asked him what the hell he was doing up there. He answered, 'Fixing the wire, sir.' 'Isn't it a little unhealthy up there right now?' I asked. 'Yes sir, but this goddamn wire has got to be fixed.' I asked, 'Don't those planes strafing the road bother you?' And he answered, 'No sir, but you sure as hell do.'”

	
	Effect
	All Comms Checks this round are passed. 

	

	22E
	Title
	"Hail Mary, full of Grace. Hail Mary, full of Grace..."

	
	Effect
	All infantry or paratroops in one square can make a major river crossing without taking a friction test.

	

	23E*
	Title
	“Why don't you knock it off with them negative waves?”

	
	Effect
	Re-throw the 1s and 2s that you just threw in this combat.

	

	24E
	Title
	“I don't need you. Sixty feet of bridge I can get almost anywhere. Schmuck!”

	
	Effect
	Build a tank capable bridge over a major river.

	

	25E*
	Title
	“L'audace, encore de l'audace, et toujours de l'audace….”

	
	Effect
	If you have just cleared a square in combat the attacking units may move one more square, and may attack again.

	

	26E*
	Title
	“And I will show you where the Iron Crosses grow….”

	
	Effect
	Counterattack. After both sides have fired and converted hits to losses, your defending units fire again, adding +1 to their firepower value. Now recalculate the result of the combat.

	

	27E
	Title
	Amateurs talk tactics. Professionals talk logistics

	
	Effect
	Add two stockpiles.

	

	28E
	Title
	Sweat saves lives.

	
	Effect
	Convert one prepared square to entrenched.

	

	29E
	Title
	“Because we’re here lad, there’s nobody else….”

	
	Effect
	Make one square prepared, and it may be placed in all-round defence.

	

	30E
	Title
	“I’ll see you on the beach.”

	
	Effect
	+1 to attacks on one prepared square.

	

	31E
	Title
	“Only two kinds of people are gonna stay on this beach: those that are already dead and those that are gonna die. Now get off your butts.”

	
	Effect
	If attacking a prepared square, after the attacker has shot, and both sides’ hits have been converted to losses, conduct another simultaneous round of combat, before adjudicating the final outcome of the battle in terms of cumulative hits inflicted.

	

	32E
	Title
	“Millin… Black Bear!”

	
	Effect
	The infantry or paratroops in one square are inspired to march faster, and can move two squares, (not in slow terrain,) and fight.

	








Appendix D
WIZARD PRANG
Airpower in Danubia
	Aircraft
Type
	Chocks
Away!
(Ready)
	Mission Result

	
	
	Piece of Cake
(Safe)
	A Bit Dicey
(Abort or Distracted)
	Rum Do
(Worn)
	Gone For A Burton
(Exhausted)

	Zeppelin
	


	
3+
	
4+
	
6+
	
X

	Fighter
OP
	


	
Auto
	
2+
	
3+
	
X

	Attack
	


	
2+
	
3+
	
4+
	
X

	Bomber
Skytrain
	


	
3+
	
4+
	
5+
	
X
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