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Campaign: Fall Blau is a solitaire wargame that

takes place during WW2. The player is in charge of
the German summer offensive of 1942 in Southern

Russia, code named “Operation Fall Blau.” Pick your | —
three generals, issue them orders every turn, and
use your resources wisely in order to obtain your e
campaign's objectives. ®4

The objective of the game 1is to defeat enough
Campaign cards and Counter-Attacks to amass 27 or
more Victory Points (VPs) in order to achieve
either a Victory or Brilliant Victory (36+ VPs)
before time runs out in late November 1942. See b
the “End game” section for more details. |
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O {l/ Find the “"Voronezh” Campaign card and
place it above the Battle Board next to

.1 ) Place the Battle Board in front of the
the unlocked Campaigns section. b4

B ~ player and the Game Mat to the right of
' the Battle Board.
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Place the remaining Campaign cards c
beside the Battle Board next to the 1.3
Locked Campaigns section. ’
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Q Choose any 3
Generals and place
them on the Battle
Board in the three
grey slots on the
frontline section.
The player chooses
the order in which
- they are placed.
Add a number of
grey cubes under . \ s DU
each General equal | : S ey 000 &=
to that respective | :
| General’s starting

. cube strength (the
~  number of grey

cubes illustrated on
the General’s card).
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.6 )On the Game Mat, place the
white cube on the July 1942

5 ) Shuffle the Event deck
’ e “Start Here” box on the

and place it facedown
0%@

j

| 7 )
Place all the Soviet cubes
and any remaining German
cubes near the Battle Board
[ for easy access.

below the Game Mat. Add
the 4 Hard Mode cards
now for a more difficult
game (These cards are
the event cards marked
with a @ logo.)

Operational Calendar to mark the ,‘
date. Place the supply cube on :
the number 5 box on the supply
depot, named “Starting
Reserves.” Finally, place the
yellow cube on the square
marked zero on the Campaign
Progress tracker to mark the
number of VPs you have earned.

— -



“COMPONENTS:

-1 Battle Board -15 Campaign Cards
-1 Game Mat -31 Event Cards
-5 General Cards -9 Dice (6 white, 3 Black)

-39 cubes (20 Soviet, 16 German, 1 calendar, 1 supply and 1 VP)

=HUW_ IU FLAY=

The game is divided into turns. Each turn represents roughly 10 days in time. Each turn has 5 steps
performed in sequence: 1. Adjust the Operational Calendar, 2. Ready all Generals, 3. Draw Event cards,
4. Issue the Generals’ Orders and 5. Launch Local Soviet Counter-Attacks.

1. ADJUST THE CALENDAR

At the beginning of each turn, advance the white cube on the -JuLy- ﬁ:ﬁl‘@mw miD || LATE
Operational Calendar (found on the Game Mat) one box to the right ‘

(e.g. If last turn was Early July, this turn becomes Mid July). | -AUGUST- EARLY| MID (| LATE
When moving from a "Late" box, move the white cube down to the (BERTEMBER S EARLY] WD FiLATE
"Earl_y bo_x of the nex_t n]onth. When the white cgbe moves into the | -ocromer- |eawwy| wio | care
Soviet Winter Offensive" space, the game ends immediately. See the

SOVIET,
-NOVEMBER- |EARLY| MID ]
OFFENSIVE

T

"End Game" section.

2. READY GENERALS

Generals become exhausted either when issued an order or
due to an Event card effect. An exhausted General is portrayed
by sliding the card down slightly until the word “Exhausted” is
revealed on the Battle board.

To complete this step, ready all of your Generals by sliding
their cards upward until the word “Exhausted” on the Battle
Board is covered entirely by the card.

3. DRAW EVENTS

Once the Calendar is adjusted and the Generals are readied, draw two
Event cards from the Event deck.

IMPORTANT!
Cards (apart from events with the stop icon, which must be resolved

immediately) may be played at any time during the turn or saved for
future turns.

If any Event cards have the stop
icon on them, play and resolve

Your maximum hand size is five cards. If you need to draw more cards, Hsse e imediately;

before drawing, choose and discard one card (See “the Event Deck” on page
4 for more details).
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You may only issue an order to a General who is "Ready." After the General resolves an order, he becomes
exhausted and cannot be issued any orders until he becomes ready again. Orders can only be issued to Gen-
erals if they have the necessary supplies.

-ROVANCE ORDER-

The Advance order moves ANY unlocked Campaign card from the unlocked queue to the frontline.
A General that already has a Campaign card directly in front of him may not perform this order.
This order may not be given if there are no Campaign cards in the unlocked queue.

Generals who command regular armies pay 1 supply E to bring a Campaign card from the unlocked queue
to the frontlines, directly in front of the acting General (See the Deploying Campaign Cards section for more
details.)

Generals commanding Panzer armies follow all of the rules above. However, they may pay an additional
supply & to bring a second Campaign card from the queue to an empty space adjacent to them on the

-ATTACK! ORDER-

frontline.
An Attack! order is used to attack and capture Campaign cards or certain Event cards. The General that is
issuing this order may only attack a Campaign card directly in front of him on the frontline or a Campaign
card adjacent to that card.

An Attack! order costs 1 supply E However, some Campaign cards have an additional supply E cost when
attacked, as indicated by their card text.

To attack, roll a number of white dice equal to the number of . under the attacking General’s card.
Generals can also attack adjacent Campaign cards by rolling dice equal to half of the . on that General's
card, rounded up.

Each die roll of (3) or more destroys one . (remove the red cube and put it in the reserve pool).
Each die roll of (1) destroys one. (remove a grey cube and put it in the reserve pool).

WA
When you attack a Campaign card with a 4#e or icon, subtract -1 from each die roll. This means
that you now lose a . on rolls of (1) or (2) and a roll of (4) or more is needed to remove a red cube.

If your attack removes all Soviet ., the Campaign card is captured and added to the completed Campaigns
pile. Add the number of VPs on the card to the Campaign Progress tracker. The player also unlocks any

Campaign cards listed at the bottom of the Campaign card next to the M icon and places them in the
unlocked queue. A1
RTN el T NSPARTL  h ge Wt I A Forygas = s T AR N e . ¥ R TR ” AT TR T T3
&) OovERHILL RULE
When making an Attack! order against a Campaign card or Event card, never lose more ‘than the total
amount of on the card that you are attacking. For example, if you use an Attack! order and roll a 1, 1,

1, 3 and 5 and the targeted card only has ‘ defending it, only remove ‘ even though you rolled
three 1's.

-CONSOLIDRTE ORDER-

The Consolidate arder allows Generals to replenish troops and supplies. When performed, add a .to the
General's card, but do not exceed the starting number. These cubes can only be added to the General who

performs the Consolidate order. In addition add g g to the Supply depot.




ENDING THE TURN

Once all Generals are “exhausted,” or the player is finished issuing orders and playing Event cards, the
Germans lose the Initiative. The Soviets now respond by launching Local Counter-Attacks, if possible.

5. LOCAL SOVIET COUNTER-ATTACKHS

During the final step of each turn, the Soviets launch Local Counter-Attacks. If there are no Campaign
cards in play, ignore this rule. Any Campaign card in play on the frontline launches a Counter-Attack.
Counter-Attacks are resolved one at a time. Each Campaign card Counter-Attacks the General directly
in front of it.

Roll a die for each . below the campaign card. Each die roll of (1) destroys a ‘ of the General facing
that campaign card. (Note: Certain event cards such as General Zhukov and Chuikov, when in play, give
re-rolls or other bonuses during the Counter-Attack.)

The -1 modifier to dice rolls for attacking& or DOES NOT APPLY when the Soviets
Counter-Attack.

REORGANIZING THE FRONTLINE

At any point during your turn, you may re-organize the frontline at
the cost of one supply E By doing this, you may change the order
in which your Generals appear on the frontline. This tactic may be
useful if you want a certain General to face a particular Campaign
card.

THE EVENT DECK

Every turn, draw two Event cards. Events marked with a must be played and resolved immediately. All
cards marked with a ‘s'\ stay in play and affect the game as indicated on the card. All other cards can be
played at your discretion during the current turn or a future turn. However, remember that your maximum
hand size is five cards. If you need to draw more cards, before drawing, choose and discard one card.

Most Event cards can be used to gain . or E or to add extra dice to an Attack! order. When dice are
added to an Attack! order from an Event card, these additional black dice do not result in the removal of

a ‘ on a roll of (1).

Only ONE Event card can be used to add extra dice to each Attack! order, and the decision to use
the Event card must be made before any dice are rolled.

In addition, the Luftwaffe Support and the Dora Rail-Gun Event cards allow you to make a separate
special attack with black dice (without the need to use an Attack! order). However, these attacks do
not capture Campaign cards and these special attacks cannot result in the loss of any‘. If this attack
removes all Soviet on the Campaign card, you must still issue an Attack! order to a General to capture the

Campaign card.

Any unused cards stay in your hand for next turn. When the Event deck runs out of cards, Exhaust a
General of your choosing and re-shuffle all discarded Event cards to form a new Event deck.
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MAJOR SOVIET COUNTER-ATTACHS

In addition to Local Counter-Attacks, some Event cards produce Major Counter-Attacks. These cards resolve
immediately and are deployed to the frontline with priority given to any empty space on the frontline. If more
than one space is empty, the card will deploy in front of the General with the fewest cubes. In case of a tie,
choose where to deploy the card.

The Event card Counter-Attacks immediately. Once this Counter-Attack is resolved, it acts like a
normal Campaign card (i.e. the card stays in play until captured).

If all frontline slots are currently filled, the Major Counter-Attack will temporarily deploy in front of the General
with the fewest cubes. In case of a tie, you may choose where to deploy the card. Upon deployment, resolve
the Counter-Attack immediately, as normal. When finished, place the from the Counter-Attack card on the
Campaign card facing the General who was targeted. Then, discard the Counter-Attack card.

LOSING A GENERAL

If any General loses all of their O, that General and his entire army are wiped out. The General’s card is
removed from the game. This may be due to rolling too many (1)’s when attacking or because of a Soviet
Counter-Attack; you must continue the game with one less General.

In addition, deduct -2 VPs per General lost at the end of the game.

Any Campaign cards on the frontline that do not have a General facing them (due to losing a General)
remain in play, but do not Counter-Attack as long as no General is directly in front of the card. (See
“Reorganizing the Frontline section” on page 4 for details on how to re-deploy Generals on the frontline.)

DEPLOYING CAMPAIGN CARDS

Once a General performs an Advance! order, the player may choose any ONE Campaign card cur’rgntly in the
unlocked queue and deplay it in front of that General’s card. Generals who lead Panzer armies .--f. have the
option to pay an extra E to deploy a second unlocked Campaign card to an empty space adjacent to the
originally placed Campaign card. A maximum of ONE Campaign card can be deployed in front of each General.

Once a Campaign card is deployed to the frontline, place a
number of‘ on it equal to the number of ‘ depicted on

the card. ME 7&

The Astrakhan 1”\7{—;

Campaign card has five ey
Finally, some Campaigh cards place conditions on the nhumber red cubes depicted on : ":ﬂf::ijkio::
of ‘ deployed. In this case, if a certain game condition is it. When deployed to

met, e.g. “if Grozny is not Captured,” the player will deploy the frontline, place five
additional . red cubes on the card.

“ASTRAKHAN WAS A STRATEGIC 0B JEC
T B ittt et LSO BECAUSE IT WA% 0 BE THE Ll

card usually deploys
| -When deployed, if Grozny is not yet with two red cubes.
captured, Add‘ to this card. HOWGVEI", if you have
-All Attack! orders made against not a/ready Capture_d
this card cost an extra & the Grozny Campaign
= card, place four red
cubes instead.




VICTORY POINTS AND SOUIET REINFORCEMENTS

Victory Points (VPs) are gained by capturing Campaign cards.
Each Campaign card is worth a certain amount of VPs as
indicated on the card. Certain Event cards can also earn VPs.
Each Campaign card has a white circle with a number inside the
laurel leaves indicating how many VPs the card is worth.

Any time the player gains VPs and the yellow cube on the
Campaign Progress tracker stops on a red circle,

add .3 to the Campaign card on the frontlines worth the
most VPs.

If there is a tie, the player chooses which
Campaign card to deploy the cubes to.

If there are no Campaign cards currently in play, ignore
this reinforcement rule.

ENDING THE GAME

The game ends either when all of the Campaign cards are

captured or when the yellow Operational Calendar
tracking cube lands on the "Soviet Winter Offensive"
space.

Use the Campaign Progress tracker to determine how
many VPs the player has earned.

Note: The Green Victory and Brilliant Victory boxes on
the Campaign Progress tracker are only used for Hard
Mode games (See “"Hard Mode Section” on page 7 for
more details).
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Brilliant Victory.

RULEBDOK

6

For example,
the Voronezh
Campaign card |

is worth 1 VP.

For example, here the player has accumulated 9
VPs and the yellow VP cube has landed on the
number 9 box of the Campaign Progress tracker
which contains a red circle.

MBI AT I N END AL
JJH ERATIONAL CALENDAR

-JuLy- ’gg:;gunm min H LaTE
-AUGUST- ‘Emu.vH M0 H LATE ’
-SEPTEMEBER- ‘EARI.VH MID H LATE E
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If you have at least 27 VPs at the end of the game, you have won the
game with a Standard Victory.

If you have 30 or more VPs at the end of the game, you have won a

If you have earned less than 27 VPs, the Germans are defeated and
you have lost the game.
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PANZERTRUPPEN RULE vs MOUNTAINS and FORTIFIED CITIES

W
When using an Attack! order against Campaign cards with Mountains &é or Fortress icons, Panzer
armies will not be able to use the “Panzertruppen” special rule. This is because the -1 to the attack dice from
these Campaign cards makes it impossible to roll a (6) on any die.

You can cancel out this effect with Event cards such as “Allied Romanian Mountain Corps” or “Pionier Battalions.”
These cards eliminate the negative modifier to all attack dice against Campaign cards with the ,A‘ or
icons, respectively. 0

AUDITIUNAL UANCMUDES
In addition to the regular game, there are two additional modes that can be added for variety: Hard Mode
and Mission Mode. Either mode may be added individually or they can be combined.

HARD MODE

After playing a few games, you might want a more difficult challenge. You can
play in Hard Mode by adding the 4 extra "Hard Mode" events to the Event deck
during setup. Good Luck!

MISSIONS MODE

The four Hard Mode
cards include a
green circle with a
skull icon.

Missions Mode adds specific Missions to each month of your campaign. These
Missions may be completed to earn extra VPs or supplies. During the setup of the
game, shuffle all ten Mission cards to form a Mission deck.

‘ At the beginning of each month (marked “Early” on the Calendar), draw two
e MissioN Mission cards from the Mission deck. These two cards are left face up and placed
below the Battle Board.

th at
(@) event
5
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Each Mission card has a gamg.condition that needs to be met in order for you to
gain the extra VPs or Supply E specified on the card.

I W45 INFORTANT 10 0N THE WOKLP THAT GEWANY'S AR5 ALLIES WEKE
- HELTING THE GAUSE ANY FULLING THEIR WEIGHT.*
(& SR oA AN

At the beginning of each month, any mission cards without their conditions fully

An example of a met are discarded. Two new Mission cards are drawn.
Mission card worth

il _ If the Mission conditions are met at any time during the game month, discard the

{ Mission card and adjust the Campaign Progress track or Supply Depot track
w« accordingly.

== While the missions allow you to earn extra VPs, you will nheed a higher VP total to
The new win conditions  win the game.
when using Missions In Missions Mode, a total of 32 VPs are needed for a Standard Victory and

are marked in green on 36 VPs for a Brilliant Victory.
the Campaign progress
track.

UEhMAN SFCLLING UL LARDD

The decision to use German spelling and unit names for the Event cards in Campaign: Fall Blau was in order to
reflect the historical context of the game's setting. The use of German language and terminology adds an ele-
ment of authenticity and will hopefully help immerse players in the game's history.



RULEBOOK o

UESIUNERNUIED

As an avid fan of history, especially military history, the idea for this game took hold of me back in mid
2020. The original idea was to develop a game for BoardGameGeek’s annual 54-card contest. I wanted to
create a solo wargame and immediately focused my goal towards a WW2-themed game based on,
Operation Fall Blau, likely the most important campaign of the entire war. The game would only involve
54 cards and therefore would largely be focused on symbol matching. However, after much thought and
deliberation, I decided to put the idea on hold as I realized the constraints of the contest (cards only)
would likely not do the game justice. A short time later, BoardGameGeek announced the 2020 Solitaire
contest and I immediately went back to the drawing board to work on possible game mechanics involving
cubes, dice, and cards. I made the decision early on to design the game from the German perspective so
that the game decisions would be much more interesting.

I envisioned a solo wargame in which the player chooses three Generals and uses them to trigger actions
and attempt to defeat a deck of campaign cards. I also wished to use time as a losing condition (a fight
against time to attain the game objectives). In order to add an extra random element, I decided to
include an event deck to incorporate a small hand management mechanic and to better represent random
events which will either help or hinder the German campaign.

My primary design goal was to make a light solitaire wargame with some elements of resource and hand
management but most importantly, tough decisions. These choices start even with the initial selection of
three German Generals to lead your armies and continues throughout the game by forcing a fine balance
of resource, risk, and time management. The German High Command during this Campaign was severely
hampered by these factors and this is exactly what I wanted to depict in the game.

With all the game mechanics and graphics in order, I finally submitted the game to the contest. The help
and encouragement from other members really motivated me to improve the game as much as possible
during and after the contest. I managed to come away with the award for Best Wargame which really
meant a lot to me.

-Martin Melbardis
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Event cards with this icon remain in play for the A grey cube. Used as a resource to determine the

N rest of the game. fighting strength of German Generals.
o
_"‘f_ Generals with this icon command a Panzer army. A red cube. Used as a resource to determine the
: fighting strength of the Soviets on either Cam-
r Generals with this icon command a regular army. paign cards or some Event cards.
Event cards with this icon must be played and & A supply resource. Used for Attack! and Advance
resolved immediately when drawn. == orders.

N Unlock. When capturing a Campaign card, any ~A. Mountains. When attacking Campaign cards with

@ Campaign cards next to this icon on the captured this icon, all attack dice rolls are modified at -1.
card become unlocked and placed in the unlocked
queue. Fortress city. When attacking Campaign cards or

certain Event cards with this icon, all attack dice
rolls are modified at -1.

« All images courtesy of the German and Russian federal archives.
‘_,bLLJ_/' f < All icons courtesy of https://game-icons.net/
Thanks to editors Liz Davidson and Christopher High for help on the rulebook and to Catastrophe games for

publishing the game. Also, a special thanks to all the playtesters and supporters who helped make Campaign:
Fall Blau the game that it is today.




