

Version History 
1.0 And the fun begins. Introductory scenarios and “Instructions and Design Notes” included
2.0 Updated this file to version 2.0 for the Central District Master Map
Getting Started
Installation of the MOD is no different than for any other MOD you may have installed for CMx2. One way is to extract the Stalingrad MOD ZIP files (Part 1 and Part 2) you downloaded into their own folder. For example, a folder called “Stalingrad MOD”. Now place that new folder containing the Stalingrad MOD files and their sub folders into your Z folder or your user data/mod folder. 
C:\Users\kevinkin\Documents\Battlefront\Combat Mission\Red Thunder\User Data\Mods
ORcC:\Program Files (x86)\Battlefront\Combat Mission Red Thunder\Data\Z
[image: ]
For Mac Players, find your CM Red Thunder App in your Applications Folder.  Right Click and select Show Package Contents.  When you open the Contents folder and expand a few more folders you will see something like this. The easiest thing to do is create a folder called Zmod in your Data folder and place your “Stalingrad Mod” in there.  If you already have Mods installed, we recommend you remove them at first to make sure there are no conflicts.  Drop the scenarios in the Scenarios folder under Game Files and you should be good to go.

Should you care to uninstall the Stalingrad MOD you can by removing them from the file locations you placed them into originally. Also, the current rubble textures are very white in color. If you prefer the original red color just remove the new white texture files.  

A small “demo” scenario has been provided to check and insure the MOD looks correct on your system. It is named “May we All Be Heroes of Stalingrad” 

Credits

The Stalingrad Mod is by NigelP and Umlaut. The maps were researched and designed by NigelP. Others supporting the project are: grunt_GI, FGM_Enven, Jorge MC and kevinkin.

Supporting MODs by Tanksalot and Kieme.


Additional Information 

The Battle of Stalingrad, and the entire 1942 Eastern Front campaign, will be well known to those who download this Mod. Simple Google searches will return countless descriptions of the fighting and detailed maps. Today the interested historian can obtain for free what would have cost hundreds of dollars 20 years ago. As usual, be careful taking internet information at face value. Some sites to start with are:

We were graciously allowed to include the PDF file “Stalingrad Pocket” by the author Akhil Kadidal.

Battle of Stalingrad Video Presentation

Attack on Stalingrad translated from German

One Google search term that works well is “Stalingrad Operational Maps”

Urban Tactics 101 (very brief tips)
SETUP AND MOVEMENT
· Attacking buildings is costly in men and ammo. Check your starting squad’s headcount and ammo load – it might not be 100% to reflect the "on-going attrition and supply situation" per the scenario design. 
· Select building sections and levels carefully. You will need to capture sections of buildings that are objectives and suppress or capture building sections that might stop your progress. Wandering around the map will be inefficient. Before setting-up and plotting your first move, check the key buildings for “open” windows i.e. fire ports / apertures.  Check to determine if the adjacent levels will allow internal movement via internal doors. Remember in urban combat your troops may be vulnerable from 360 degrees so plan your movements carefully and try and keep troops in mutually supporting movements or an urban version of over watch. Read the briefings AND design notes. They may contain information specific to the MOD and scenario e.g. descriptions of the “floor plans” for key buildings and perhaps best approach routes. 
· Urban combat may require a bit more up front planning than fighting on more open terrain. Those checks may seem tedious but they are key to completing the mission successfully. Some scenarios may give you time to feel your way into the battle. Others may have tight mission requirements. You might use a simple hand drawn map to remind yourself of the city layout and building floor plans. Try to use a phase line approach to cover the battlefield in the allotted mission time. Be careful not to set-up in areas that are “dead ends” e.g. back alleys with tall walls and building sections with no doors! Lack of windows and doors reflect the original construction, battle damage and enemy “sand bagging” the structure for defense. As scenarios proceed from September through the winter, expect more defensive works, fewer available troops and ammo. 
· Scouting is important.  One well executed ambush can wipe out a lot of troops in an urban environment.  You may want to split large squads to provide more fire and maneuver units and scouting forces.  Better to lose 3-4 guys to a hidden MG than a whole squad.
· Here is a very simple attack sequence that would strike part of a phase line.

SUPRESSSION 
· Suppression is KEY to successful movement and taking urban objectives.  Try to pinned down any sources of fire that will interdict your movement in the open toward the objective building. Use MGs and SMGs to their maximum effect. 
· Use "TARGET LIGHT" during suppression to save ammo if needed. If you do not have an identified target, consider using AREA fire. It may take several one minute turns to be able to safely move out toward the objective building. 
· If you have units providing covering fire, you do not need the assault squad to provide its own covering fire. So, you may want to avoid the ASSAULT command for that squad whereby it divides into two sections. Try to estimate the minimum force needed to finally eliminate the suppressed enemy. You may need just a split squad.

· Weapons
Use direct fire HE (75mm or better) and ATGs if available. AFVs will be in short supply in many scenarios. You don't have to knock down the objective building. Get the enemy into a poor morale state as soon as possible. Mortars do not count as effective HE. These high-trajectory weapons are better suited against light wooden structures, trenches or wooded areas When using smoke, make sure the timing is planned and accounts for wind drift. Off map artillery can be effective against building objectives. Just realize that it is less accurate than direct fire and needs time to call in and adjust. Breach teams and flame throwers can be deadly. But they are slow to position so plan their deployment carefully. Note: the game does not directly model gun elevation. BFC has adjusted tank guns so that if the target is outside of the gun's normal elevation limits firing times are increased simulating finding a position to fire on a difficult target. 
GETTING TO THE OBJECTIVE
· While suppression fire is ongoing: quick or fast move to the base of the objective near a door. If the distance is short and you have time, slow move instead of running. In large buildings, if you have breaching capabilities available, you might be able to use satchel charges to either move within the building or blast your opponent on the opposite wall.  Always remember you are vulnerable from 360 degrees while out in the open. Use rubble, folds in the ground, as well as buildings to provide cover and concealment on the otherwise barren landscape. 

· Minefields and Wire on the battlefield. For active, non-marked mine fields, this is a red sign with a skull and crossbones, saying "Danger Mines".  A marked minefield has its sign changed to off-white.  A known neutralized mine field (all mines detonated) has a green sign with a white X on it. Marking a minefield substantially reduces the chance of triggering a mine for infantry traversing the minefield. Although antitank minefields can be marked, marking them appears to have no effect, since infantry can traverse them without risk in any case and vehicles don't benefit from marking. Minefields can be neutralized by heavy artillery (150mm+), if it scores a direct hit. Minefields can be neutralized by a blast from a demo charge, although due to the game's limitations, a blast can only be performed if there is some “blastable” obstacle (such as wire) in the action spot. Anti-personnel mine explosions damage a vehicle's tracks or wheels.  No other system on any vehicle is affected. Vehicles have varying levels of damage that their tracks/wheels can withstand before they are immobilized. 

· As missions move from September into the colder months, mines and wire will become more common. Wire can be removed with the blast command. A tricky enemy may allow you to clear a path but withhold fire until your men try to move through the breach. Achtung! 

ASSAULTING BUILDINGS
While moving the suppression fire up or down level by level, assault the objective.  Use the ASSAULT command instead of the MOVE or QUICK command.  It might also be worthwhile to break squads into teams using the SPLIT SQUAD command to make smaller groups that could assault a building from multiple directions while providing suppressing fire. This offers the player the most control. Target the adjacent rooms once you get a foothold in the building. Some players like to assault from upper levels down when possible. Try to estimate the minimum force needed to finally eliminate the suppressed enemy. You may need just a split squad. The supersession-assault cycle takes time! Once you captured the objective spread out. Avoid having an entire squad a small level “room” which can be subjected to ambush type fire. That will ruin your day. 
Scenario Design & TO&E limitations: 
Scenario design is encourage using the included maps and those that are upcoming. 
CMRT units are limited to those available to the combatants during Operation Bagration. So select units that will reflect the timeframe of late 1942. One thing we tried in the DEMO scenario is to use German security units since they have the fewest panzerfausts. To simulate Pioneer units without panzerfausts and a  liberal use of breach teams and some flamethrower troops might be called for. Additionally, we avoid MG 42 machine guns in flavor of MG 34s. We also believe the fewer tanks and assaults reflect the spirit and history of company size action in Stalingrad.  Please post in the Forum any suggestions related to the TO&E for this time period on the East Front.   

Assigning windows and doors to buildings:
The usual control – left click will cycle through the building sides available. You will notice windows and doors from the un-modified CMRT will appear through the new building sides. You need only one of these windows to be able to create LOS/LOF out of the building level you are working on. Similarly, you will just need one door to create an entry and exit into and out of the building at ground level. This will be tricky at first but will become second nature with a bit of trial. These window and doors from the un-modified game indicate to the player where LOS/LOF can be drawn from and how movement is regulated. 

The tiny MOD tag text files are provided in the DATA folder just down loaded. 

Reference Material: 
The great thing about trying to replicate the Battle of Stalingrad is that there is a huge library of information and large maps available, so this part of the research was reasonably easy, putting the maps together was a different story, ok I had an aerial map I could trace but that doesn't tell you the height of the buildings etc., although there are clues, if the aerial was photographed on a bright day then you can, reasonably, with the aid of photographs judge how many floors the buildings had by looking at the shadows. I used this technique throughout. Although most of the buildings were made from influential photos, I have tried to make some of the more famous buildings very similar to the originals. I choose maps that I thought would give a flavor of the destroyed city carefully and hopefully this will come through when you play the maps. I also deliberately made maps that I think people will want to play, i.e., Pavlov's House, this is a classic Stalingrad map, the attacker will get really frustrated as his troops assault the building but can’t break into it due to the steadfast Red Army troops inside, even tanks don't help much, as the area is open to anti=tank fire from the banks of the Volga. This epic battle for Stalingrad, the biggest in history, is a tribute to the soldiers on both sides who went through a horrific struggle for their countries, few survived to tell the tale.
Nigel Pye - Scenario Mod Designer, Map and Building Maker.
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Figure 1 (above) Important Landmarks
[image: ]
Figure 2 (above): Stalingrad City Sectors: 

A. Area for “May they all be Heroes” (Included)
B. Area for “Railway 1 Soviet” and German (soon to be released)
C. Area for “Restless Night” (soon to be released)


Railway Station 1 District (a brief historical description)
The area between Railway Station 1 and the Volga was hotly contested beginning on September 14. Pounding German air raids and artillery left the sector in ruin. Just a week before, Hitler declared that the entire male population of Stalingrad could be eliminated if required to capture the city. The station changed hands many times that day but the Germans eventually broke through. Their machine guns covered the ferry crossing only 100 meters from the river. A desperate Soviet counter attack at dusk pushed the Germans back before they could properly dig in. The next 10 days would see intense combat as the Soviets tried to hold a position on the west bank of the Volga in southern Stalingrad. Any number of missions can be designed using the Map provided. 
 
Red Square District 
As the fighting between Railway Station 1 and the Volga raged, the area around Red Square became another battlefield. Here stood the Univermag department store. This massive structure became a fortress within the city and was the 6th Army’s last HQ from which von Paulus surrendered. The map presents an amphitheater where the barren square is surrounded by tall bombed out buildings. Tactically, the ground offers some unique challenges since rapid movement is only accomplished across the square but will be vulnerable to enemy fire from almost any direction.  

Battle of Stalingrad Center Master Map – summary for version 2.0 of design notes
The battles for Stalingrad’s Central District began with the German offensive on September 13, 1942 and subsided in late September. 
Please refer to the excellent narrative contained in the included PDF file. We were graciously allowed to include the PDF file “Stalingrad Pocket” by the author Akhil Kadidal. Also included with the central district master map are a bunch of tactical maps covering the action from 16th September until 22nd September.
Important Landmarks:
Railway Station #1
Nail Factory
Pavlov’s House
Universimag Deparment Store and Red Square
[bookmark: _GoBack]The Opera House
Zaritsa gorge 
Mamayev Kurgan 
Scenario Ideas and Hints
There are many scenarios one could build on this master map, some of the best known battles took place in this area for instance, Pavlovs House, The floor Mill, The Waterworks, Red Square, The central landing area, Univermag Department Store. These are the smaller battles but I would love to see designers using the maps above and with help of the text make scenarios for each day, i.e .14th September -22nd September. This will be a challenge but well worth the effort. If you choose to design a scenario set in this timeframe please let us know via the forum and we will keep designers informed who is doing what.
Other maps and scenarios have been created and will be released in the coming weeks. 
Beta Testers Needed!
Here is a partial list:
SM_Barrikady, Operation Hurbeteus.btt
14th October Pioneers try to Capture the Pharmacy and the Commissars House.
SM_Forward to the Tractor Factory.btt
Wehrmacht advance into the area before the Tractor Factory.
SM_The Tractor Factory.btt
The actual assault on the Tractor Factory.
SM_Pavlovs House.btt
German attempts to destroy this island fortress.
Sm-A night at the opera.btt
Operations to clear Central Stalingrad, this one to Capture the Gorki Theatre.
SM-Forward to Barrikady.btt
Wehrmacht advance into the area before the Barrikady Ordinance Factory.
SM-Barrikady, The graveyard of the Wehrmacht umlaut.btt
The actual assault on the Barrikady Ordinance Factory.
SM-Something for the bank.btt
Operations to clear Central Stalingrad, this time the Germans attack the massive state bank building close to the Volga.
SM-The Grain Elevator 1.btt
The classic defence by soviet troops in southern Stalingrad.
SM-Time is Blood.btt
Operations to clear Central Stalingrad, this time the area between Red Sqaure and 9th of January Square.
SM-No one here gets out alive.btt
Operations to clear Central Stalingrad, East of Red Square and section of the Univermag Store.

NOTE: Commercial use and/or distribution of the Stalingrad MOD and the contents of Stalingrad Part 1.zip (a & b) and Stalingrad Part 2.zip (a & b) is forbidden. 





 



 











image3.jpg
XIV Panzer Corps |

“yGunrak sution

Taartss R

Grin Elovators

Razguiyayouka Staion

9/ Factory
@ Biickworks

\ Ve
\ \F A/ i ey

M.,,,cﬂm.my“\‘/ Sy
i G s (L)

oL / <
3 Power plant
S vater wiorks

<L
Y Govertiment an arty Buiings
STALINGRAD

FRONT

STALINGRAD
8 September - October 1942
Approsimate ron, 8 Sep
Appresimateront, 13 Sep
Approsimat ron, 2 Sep
— — — Approxmate font 8 Oct-

'™
! ToKioneters





image4.jpg




image1.jpeg
COMBAT MISSION





image2.tiff
@ CM Red Thunder
th | a

Contents

~  Date Modified

Contents Dec 19, 2014, 5:25 PM
» [ _Codesignature Apr 3, 2014, 12:01 AM
") Info.piist Dec 19, 2014, 9:23 AM
» [ Macos Dec 19, 2014, 5:25 PM
| Pkginfo Dec 19, 2014, 9:23 AM
» [ plugins Apr3, 2014, 12:38 AM
v [ Resources ul21, 2015,
© 1401cns Dec 17, 2014, 2:
3 GMRT Data alias ul 21,2015,
v [ Data Mar 20, 2016, 9:30 AM
[ hotkeys.txt Sep 22, 2014, 12:55 PM
o intro.wmy Apr 18,2011, 6:01 PM
) red thunder v100a.brz Apr2, 2014, 11:50 AM
red thunder v100b.brz Apr2,2014, 12:31 PM
) red thunder v100c.brz Apr2, 2014, 12:34 PM
red thunder v100d.brz Apr2, 2014, 12:39 PM
) red thunder v101.brz Nov 7, 2014, 5:58 PM
> [ zmoa Yesterday, 9:54 PM
» [ Englsh.proj Dec 19, 2014, 5:25 PM
v [ Game Files Sep5, 2014, 5:35 PM
» [ Campaigns Feb 19, 2016, 5:13 PM
» [ Incoming Email Dec 24, 2015, 12:44 PM
» [ Outgoing Email Dec 24, 2015, 12:44 PM
» [ Quick Battle Maps Apr 3, 2014, 12:39 AM
» [ Saved Games Mar 2, 2016, 8:50 PM
» [ Scenarios Yesterday, 9:54 PM
» [ at_menu.nib Dec 19, 2014, 5:25 PM
@ RedThundericns Dec 17, 2014, 2:21 PM

> B ULHTML Dec 19, 2014, 5:25 PM




