Proud Monster Deluxe Frequently Asked Questions by Don Johnson on August 27, 2011

Questions are best asked on the comsimworld.com thread for Proud Monster Deluxe.

Compass Games support contact information is support@compassgames.com.

1. In the Axis 1942 setup: (A) the Axis Refit markers are used to show which German mech divisions cannot move nor attack during the first week of the 1942 scenario; that is, all Mech Replacement points have already been accounted for in the scenario setup.  (B) HARKO is on the "fire 2 shells and then it must refit" cycle.

2. On turn 211, the GD MIR is not an input needed to build the GD PGD.  Historically, the GD MIR was destroyed with only a few survivors.

3. Rule 4.5.2 Other Victory Points, item 2): Once active, the Finnish front garrison requirement for the Soviets will remain until the Axis attack one of the specified hexes; if such an attack is never made in the game, then the garrison requirement will remain for the entire game.

4. Rule 5.2: In your Cleanup phase, besides incrementing the supply status of your units from OOS to ISO 1, etc., temporary status markers are removed such as a Refit marker on a mech unit that has now completed Refit or MA markers that were placed in the previous phase. The Soviets also check to ensure they meet Finnish front garrisons once that requirement starts. You also eliminate any residual raiding cavalry that might remain on an enemy stack.

5. Rule 5.3 First Week Special Rules: (A) The Axis ignore rivers for all purposes in June 1941.  (B) The Soviets cannot use the RVGK in June 1941, except to set up some units in it in the Historical setup.

6. Rule 8.3 Checking Supply: The Isolation level of a unit is only incremented during the unit owner's Cleanup Phase.  That is, during your Cleanup Phase, increment the ISO level on your units (only) as appropriate.  If an OOS stack can trace a line of communications of any length to a supply source it remain OOS and does not go to ISO 1.

7. Rule 8.6 Offensive Supply Markers: The number on an Offensive Supply marker is called the radius or range when it is 3, 4 or 5; it is the maximum distance in hexes that a friendly stack can be from the offensive supply marker in order to be in offensive supply, assuming the stack is already in defensive supply.  A radius of 0 indicates a dummy supply marker.

8. Rule 8.6 Offensive Supply Markers and Rule 8.9 Axis Supply Concentration Markers: Offensive Supply markers (OSMs) and Supply Concentration markers (SCMs) have separate and independent effects, think of an OSM as an army level of attack supply and a 

CSM as a division level of attack supply.  To make an attack with units in offensive supply past the GAS line in 1941 without the need to roll on the Supply Attenuation Table will require the use of both OSMs and SCMs.  OSM arrivals and withdrawals are given on each side's TRT.  Use of the 18 SCMs is strictly optional, they are a way to avoid the effects of needing to roll on the Supply Attenuation Table for units in offensive supply east of the GAS line.  Note that use of the 18 SCMs means ALL other Axis units are restricted in movement to 1 hex and no combat, their location in relation to the GAS line makes no difference.  Another way to avoid the need to roll on the Supply Attenuation Table is to declare the attacking units OOS for this combat, but they will then suffer all the effects of being OOS.

9. Rule 10.2 Sea Transport: The way besieged ports work is that units cannot sea move from a besieged port directly to another besieged port, other sea moves are allowed.

10. Rule 11.3: All RVGK limits are for both areas combined.

11. Rule 13.1 Close Combat: If a Close Combat marker is on a hex (whether the marker is newly placed or as a result of it being a jointly-occupied hex), then all combats against units in that hex are resolved using the Close Combat procedure.

12. Rule 13.4.2 Construction Effects on Combat: A fortified line in a hex can never be permanently destroyed, unlike a Stalin line hex.  If the Soviets retake a fort or heavy fort, then it is automatically repaired, but this is not the case for a Stalin line hex.

13. Rule 13.4.2 Construction Effects on Combat: It is always a choice whether a defender uses a construction or not, except for an Axis Hedgehog marker, when the choice to use the 

Hedgehog construction is made at the time of Axis placement of the Hedgehog marker.

14. Rule 13.9 Step Losses: When taking combat losses, the owner can choose to take more  losses than required by the CRT result; for example, he may want to do this so the remainder are able to retreat.

15. Rule 13.15.3 Jointly-Occupied Hex: The stacking limit in a jointly-occupied hex is whatever it normally is, minus the enemy divisional equivalents in the hex. 

16. Rule 16.1 Game Credits: Mark Simonitch did the artwork for the airplanes and sea transport freighters. Thanks Mark!

