Date activated terrain features:
· B14 ORCHARDS are in season April through October and block line of sight to higher locations in those months.

· B15 GRAIN is in season June through September (1.5 MF for infantry) , they are plowed fields in April and May (Open ground, 1.5 MF for infantry), in other months they do not exist at all. 

Date activated special abilities - Germans:

· Riders 01/1943+
· SS (only) Infantry gains Assault fire availability: 01/1944+
· SS units are automatically elite, so the depletion number on armed vehicles/guns is 1 higher then printed 
· Infantry gains inherent Panzerfaust ability:

Range 1 - 08/1943 - 09/1943 (by SSR only and with +1 to availability die roll) 

Range 1 - 10/1943 - 05/1944 

Range 2 - 06/1944 - 12/1944

Range 3 - 01/1945 - 05/1945

Availability roll <=3 (Not vs AFV -1 , In 1945 -1 , CX +1 , HS/crew +1 , SMC +2)

· Infantry gains inherent ATMM availability: 01/1944+

Availability roll <=3 : (+1 by CX, +1 if HS/crew, +1 if SMC) 

Date activated special abilities - Romanians:

· RED to hit numbers with all To Hit attempts (EXC: units using German (g) or Czech (t) equipment). HEAT ammunition available 01/1943 as per applicable chapter H note. 

· Infantry gains inherent Panzerfaust ability:

Range 1 - 03/1944 - 05/1944

Range 2 - 06/1944 - 05/1945

Availability roll <=2 : (Conscripts +1 , Elite vs AFV -1 , In 1945 +1 , CX +1 , HS/crew +1 , SMC +2, +1 target not AFV)

· 1st line and Elite Infantry (only) MMC gain inherent ATMM availability: 07/1943+

Availability roll <=3 : (+1 if pre 1944, +1 by CX, +1 vs unarmored , +1 if HS, +1 if 1st line) 

· Riders: 01/1943+ 

Date activated special abilities - Hungarians:
· RED to hit numbers with all To Hit attempts (EXC: units using German (g) or Czech (t)equipment). HEAT ammunition available 01/1943 as per applicable chapter H note. 

· Infantry gains inherent Panzerfaust ability:

Range 2 - 06/1944 - 05/1945

Availability roll <=2 : (Conscripts +1 , CX +1 , HS/crew +1 , SMC +2, +1 target not AFV)

· Riders 01/1943+

Date activated special abilities - Russians:

· RED to hit numbers with all To Hit attempts.
· May change 8-0 or 8-1 leader for a 9-0 or 10-0 Commissar pre 10/1942 (september included)
· Russian Guard units are automaticly elite, so the depletion number on armed vehicles/guns is 1 higher then printed.
· Riders 01/1942+

Date activated special abilities - American:
· RED to hit numbers with all To Hit attempts pre 1944. 

· Riders 01/1943+
Date activated special abilities - Japanese:

· Squads may generate Tank-Hunter heroes (when they have LOS to enemy AFV) or DC heroes (when they possess a DC and have LOS to any enemy). Maximum number allowed per scenario: 

10% of the number of squads (not crew, FRU: pre 1943 (20% vs Russians)

20% of the number of squads (not crew, FRU) : in 1943 

33% of the number of squads (not crew, FRU) : in 1944

50% of the number of squads (not crew, FRU) : in 1945+

· Any number of Tank-Hunter hero(s) up to the allowed maximum number may be placed on board HIP,as long as the Japanese setup begins onboard: 01/1944+
· A Tank-Hunter hero ALWAYS has some ATMM capability (Availability roll <=3 : only modifier +1 pre 01/1944) 
· DC may be set HIP on a paved or unpaved road hex when playing versus non-Russian. Up to 25% of DC available (FRU) may be set up this way.. Detonation may be done by 1 (HIP) infantry unit as Defensive First Fire and automatically destroys the target AFV. Allowed in 01/1945+.

· No Quarter in effect & no Mopping Up:

01/1938+ Chinese vs Japanese

06/1942+ All nations vs Japanese
· Riders 01/1943+ 

Non-date related Japanese stuff, but good to remember:
· 10% (day) or 25% (night) of MMC squad equivalents (incl. crew) may ALWAYS setup HIP, in addition to HIP received from the scenario SSR, and even when attacking. 

· Pillboxes are automatically HIP as well, this includes the contents of these pillboxes. This HIP is in addition to the 10% / 25% HIP received, and to any SSR granted HIP. With every pillbox a free tunnel to that pillbox is also received.
· Japansese SMC do not pin or break, when they fail a SMC they take a wound check.
· Elite and 1st line are stealthy, conscripts are lax.

· No disruption, no RtPh surrender and no Encircled lower morale level.

· Japanese negate LLTC, and an LLMC is treated as an LLTC

· May declare HTH Close Combat when they are the attacker or when they ambush an opponent, and then receive -1 in in HTH-CC.
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