LS rules addenda

TWO STORY BUILDINGS: 

The following hexes are considered to be two story hexes: 1006, 1107, 1206, 1111, 1210, 1209, 0910, 0804. There are no special rules except any modifiers for firing or melee already in the rulebook. Units in these hexes are considered to be in the second floor of the building and see over all single story buildings. Units in the hex cannot see over wooded or sloped terrain at the same height.

Hex 1211 is wooded.

There is one extra SOBR unit, set up in any town hex.

The three Schmel units enter turn 10.

Clarification: the Russians begin with 8 artillery guns off map. They receive 4 artillery guns as reinforcements (off map), three Buratinos and BM21 MLRs counters.

Clarifications:

Night turns can only occur for the Chechens. Night lasts only for the impulse of the Chechen turn when a Chechen chit is drawn and if rolled. Thus, on one impulse it might be night for the Chechen and on another impulse, it is day. Night may occur more than once in a turn. If the Russian chit is drawn, it is always day, never night.

1.18 These modifiers are only for Fire combat, not melee. The town modifiers listed in 1.16 are always further modified by wood/brick buildings. Any target attacked by air assets is modified -2

 Ulus-Kert & LS Correction\Clarification as of Dec. 18, 2001
Direct fire may occur between adjacent opposing units, or against in-range enemy units that moved in the current phase. 
Stationary, non-adjacent units cannot be fired upon unless they fired earlier in the same phase.  When a unit fires, place a Fired marker on the unit. If an action other than Firing occurs, place an Action Completed marker.

UK/LS  The same unit cannot move and fire in the same impulse.

1.13 Flares have a 6 hex range.

1.16 Units pinned in a trench are +2, if not in a trench, +1.

1.22 The 7 Chechen units that set up do so using the hex set up table. Roll once for each unit until the seven are placed. 

UK/LS Rules 1.9.1 and 1.16 may seem to contradict, however, the modifiers in 1.16 are in addition to 1.9.1 and 1.9.3

Movement: If players feel the terrain costs are too costly for Russians, as an option, change the move rates to 1 mp when moving down or in the same terrain level.

UK/LS  Attacking:  Unless several units are stacked together and fire to together, units may never combine fire when firing from different hexes.

UK/LS   Sequence: Add to #4, at the end: Return the chit to the mug.  Add to #5: The Initiative player draws a chit.

UK/LS  changes pertain to bothUlus-Kert/Little Stalingrad
