Nov. 1982

“‘Jl'he ﬁossarhs

Errata, Addendum, and Ooops

SCENARIOS |
-Add the following mfnrmanon to the scenarios:

The German Hoffman counter can be placed anvwhere on the
map in ail six scenarios. The German Konigsberg Reserve
Corps, (KR) is not listed in any of the scenarios; its placement

-on the map is mggeredbythcprovmonsofm 11C in the
Exclusive rules. In Scenario | ignore the directional indications
given in the parentheses in the Unit Location section, use the
scenario set up map instead. (The parenthesized directions
make sense only if north is straight up on the map).

COUNTERS

The two Russian units labeled 7gr should be 7sr (one personnel
and one artillery). There are two Russian 2 art bd units, one of
them should be 1 art bd. The Russian XXII Corps HQ is
marked xxxx (army), it should be xxx (corps). The Russian
detachments labeled *“*a’ through ‘i"* should have a cadre
indicator of ** -~ '* on the right hand side of the counter. The
artachment rating of the Russian XXI] corps command counter
is 3 on the counter; it should be 4. The German Johannisburg
fortress counter doesn’t have a fortress symbol printed on the
front of its counter. The German Konigsberg South f[ortress _ Scenario One: Whenever a R is indit f
m:awmtﬁ hﬂﬁ m;ﬁ;ﬂ mg e nmhh: mf':mumm&u “’mﬁﬂm’ﬂgmb e:mgl t: a ““‘combat marker'’ it should read “regular combat marker a
its personnel strength, and is not a machine gun factor, Ignare all directionai indications given in the parentheses in
OneMmmumanDepotStamCounterhas“Advan:c" - _gummmmmmmmeme
e parenthesized directions make sense only if North is

in place of ‘‘Status’’ on it. Three Maximum MD Repaired

Status counters have **Repaired” omitted. The Teath Army straight up on the map.)

Mission “‘Advance’’ counter has ‘‘Hoid +2" instead. There Scenario Two:. Place the Command Caunt:rs of the Russian
II Corps, with attached formations, on a Corps Command -

are two Russian Igd ¢ units, one of them should be 2gd ¢. The _
German horse artillery battalion labeled 1¢ shouid have a bar- Track on the Strategic Chart. The German detachments in the
- scenario are from the 2nd Inf. Div. The German player may

rage factor of 2 and a mobility category of C.
: ‘ place three supply units anywhere inside Germany, within the

COUNTER ABBREVIATIONS scenario boundaries. Place one Russian Ist Army supply unit
GERMAN ~ RUSSIAN | i
bd  Briggde = art Artillery Scenario Three: Place an 8th Am’:y supply unit at GG and
bn. ' Barttalion bd Brigade GH. Place the 8th Army HQ and the 8rr bn at GF.
. " et and . Rifle o Four: mﬁmmphwhuupmmmu.
gd/GD Guard. | /C -~ Cavairy | Scenario Five: The reinforcement schedule lists certain units
g Graudenz det Detachment as “‘depots.” These units are supply unm and are not to be
k/K  Konigsberg fr Finnish Rifle confused with Main Depots.
Iw Landwenr gd Guard Scenario Six: The Russian 68th Inf. Div. is not in the scenario
In Lotzen . & - Grenadier at start. Place one 8th Army supply unit in Friedland, piace the
loc Line of Communication m™ - ﬁxa;ljerm Russian detachment *“F'* at RN, |
p_ . Posen - v o el o i
F T Raufoad 7S Sibérian Awﬂ%ﬁmaaw‘mﬂﬁaﬁmrmuﬁmﬁ“
e/R Reserve . se Siberian Cavalry to both sides. All fortifications that fall within the boundaries
't Thom | s¢  Siberian Rifle - ofammumavmhhletnthempemves:du
- Z Zeppelin T Turkestan Anynmafomanunmthanmrumuavaﬂabiemam-
' tr Turkestan Rifle

ario, its air unit is likewise available. The German Hoffman
counter can be piaced anywhere on the map in all six scenarios.
The German Komgsberg Reserve Corps, (KR) is not listed in
anyufthescenanns It m m aﬂs:unanns in which the Konigs-

Note both sides have units that have combinations of abbrevi-
ations, such KR (Konigsberg Reserve). Capitals are used for
Armies and Corps, lower case fnr Dms:uns. Bngad:s, Rgg:

o | | --- - :mmsonfnmusesatthebegmmngafeachsmanu,thm
MAP- X may be piaced when the fortresses are.

The village of Pillau is missing from the map. It should be in
the hex two hexes northwest of Balga, where the paved road
ends in a ¢oastal hex (scuthwest of Konigsberg). Entry hex A

SCENARIO MAPS
The scenario maps each have three scenarios printed on them,

shouid be in Kovno, entry hex D should be in Novo-Georgievsk.
The directional indicator includes the directions *‘East’’ and
““West’’; uniike the other six directions indicated, these two do
not conform to any hexside and are there for reference only.

On the Phase Cycie the German phases are in biue and the

Russian phases are in brown. Also on the Phase Cycle there is

a period labeled ‘“‘Army Mission’’; this should be labeled

‘*Mission’’ instead. (All formations, not just armies, receive
mission orders in this period). There are some speiling dis-

. crepancies among the city/town/village names (Belostok/

Byelostok, Osoweic/Ossovetz, Lomza/Lomzha, Novo Geor-
gievsk/Novo Georgivisk) between the map and the counter-mix.
The Germans, Poies and Russians each heid these areas and
each had a different name for them.

The Terrain Key does not contain an example of a bridge
or.a blocked hexside. A bridge 1s anywhere that a road or raii-
road of any type crosses a river or lake. A blocked hexside is
any all water hexside in any sea, bay, or lake.

each scenario title is on:nted the same way as the set up codes
for that scenario.

Set up the stntteg:c charts last,, as they contain the scenario
maps on their reverse side. It is advisabie to circle the letters of
each scenario in different colored pen, aiso to make note of
the scenario boundaries before commencing play as the scenario
map will be unavaiiabie once play begins, -

Letter codes with arrows indicate that the unit may be cither in

the letter code hex or in any hex containing any part of the
arTow.
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RULES | |
Table of Contents: 11A should read “German Leaders*’
Additions to the General Rules:

1B4: The Combat Options Summary Chart is located on the
Fire CRT; the Morale Check Summary Chart is located
on the Barrage CRT.

5B1: Al attachments are done before any mission orders are
given.

- 6B4: A Headquarters unit with one strengih point of cavalry
as an organic combat unit need only reveal the HQ
-counter itself if the HQ unit is the subject of successful
reconnaissance. A headguarters unit without cavairy in
its hummmeﬂmyumummholdmgboxifitis
the subject of successful reconnaissance. _

7Ade: Clarification: A stack of units equal to or less than one
BE expends % MP 10 enter or leave road mode on a dirt
road, it expends no MP to enter or leave road mode on
s paved road. A stack containing more than one BE
expends one MP to enter or leave road mode on a dirt
road, and %4 MPtoenmorluvcrmdmodennapwed
road.

9A: Add to the end of paragraph: attacks are e:ph.med in

" Kuies i0 and 1] respectively. Each time a unii Tes0ives

its atzack in the initial combat period, its intensive com-
bat marker is flipped over.
10AG6: ignore repeunnn that begins, “numhat ‘marker ﬂ.lpped
over. .
14E;: The macker can elect for a unit performing a rearguard
to lose morale points from its formation.
19&3 Delete the last line and substitute the word “below. v
20F: Delete **rail line limit,”* there is no such creature. The
-~ Strategic Chart does not give the supply range for a
nation's units, it is in Exclusive Rule 4,
21B4; Plgyers Note: There is no *‘reminders®” section in the
middle of the rules booklet.
23Al: (add this sentence at the bottom of the last paragraph of
23A1)
Ajr units may ot perform reconnaissance against enemy
- units in a4 woods or forest hex. -
24G: 1If the number on the prisoner column is gregter than the
morale level of any of the defending units formations,
* then a prisoner result occurs. (The rules currently read
equal to or greater than,)
24): The game map referred to in this rule and elsewhere
. thmughnut the rules is not on the back page of the rules
book but is on the back of the Barrage CRT.

-— e .. N |

“Any artillery unit may abandon its equipment at any

time. An artillery unit that abandons equipment imme-
diately becomes a Cadre unit by placing a cadre marker
under the unit (see rule 12A). All antillery units with a

- zadre marker underneath them have 3 mobility category
of L, regardiess of what is printed on the counter. Any

- strength points lost as a result of abandoning equipment
are counted as prisoner points by the opposing player.

. Exclusive Rules

3:  An uniimited number of BEs can be moved hetwe:n
Konmgsberg and Danzig and Pillau, with the same re-
strictions on artillery unit transporiation. In addition to
these ports, the following ports are for purposes of
naval ‘movement across lakes: Lotzen, Angerburg,
Johannisburg, and Nikolaiken, Note that a unit must be
in a port to enter or leave naval mode.

6A: The March on Berlin scenario is listed here as the Cam-
paign for East Prussia scenario.

9A: . The 24th Infantry Division is listed as the 23rd Division.

9B: Onad::roﬁof#-ﬁtheﬁrrmbnmmmphyﬂmﬂl- |
out the game.

11C: Delete the last sentence. The units of the Komgsberz
Rescrve (KR) are placed on the map in any scenario that
includes the Konigsberg Peninsuia,

12A: (add this sentence at the end of the last paragraph of

- the rule)
ﬁckumladﬁxhanﬂaﬂnmkydoesnm provide
a Combat Modnﬁcauun A gilded turkey if ever there
was one.

12D: Th:smleusnutmcffmmmmml

Umu with' & moiale ol mmtﬁaﬁ 6 g- 1} fam:d* march 2
number of movement points equal to the difference between
their morale level and six without fear of negative result. (Thus
a unit with a morale of 8 could foree march 2 MP mthout
danger of any bad resuit.) .

When a corps sized fomuon takes a marale check, and it
has units placed in its Headquarters Holding box, each forma-
tion in the hoiding box must compaate its morale leve! to. the
dic result. 1t is possible that some [ormations may pass, and
some may fail, due to their differing morale levels. -

FIRE CRT

All artacker losses called fc;r on the FCRT are taken in strength

points or moraie points; this does not apply to morale checks
as result of fire combat. -

S

TERRAIN EFFECTS CHART

Yillages have no effect on combat whatsmen the TEC is in
eITor.

Player’s Note: Formations without their own HQ unit (most
divisions and brigades) must stay on or adjacem 1o other units -
of theirr formation. 1f a player wishes to-move a unit away from
the other units of its formation, it will be placing that uait out
of command control; this is especially true of German cavalry.
The way 10 avoid this is to create desachments which are not
bound by the restriction to stay on or adjacent to the uther
units of its formation.



