A new scenario for Clash of Giants: 1st Masurian Lakes   September 6th to 15th 1914

This scenario requires the creation of some new units for both the Germans and Russians;

These new units will also be used later when I outline the Tannenberg: Expanded Campaign Game (Aug. 15th to September 15th 1914) in a later section:

New German units: total of 8 new German units all of them start on the map.

Add’l East Front Reinforcement:

Posen Fortress Inf. Div: (2-2)

Add’l Reinforcements from the West Front:

Guard Res. Corps: Consists of the 3rd Gd. Inf. div. (2-5) & the Gd. Res. Inf. Div. (2-4)

Note: I have a different take on the quality of this corps vs. the Russians than the way

this optional unit is presented in the other “Clash” game Marne.

XI Corps: 22nd & 38th Inf. Divs (both 2-4s)

8th Cav. Div: made up of the 23rd, 38th, and 40th Cav. Bdes (all 1-4s) treat as a corps for

stacking purposes.

Note: German Cav.(1st &8th Cav. divs) in the Masurian lakes scenario no longer have the special “8” movement allowance, a month of active service has so reduced the horseflesh that they move the same as the infantry---with one exception noted below.

New Russian units: total of  9 new Russian units all of them start on the map.

Add to 1st Army Command: 54th,72nd, & 76th Inf. divs (all 2-2s)

Add new Russian 10th Army Command: with the following six units attached:

1st & 3rd Finnish Rifle Bdes (FRB) (both 1-3s); Parts of the Finnish XXII Corps

Finnish Rifle Div. (2-4) Also part of Finnish XXII Corps (this unit has been created

for game purposes by merging the 2nd & 4th FRBs)

7th & 8th Siberian Rifle Divs (both 2-3s) making up III Siberian Corps
1st Turkestan Rifle Bde. (a 1-3)

All 10th Army units trace supply to hex 5426..

Tannenberg Units not used in 1st Masurian Lakes :

German: 35th FR Div., 1st LW Div., GFR Div., 70th LW Bde., 1st LW bde, Mot. Bde of 1st Cav Div.  (a total of six units)

Russian: All 2nd Army units and the 4th GD Cav. div. of Russian 1st Army.

Map area not used in 1st Masurian Lakes :

Neither side may enter hexes in Russia on or west of the line 4022-4028

German units may not move within 3 hexes of Bialystok (hex 5225)

Command Changes & Movement in 1st Masurian Lakes :

Germans 

The German 1st Corps/Von Francois command now has a total of six units: the two 1st Corps Divs, the three cav. Bdes of 1st Cav. div, and finally the 3rd Reserve div. The German 8th Army commands all the remaining units. Movement rolls for the 8th Army use the H-L Line. Once per game for each command the German can declare “cav. pursuit” before rolling the command die roll, add 2 to the move allowance of any cav. units from that command (1st cav for 1st Corps, 8th Cav. for 8th Army) for that player turn only.

Russians

The Russians have two Army Commands: the 1st and the 10th Armies. They can pick which one they roll for first. The “Wireless Intercepts” rule is not used in this scenario.

1st Army rolls per the following: die roll 1: 1 MP/  2: 2MP/ 3-5: 4 MP / 6 : 6 MP

10th Army rolls per the following: die roll 1-2: 2 MP 3-4:  4 MP 5-6: 6 MP

Once per game the Russian Player can declare a “General Retreat” before throwing the 1st Army Command die roll. Add 2 to all future command rolls for 1st Army for the rest of the game. Add 1 to all future German command rolls for the next three German Player Turns. Rolls with an addition to total above “6” are treated as a roll of “6”.

Effects of Declaring General Retreat on 1st Army movement: All 1st Army movement  after “General Retreat” is declared has to be in the direction of the Russian retreat compass hexsides…Exception: up to two inf. units and 1 cav unit from Russian 1st Army 

may move normally in any direction per turn after “General Retreat”, but such units may never expend more than 4 MP per turn. 1st Army units may still attack and advance after combat normally. Russian 10th Army operations are never influenced by the “General Retreat” rule.

Supply & Coordination Rules for Russian 10th Army:

All 10th Army units trace supply to hex 5426. 10th Army units may never be in Attenuated Supply, they go to Out of Supply directly just like 2nd Army units in the regular Tannenberg scenario. Russian 10th Army units may not stack with 1st Army units, and infantry units from the two Russian armies may not jointly attack an enemy hex.

Replacements:

Russian 1st Army may take one replacement step per turn, but none may be taken after a “general retreat” is declared. Russian 10th Army may take one replacement PER GAME.

The German Player may take up to one replacement step per turn.

1st Masurian Lakes Scenario Setup & Turn Length:
The Scenario starts with the German 6th September Player Turn. Although the Russian is

still First Player (as in the regular Tannenberg rules) play of the scenario starts with the German Player turn and than proceeds directly to the Sept. 7th Game Turn. Each Turn is one day, and the scenario lasts a total of 10 Game Turns (Sept. 6th –15th). The German Player sets up first. Neither side has any reinforcements in the course of the scenario.

German Setup: When a Corps or German cav div formation is called out all units of that

                            Formation setup in the indicated area. All units start at full strength.

In any Konigsberg Fortified Zone hex within 3 hexes of  3103:  KE xx KFR xx Posen Fortress xx 2nd LW x

In hex 3009: Gd Reserve Corps

In hex 2912: 1st Res Corps 6th LW x   In hex 4013: Lotzen Fortress x

Within 3 hexes of 3314: XI, XX, & XVII Corps, 1st* & 8th Cav divs

Within 2 hexes of 3619: 3rd Res. xx*

Within 2 hexes of 3517: I Corps*

* 1st Cav., 3rd Res. Div., & I Corps are all part of Von Francois//I Corps command (six units total)

Russian Set-up: When a Corps or  formation is called out all units of that

                          Formation setup in the indicated area. All units start at full strength.

1st Army command:

2 hexes of 3602 (but not in fortified zone hexes) 53rd & 56th inf. xx

2 hexes of 3605: (but not in fortified zone hexes), XX Corps, 1 Gd Cav. div

2 hexes of 3706: III Corps

2 hexes of 3707: IV Corps 

2 hexes of 3907:  2nd & 3rd Cav. divs  5th Rifle bde.

2 hexes of 3909: II Corps, 2 Gd Cav. div.

1 hex of 4211:  76th inf. xx, 1st cav. div.

At Goldap: 57th inf. div.

2 hexes of 4406 54th inf. div.

1 hex of 4405 72nd inf. div.

10th Army command : Total of six units

1st & 3rd Finnish Rifle Bdes 2 hexes of 4416

7th Siberian Rifle Div. directly on hex 4718

8th Siberian Rifle Div., Finnish Rifle Div., and 1st Turkestan Rifle Bde. all on or adjacent to Bialystok (hex 5225)

Victory Conditions for 1st Masurian Lakes Scenario:

The Victory Conditions use levels of victory for each player listed from the

lowest level to the highest: The player with the highest level of victory is considered to 

be the scenario victor:

Russian Levels:

Survival Victory(Historical): Russian 1st Army still has at least seven inf. divs on the map in supply or exited from the map. All Russian 1st Army units may exit from the map from hexes 5400-5412 by expending an additional MP during their movement phase. These inf. divs need not be at full strength to count towards the seven required.

Marginal Victory: Win a survival Victory AND hold at least 5 VP hexes (yellow or red makes no difference) inside Germany 

Substantive Victory: Hold 8 VP(yellow or red) hexes inside of Germany, no need to win a survival victory.

Decisive Victory: Hold 10 VP (yellow or red) hexes inside of Germany, no need to win a survival victory.

All VP hexes held have to be able to trace a line of supply to a 10th or 1st Army supply source to be counted for victory,  Russia holds the following VP hexes in Germany at scenario start: 4516, 4705, 4406, 4005, 3507, 3910. All others are under German control.

German Levels:

Survival Victory: Hold two of these three locales at end game: Allenburg, Angerburg, and Lyck. Any locale held has to be able to trace a supply line in order to count.

Marginal Victory:  Hold five of these seven locales at end game Allenburg, Angerburg,  Lyck, Intersberg, Gumbinen, Goldap, and Stallnponen. Any locale held has to be able to trace a supply line in order to count.

Substantive Victory (Historical): Hold six of the seven locales listed under marginal and have at least 2 full strength inf. divs within 3 hexes of the 1st Army A or B  Entry areas.

Decisive Victory:  three different ways to score a decisive victory:

a) Prevent a Russian Survival Victory and satisfy the conditions of a Substantive Victory.

b) Eliminate at least four Russian 10th Army units and satisfy the conditions

      of a Substantive Victory.

c)   Eliminate and hold a Russian fortress ( Lumja or Osoweic) and satisfy the

      conditions of a Substantive Victory.

