














14.7 Available German Forces Citadel

German Units Out of Play
All units not listed below.

In the Dead Pile, Available
for Replacement

None.

German Set Up

Aerial Supply Marker Available
HEX UNIT(S)
"nn 3Lw, 50, 54, 502TB*
121 1,38
1311 26,28
1412 2,10
1513 8
1511 43,59
1611 6
1710 27
1709 39Pz
1809 9, 56Pz
1908 12,34
1907 55
2007 23, 35,53, 505TB*
2008 41Pz, 46Pz, 47Pz
2108 13,20
2209 7,52
2308 11,42, 48Pz
2408 3Pz, 24Pz
2407 2SSPz
2406 57Pz, 503TB
2503 40Pz
2504 17
2604 30
2704 4
2805 29
3105 5,44, 49Mtn
3106 KSC

*These two TB may be attached,
German player’s choice, to any one of
the corps in their set up hexes.

14.8 MG Scenario Length

This scenario begins at the start of
Game Turn 18 (Jul '43) and ends with the
completion of Game Turn 20 (Sep 43).

14.9 MG Turn Sequence & Set Up

The standard Grand Campaign Scenario

turn and phase sequence is used

throughout the play of this scenario.

The Soviet player begins this scenario’s set
up by placing all the units located historically
(see the list above) in Leningrad (1011) and
on the Taman peninsula (3005 & 3104).

Then the German player should consult

the list above and place the three

corps located historically (see the list

above) in the “"Gotenkopf” and Kerch

Strait positions (3105 & 3106).

Next, the Soviet player should use the

hex control markers (and a few coins to
make up the deficit) to demarcate the

rest of the front line (as given in his set

up list for the Citadel Scenario) between
hexes 1110 and 2804, inclusive.

The German player should then take all the
units remaining from his historic Citadel
order of battle in the list above, add to

them the MG units as described in rule 4.17,
and then set up all of them, as he chooses
within normal stacking limits, in the hexes
immediately adjacent to those of the main
portion of the Soviet front line running from
Leningrad to Rostov (2804), inclusive.

The Soviet player completes the set up by
placing his FA, and the all remaining combat
and supply units from the list above, in hexes
on or east of his side of the front line in the
hexes between 1110 and 2804, inclusive, and
within normal stacking limits. He may freely
examine his opponent’s stacks while setting up.

14.10 How to Win the MG Scenario

To win, the German player must end the
scenario still in control, in overland supply,
of all the cities that began play under his
control. In addition, he must gain control,

in overland supply, of at least one city that
began the scenario under his opponent’s
control. Every five Soviet units eliminated
while 00S count as one city taken. Sudden
death: if the German player gains control

of Leningrad or Moscow (supply state
irrelevant), play stops at that instant and he's
declared to have won the game. There are
no draws possible. The Soviet player wins by
preventing the German player from winning.
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Design Note: The victory conditions given
above are slightly different than the
one’s given for use of the MG option
with the play of the Grand Campaign
Scenario. That difference is deliberate in
order to take into account the fact that
here we're using the historic frontline,
whereas in the Grand Campaign Scenario
that most likely wouldn't be the case.

14.11 MG, Reinforcements,
Movement Factors & Airpower

The reinforcements, movement factors
and airpower availability for both sides
are the same as given on the TRRT for
this portion of the Grand Campaign
Scenario (as are Soviet replacement
rates). Use, however, the increased
German replacements as given in 4.17.
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15.1 The alternative history background to
this scenario is as follows. In 1941, instead
of launching Barbarossa, Hitler took his naval
high command’s advice and continued to fully
prosecute the war against the British. That
saw German forces heavily and victoriously
engaged across the Mediterranean, North
Africa and Middle East during that year. As
the 1942 campaign season approaches, then,
it's not difficult for the Soviets to deduce
what's coming next. Accordingly, they
decide to get the jump on the Germans by

preemptively launching their own offensive into

Central Eastern Europe. Except as added to,
amended or deleted, all the Grand Campaign
Scenario rules are in play here (while also
taking those rules’ normal chronological
start and stop dates into account).

15.2 Scenario Length

Play starts on Turn 9 (Jun '42) and lasts until
the end of Turn 14 (Dec/Jan '42/'43), or until
one player gives up, whichever occurs first.

15.3 Scenario Turn Sequence & Set Up
During all game turns, the normal order of
the two player turns is reversed. That is, in
this scenario the Soviet Player Turns always
come before the German Player Turns.

Both players are free to choose between
the move/fight and fight/move phase
sequences every turn. Further, both may
choose fight/fight once per scenario.

The German player sets up first, followed by
the Soviet player. Both players must place
at least one unit in every hex along their
side of the border. This scenario may also
be played using the Lithuania variant given
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in rule 3.7. The Soviet player may start the
game with up to five units in the RVGK box.

15.4 How to Win

This scenario is not won or lost on points;
rather, use the following conditions.

For the Soviet player to win, he must, at the end
of Turn 14, be in control (supply state irrelevant)
of all the cities to the east of the 1941
German—Soviet border while also controlling
(again, supply state irrelevant) at least one

city lying west of that line or the USIR.

For the German player to win, he must, at
the end of Turn 14, be in control (supply state
irrelevant) of the USIR and all the cities to
the west of the 1941 German—Soviet border
while also controlling (again, supply state
irrelevant) at least one city east of that line.

Failing all the above, any situation other
than the sudden death victories described
below means the game has ended in a draw.

15.5 Sudden Death Victory
If the Soviet player gains control of Berlin
(supply state irrelevant), play stops and he's
immediately declared to have won the game.
If the German player gains control
of Moscow (supply state irrelevant),
play stops and he's immediately
declared to have won the game.

15.6 Replacements & Movement Factors
Neither side gets replacements on the first
turn. On all turns after the first, both sides’
replacements are increased by one over

the numbers given on the TRRT. All through
play, German movement factors are 10/5
and Soviet movement factors are 8/4.
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15.7 Airpower

Luftwaffe availability is “3" every turn. Further,
there may not be any Soviet air armies
committed into any battle in which a Luftwaffe
ground support counter is participating.

The German player must always declare
Luftwaffe participation before the Soviet
player commits his air armies (see 8.38).

15.8 Available Forces

The German player has available all the
units he would have on hand at this time
in the Grand Campaign Scenario, with the
important exception that neither the (dotted)
KG/emergency units, nor Italian 8" Army, will
ever be in play at any time. The Hungarian
and Romanian Armies are available from
the start of play, and the 502" and 503
Tiger Battalions, as well as 2" SS Panzer
Corps, arrive normally on Game Turn 14.

None of the dotted KG/emergency units that
would arrive at that time during the Grand
Campaign Scenario do so in this one.

Among all the dotted units in his force
mix, the only one available to the Soviet player
is the ICA. The Airborne Assault marker is
available from the start of play and may be
used once during the scenario, but not in
any battle in which one or more Luftwaffe
ground support units are participating.

The 15t, 2, 3 and 4™ Tank Armies are available
within the initial Soviet order of battle. All
five shock armies are also initially available,
and no rifle armies need be converted out

of play in order to get them. The Soviet rifle
army withdrawal requirement given in 8.21

is ignored and those armies are available
from the start of play. Similarly, all Soviet
reinforcements that would arrive during this
period of the Grand Campaign Scenario arrive
into play at those same times in this scenario.
The Soviet offensive supply rule is never in
effect in this scenario. All Soviet units need
in order to be able to attack at full strength
throughout this scenario is general supply.
Neither the Hero City nor Fortress City

rules are in effect in this scenario.



