�BATTLE FOR GERMANY (Second Edition): Rules Errata and Amendments








Counter errata:


There are two U.S. 4-8-6 corps labelled 15 Corps; one of them should be amended to 13 Corps.


Map errata:


Ignore reference on the Turn Record and Replacement Chart to the end of the ‘C in East Scenario’; it ends on game-turn six per rule 14.0.


Ignore reference on the Turn Record and Replacement Chart to the end of the ‘Historical Scenario’; it ends on game-turn 12 per rule 12.24 (below).


Set-up errata:


Canadian 2 Corps starts in hex 2401 in the ‘Historical Scenario’.


There are numerous differences in counter values between the set-up chart and the counters; in all cases the counters are correct.





6.25 (clarification/change) The attacking player conducts all retreats.


6.31 (addition) The Western Allies are restricted in combining separate nationalities in the same attack.  Except for one attack per game-turn, U.S. or French units may not combine with British, Canadian or Polish Exile units.  There are no restrictions on stacking or on combining in defence.


7.2 (change) During his Replacement Phase, the Soviet player may have one or more Soviet-Allied units in his destroyed units box.  The Soviet player may choose not to replace the destroyed Soviet-Allied unit with the lowest attack strength; he may elect to replace the destroyed Soviet unit with the lowest attack strength instead.  The Soviet-Allied unit not replaced is removed from the game. This is an exception to the rule requiring the Soviet Player to replace the destroyed unit with the lowest attack strength first.


7.21 (addition) The Western Allied player may not replace more than one eliminated non-U.S. unit in any single Replacement Phase.


8.0 (change) The German and Soviet units comprising the Courland forces represent the major manoeuvre units in that area.  It is assumed that in some circumstances covering and rearguard forces may remain after the removal of these units.  Rather than all Soviet units being released once the last German unit has evacuated, Soviet units enter the map as follows.  The Soviet player rolls a die during his Replacement Phase; if the die roll is one, or is equal to or less than the number of evacuated German units, one Soviet unit is released.  Note that it is possible (though unlikely) for German or Soviet units to remain off-map for the entire game, despite all the opposing units having been released.


12.24 (addition) If Berlin falls on game-turn 12, neither side may win more than a marginal victory.


12.25 (addition/optional) At the beginning of the player-turn that Berlin falls, a die is rolled.  On a die-roll of one, rules 13.1 and 15.26 are in effect.  The game now ends on game-turn 16.





Explanation


This variant addresses the play balance problems in the second (DG) edition by introducing some minor restrictions on the operations of the Western Allies, whilst slightly easing the Soviet position.  More importantly, the historical scenario is extended by two game-turns, which tends to overcome the problem of Berlin not actually falling.  The rule (optional) introducing the possibility of an east/west confrontation is recommended.





Tournament Supplement


Victory point superiority		Result				Points awarded


 6 or less		Marginal victory				1


 7 or more		Decisive victory				2
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