Shortly after the release of this game, I sent in some questions in to Avalon Hill concerning the rules. In addition to my answers, I received a 5 page copy of other questions that had been received to that point. These were in no apparent order – I assume that they were merely listed as they were received. There were no rules references other than what appeared within the body of the answer. I have added what I believe to be the appropriate rules citation at the beginning of each topic. Other than that, I have reproduced them exactly as I received them. The originals are on Avalon Hill stationery, dated “7/11/84” at the top and headed “PANZERKRIEG: Errata, Questions and Answers”. I hope these prove helpful to players of the game.


John Ellsworth

(B.3.a)
Section B 3 a. of the Sequence of Play states “(air units ignore adverse combat results unless a “*” appears, indicating that the air unit(s) is disrupted)”. This is incorrect. Adverse combat results have no effect on attacking air units as stated in section 9.3. 

(2.2)
Axis Fortification Markers should be marked “under construction” on their reverse side.

(4.0)
Weather is checked at the beginning of the 1st Turn of each scenario.

(5.1)
All railroad hexes on friendly map edges are supply sources.

      (5.12)
Enemy units crossing (but not occupying) a friendly railroad hex have no effect on friendly supply. 

(5.3)   
Out of Supply units may construct fortifications.

(6.0)   
A hex that does not contain a town, city, rail line, or road is unplayable unless it contains at least approximately 50% land. 

(6.1)  
Road Bridges cost nothing to cross. Railroad Bridges cost +1 to cross.
(6.1)   
River crossing and entry hexes that don’t contain woods are considered clear hexes.

(6.1)    
River Crossing movement costs only apply when moving across a River between two River Crossing hexes. Otherwise, River Crossing hexes count as Clear terrain.

(6.1)    
Units may move from Kiev to hex 3215 as if Kiev was a River Crossing hex. 

(6.3)    
There is no limit to the number of units which can use rail movement in a Turn.

(6.3)    
A unit sitting on a railroad hex in an enemy ZOC may not use railroad movement.

(6.3)   
Railroad hexes that were not friendly at the start of a scenario may not be used for rail movement.

(6.3)   
Units using rail movement may not move adjacent to an enemy unit, regardless of whether the enemy unit has a Zone of Control or not. Units using rail movement may not conduct Exploitation movement.

(6.4)    
A friendly reinforcement entry hex is one where friendly forces have appeared from, are due to appear from later in the scenario, or started the scenario from. They are friendly supply sources. 

(6.4)    
Units entering as reinforcements may use rail movement on the Turn of arrival.

(6.41)  
Reinforcing units may be delayed, and may move one reinforcement entry hex east (or west for the German) per turn delayed. 

(7.0)    
The additional combat unit allowed to stack in a Bridgehead does not add its combat strength to attacks from a Bridgehead hex, but does add its strength to the defense of the hex.

(7.0)    
One Air Base and its Air Units may stack in a hex in addition to normal stacking restrictions.

(7.0)     
ZOC’s do not extend across Lake hexsides.

      (8.0)    
Zones of Control do not extend across River Crossing hexsides or Bridges over Major Rivers. 

(8.1)   
Section 8.1 states that ground units may not enter enemy occupied hexes, but 17.1 and 17.2 permit this against artillery and anti-tank units, and 11.0 possibly for leaders. Sections 17.1, 17.2, and 11.0 should be noted as exceptions to 8.1. Hexes occupied only by these type units can be entered and passed through, destroying the units.

(9.1)    
An Air Base must set-up in a hex containing a railroad line.

(9.1)    
Air bases are doubled (or tripled) in towns (or cities). (9.1)

(9.11)  
An Air Base containing Air units may be moved by rail or sea with its onbase Air units, but the Air units may not conduct any missions this turn.

(9.12)  
If the hex which an Air Base occupies receives a combat result causing the elimination or retreat of all friendly units, the Air Base and any Air Units stacked with it are eliminated only if the attacker occupies the hex. (9.2)    If all friendly Air Bases within range of a CAP Marker are eliminated, the CAP Marker is immediately removed.

(9.2)   
CAP markers may not be placed on enemy Air Bases. If their range is cut due to a weather change, CAP markers must be repositioned within range or taken off.

(9.32)  
Air units attacking alone do not have to attack all the defending units in a hex. They may choose to attack one, some, or all defending units in a hex ignoring the others.Terrain benefits apply for the unit(s) attacked.

(9.42)  
For Air Supply purposes KG’s, BG’s, Anti-Tank units, and Artillery units each equal 1/3 of a division. HQ’s are free.

(10.1)  
The seven hex radius from a Headquarters unit to a friendly unit required for Command Control can be traced through any type of terrain.

(10.2)  
Reserves may not overstack. 

(10.21)
Reserves may cross Major Rivers only at Bridges or Bridgeheads, not over River Crossing hexsides.

(10.3)  
If more than one Combat Strength modifier applies simultaneously, they are considered in this order: 1) Command Control; 2) Supply; 3) Disruption (from air attack); and 4) Terrain. Fractions are dropped after each modification is applied.

(10.31)
When terrain modifies both the attacker and defender, then both modifiers apply.

(10.31)
In an attack over a Bridged Major River between two River Crossing hexes, the attacker has the choice of attacking over the Bridge or over the River Crossing. Whichever he chooses, he is affected by the combat strength modifier and the die roll modifier for that terrain only. He can’t take the CSM from one and the DRM from the other.

(11.0)  
Only one leader may stack in a hex. 

(11.0)  
A lone friendly leader may move through a lone enemy leader. (11.0) 

(11.1)  
Leader contributions to Combat Strengths are not affected by lack of supply, terrain, or lack of Command Control. They are added after these modifications are factored in.

(12.0)  
If seventy strength points attack eight strength points, but the defender has Armor Superiority, the attack is resolved on the 6 to 1 Column.

(12.0)  
Armor superiority is also not possible if the defender is in a town or fortification. It does apply in river crossing and entry hexes.

      (13.2)  
Replacements are used to rebuild battlegroups, and to bring destroyed units back as battlegroups. 

(14.0)  
Units stacked together may retreat to different hexes.

(15.0)  
A leader need not be present to obtain a breakthrough. 

(15.0)  
There is only one Exploitation Segment. Note all units eligible for exploitation. After they have moved, regardless of the number of breakthroughs involved, conduct the exploitation attacks. 

(15.2)  
Air units which move to a hex but don’t attack in anticipation of participating in an attack during the Exploitation Phase may make a separate attack by themselves during the Exploitation Segment, or return to their bases unused if the Exploitation attack does not take place.

(17.0)  
Artillery and/or Anti-Tank units caught alone in a hex and attacked by enemy units have no defense strength and suffer an automatic DE result.

(17.0)  
A Player may stack a special unit in lieu of a regular ground unit. (17.0)

(18.0)  
In the initial set-up, fortifications and bridgeheads may be placed adjacent to enemy units.

(18.0)  
Fortifications may be destroyed at any time by the owning player. A friendly unit need not be present. 

(18.1)   
Fortifications may not be built in Woods hexes. Amend 18.1.

(20.3)  
Tank Armies and Panzer Corps (or their composite units) may be moved before they are broken down (or combined).

(20.4)   
Panzer Corps, Tank Armies, and Air units may not be sea transported. Air Bases may be sea transported. Amend 20.4.

(21.0) 
Amend all Victory Conditions to read “must hold X numbers of enemy cities, certain towns (i.e., …[list]…) qualify as cities for victory conditions only.”

      (CRT)  
Victorious defending units advancing after an “Attacker Routed” result may enter enemy ZOC’s only if those ZOC’s are occupied by friendly units.

      (CRT)  
If an attack is made on doubled units by units both in and out of supply and an Exchange is rolled eliminating the defender, the attacker removes units equal to the face value (undoubled) of the defending units. The attacker counts his out of supply units at face value for exchange.

     (CRT)  
The CRT states under Exchanges “Units reduced to battlegroups in exchanges don’t retreat. This is incorrect. Section 13.1 requiring a 2 hex retreat for newly formed battlegroups is correct. The only exception to this is the 4 hex retreat required by a Breakthrough result on the CRT.

(TEC) 
Bridge modifications shown on the TEC apply only for attacks across Major River hexsides. Bridges across Minor Rivers have no separate combat effect.

(TEC)  
Air range and sea supply movement may be traced through areas of sea without hexes.

Kiev Pocket Scenario:

1) Only 2 German 6-11 units should start, not 3.

2) All 10 units shown are withdrawn on Turn 5.

3) Leaders Geyr and Guderian are also withdrawn on Turn 5 if still in play.

4) Set-Up Area “D” is hex 0222, Sevastopol.

5) The Start Line around Odessa should be black, i.e., an Axis Start Line. Soviet “A” units may set-up anywhere in hexes 1114, 1115, 1214, or 1215.

6) German units need not set-up on every hex of the line that says “No German panzer units may set-up south of this line.”

7) All black on grey Axis forces are German except for three 2-7 infantry divisions in force “X” which are Hungarian.

8) All white on grey Axis forces are Rumanian except three 3-7 infantry divisions in force “X” which are Italian.

9) The two 2-7 infantry divisions arriving on Turn 6 are Rumanian.

Winter Counteroffensive Scenario:

(1) The Axis may not set up in hexes 0427 and 0527.

(2) All black on grey Axis forces are German except three 2-7 infantry divisions initially deployed and one arriving Turn 11 which are Hungarian.

(3) All white on grey Axis starting forces are Rumanian except three 3-7 and three 2-7 infantry divisions which are Italian.

(4) There should be no Soviet Inf/Gds replacements.

The Drive on Stalingrad Scenario:

(1) The Soviets should only start with three headquarters units, not four.

(2) All Axis forces initially deployed in area “X” plus one 3-8 Air unit and the Turn 3 reinforcements are Italian.

(3) All Axis forces initially deployed in area “Y”, the Turn 4 reinforcements, and two 2-7 of the Turn 7 are Hungarian.

(4) All Axis forces initially deployed in area “Z”, two 3-8 Air units, the Turn 5 and Turn 11 reinforcements, and two 2-7 infantry divisions arriving Turn 7 are all Rumanian.

In the Stalingrad Scenario Axis deployment notes the Axis player is required to garrison twelve cities and towns. Those within the “Y” deployment area may be garrisoned by “Y” forces.

The Backhand Blow Scenario

 Add the SS Totenkopf division, 8-11 to the Backhand Blow Scenario on turn 2, entering areas 14-16.

