Storm over Scandinavia ERRATA SHEET - 18 Jan 1999
 

Note: This replaces the Storm Over Scandinavia Errata Sheet dated 11 Dec 1998. (The packing list on the reverse of the 11 Dec 1998 errata sheet remains valid.)
 

Counters:


The Norwegian 5-8* Ski XX 7 is missing its supported dot on its full-strength side.


The Swedish 0-1-4 Static lll 18Ls should be 0-1-4 Bdr lll 18Ls instead.

Charts

Naval Combat Table (Combat Charts and Tables chart)


Ignore the -1 modifier for night.

Supply Line Summary (Game Play Chart 1):


The overland and road elements in the Arctic generally are shorter than shown. In the Arctic, the length of the overland (and road) supply line should be 5, 3, 2, 6, and 3 for clear, mud, frost, and snow weather, respectively.

Naval Transport Costs Summary (Game Play Chart 2): 


"Movement Steps" should read "Naval Movement Step". 
The notes at bottom are all wrong. They should read:

1) Naval Movement Step = # of the naval movement step in which unit completed disembarkation.

2) # = # of MPs spend by ground unit to disembark.

3) *# = # of hexes of its rail movement allowance spend by ground unit to disembark.

Disruption Table (Game Play Chart 2)


Add to list of Air Drop Dice Roll Modifiers: -1 for every 5 hexes (or fraction thereof) flown to target by Soviet transport air unit.

Storm Over Scandinavia Scenario Rules

Rule 3D (Ownership, addition to 2nd section of rule):


The presence in a hex of a friendly unit with a ZOC blocks the exertion of enemy ZOCs into that hex.)

Rule 30B (Beaches, addition to rule):


When cargo embarks or disembarks at a friendly-owned beach it may be affected as follows:

•
Cargo without heavy equipment, or cargo with heavy equipment but that is also amphibious (per Rule 27B6), is never affected.

•
Cargo with heavy equipment, but which is not amphibious, may be disrupted or eliminated. Use the disruption procedure outlined for amphibious landings (Rule 32A), applying the landing modifiers on the disruption table to each item of cargo which embarks or disembarks at the beach. Example: A 5-6* Inf XX embarks at a friendly-owned beach onto a naval transport. As the division has heavy equipment and is not amphibious, it must be checked for possible disruption or elimination. The disruption table is consulted. A 3 is rolled, modified to -3 (die roll modifiers of -3 as the division is not amphibious capable, pus another -3 as the division has heavy equipment) for an eliminated result. As the division has a cadre it is flipped to its cadre side and the cadre is embarked on the naval transport.

Rule 31A (NTPs, change to rule):


The first sentence in both the 3rd and 4th paragraph of this rule was worded incorrectly. They should read:


3rd Paragraph - Once an NTP disembarks cargo, it may no longer be used during the player turn.


4th Paragraph - All NTPs must disembark their cargo by the end of their player turn.


Note that this means that an NTP may disembark cargo at a beach.

Rule 37G (Occupation, clarification):


The third paragraph of the rule and its sub-bullets contradict each other. The bullets are correct. The parent paragraph should read: For each side except the Soviets, all reference, dot, and major cities of enemy nations are hostile to that side. The minimum garrisons for such cities are:

Rule 37H (Surprise, addition to rule):


Some key elements of the second paragraph of this rule were left out. The paragraph should read:


During the player-turn in which a country is surprised, the opposing player:

•
Treats major city hexes in the surprised country as if they were dot cities.

•
Ignores the restrictions in Rule 28A2 regarding moving through narrow straits in a surprised country.

•
May make amphibious landings at ports (even at a port in a mountain hex) in the surprised country. The following special rules apply to this type of amphibious landing: 1) Naval units must spend 45 MPs to disembark cargo at an enemy-owned port, 2) The player ignores the normal negative die roll modifiers on the disruption table for landing with non-amphibious capable units and for landing in a non-clear terrain hex, and 3) Ground units which land undisrupted spend MPs for the landing per the naval transport (not amphibious landing) rule (disrupted units still spend all their MPs to land per the normal amphibious landing rule).

•
Gains capacity for his rail net equal to the full RE value of any rail marshaling yards he captures in the surprised country. (Normally he would gain only half the RE value).

Rule 39B (Guerrilla Warfare, Guerrilla Mode, addition):


AGZOCs are also exerted by all mountain, ski, light infantry, and cavalry units.

Rule 42 (Victory, clarification):


The VP awards for capturing objectives are awarded when the player gains control (ownership) of the objective from his opponent for the first time. Note that this means that a player does not receive VPs for an objective merely because a neutral controlling the objective joins his side.

Rule 44D3 (CD Combat Strengths, clarification):


This rule applies to all coast defenses in a hex (not just those in ports) except those intrinsic to fort markers and artillery units.

Occupation versus Ownership (clarification):


Under certain circumstances, a player's units may occupy a hex, but the hex itself may remain enemy-owned. (For example, a player's units may air drop in a hex, but due to disruption fail to gain ownership of the hex.) The player owning such a hex may ignore the enemy units in the hex for all purposes except combat (he may overrun the units in the hex if he desires to do so and meets the normal overrun requirements). If both friendly and enemy units occupy such a hex during a friendly combat phase, the friendly units must attack the enemy units there using the procedure listed in Rule 24B5.

Roads and Narrow Straits (clarification):


In some instances, a road runs up to a narrow straits hexside, stops, and then resumes on the other side of the narrow straits. (This situation shows that there is no bridge across the narrow straits water barrier, but that a regular ferry service connects the two sections of road.) If a player owns the road on both sides of such a narrow straits hexside, he may admin move and trace a road-element of a supply line across the narrow straits hexside (even in the Arctic).

Storm Over Scandinavia Orders of Battle Booklet:

Campaign for Norway Allied OB:


The Skua air unit appearing Apr II 40 should appear instead on Apr I 40.


Add to May I 40 reinforcements: Scotland Holding Box: 1x 1-8 Art ll 51 (British Army).

Nordic Adventure Allied OB:


Add to Initial Forces: Hex 10B:2228: 1x Blen 4F 5HF3 0/26 (Royal Air Force).


Add to Apr II 40 reinforcements: Scotland Holding Box: 1x 1-8 Art ll 51 (British Army).

Northern Theater of Operations Finnish/Allied OB:


In addition to the components cited in the introduction section, the Finnish/Allied player will need the Finnish Coast Defenses Chart from the A Winter War game.


Note that the Finns have the following breakdown components available at the start of the scenario:



3x 6/6* Inf XX HQ
A, B, C



3x 1-6/1-6* Ski lll
A, B, C



6x 1-2-6/1-2-6* Inf lll
A, A, B, B, C, C



3x 1-6/1-6* Inf lll
A, B, C


Finland starts the scenario with 2 accumulated ARPs and receives 2 ARPs as production on each of the Jan I 40, Mar I 40, and May I 40 turns.


Add to Finnish initial forces: Any Finnish port: 1 pt naval transport.


Add to Allied Intervention +0: Hex 10B:2228: 1x Blen 4F 5HF3 0/26 (Royal Air Force).


Add to Allied Intervention +1: Scotland Holding Box: 1x 1-8 Art ll 51 (British Army).

Campaign for Norway and Nordic Adventure Axis OBs:


The Axis player has a rail capacity of 15 REs on the German/Danish rail net.

March Crisis and Invasion Sweden Axis OBs:


These scenarios require 1-2-0* port fortification (AA=1) (KM) counters (total of 2 and 4 respectively) not included in the Storm Over Scandinavia countersheets (counters for them are contained in the game Second Front) If the Second Front counters are not available, use any agreed upon marker to represent the port fortifications (such as using two fort markers stacked together in a hex to represent the port fortification).

Northern Theater of Operations Soviet/Axis OB:


The Soviet Union starts the scenario with 5 accumulated ARPs and receives as production: 8 ARPs on the Jan I 40 turn, 10 ARPs on the Mar I 40 turn, and 12 ARPs on the May I 40 turn.


Add to Soviet initial forces: Any Soviet ports in Gulf of Finland: 3 pts naval transport.

Nordic Adventure Neutrals OB:


Add to Production, Mobilization, and Reinforcements section: Norwegian: Use the Norway, 1939-1945 Europa Order of Battle. Exception: Ignore all naval units.

Arctic Thunderbolt II Neutrals OB:


Note that "Initial Forces, Feb II 42" should read "Initial Forces, Sep I 42" instead.

Sweden, 1939-1945 Europa OB:


Under General Mobilization +59: the reorganization of the 15th Bicycle X requires 0.5 (not 1) arm RP.
