Over the Top:  Variants for the Lemberg Scenario (draft 10/4/07)
by William Byrne (wobyrne@facstaff.wisc.edu)

Opinion in ConSimWorld’s “Over the Top” folder tends to agree that the Russians cannot win in the “Lemberg” scenario even if they eliminate most Austrian units.  Several historical inaccuracies in the scenario rules seem to contribute to this balance problem.  Also, the western half of the map sees little action in a typical game, which seems a shame given its more varied terrain.

The variants below attempt to deal with these issues.  Two nine-turn variants covering August 26th to September 3rd incorporate some simple changes to the scenario as published.   An eight-turn extension to either variant covers the later period of the East Galician campaign, September 4th to 11th.  It requires the use of counters not provided in the scenario.  However, anyone owning the “Brusilov” scenario from the same series can improvise at the cost of either a little extra tracking or historical fudging.
The start date for the nine-turn variants is based on the front line drawn on the map, which corresponds to the positions of the Russian 3rd & 8th Armies on August 26th, 1914.  Both the historical nine-turn variant and the eight-turn extension are based on Norman Stone’s The Eastern Front and the Austrian official history, Österreich-Ungarns letzter Krieg, Volume 1.
The Nine-turn Variants
Variant 1—Historical.
--Russians set up first; Austrians move first.

--All Austrian infantry units of 3rd, 11th and 12th Corps must, if possible, move into EZOCs and attack on Turn 1.  However, the Austrians have the option of calling off further attacks following any single combat which brings total Austrian losses to six steps or more.

--On Turn 3 all units of the Russian 3rd Army have their movement allowance halved.  They may not attack or bombard targets beyond the army’s front line.  They may attack and bombard Austrian units “behind” the Russian front line; i.e., units which have no supply line (defined as a line free of enemy units/ZOCs back to the west edge of the map).   Historical note:  On August 28th, Ruszki, the 3rd Army commander, requested and received permission to rest his units for three days.  Archduke Nicholas overruled Southwest Front commander Ivanov, ordering 3rd Army to resume the advance, but the counterorder didn’t reach the troops until the next day.
--Upon entering the map, all infantry units of 14th Corps (see Austrian Reinforcements, below) must move as quickly as possible into EZOCs and attack, unless the Russians attack them first.  14th Corps’ artillery must roll for offensive bombardment capability per the Turn 5 requirement (see Special Rule 4, below), but need not roll on turn 6 or afterward.

Variant 2—Austrian Recon Succeeds.  Deployment and First Player are as in the published scenario instructions.  All else is as specified below.

Rules Applicable to both Nine-turn Variants
Deployment:  forces are deployed as stated in the Scenario rules with the following exceptions for the Austrians:
--“Comb Infantry Division” deploys on Turn 1 with 11th Corps.

--14th Corps (all units) does not deploy initially, but comes in on Turn 5 as reinforcements.

--All Austrian units deploying on Turn 1 do so at full strength.

Austrian Reinforcements

--105th and 97th LW Infantry Division (all units) enter via the west map edge on Turn 1.  (Historical note:  The scenario’s published OOB describes these formations as Landwehr divisions, when in reality they were Landsturm brigades.  However, since the OOB omits several other Landsturm brigades that saw action, no counters need be added to or subtracted from those provided.) 

--23rd Infantry Division enters via the west map edge on Turn 2.

--10th Cavalry Division enters via the west map edge on Turn 3.

--14th Corps (all units) enters via the south map edge behind the current Austrian front on Turn 5.  (Historical note:  14th Corps had indeed been assigned to 3rd Army, but was ordered north on August 26th to support the 4th Army’s offensive into Russian Poland. However, 7th Corps railed in from the Balkans and on August 29th assembled at Rohatyn just off the south map edge. This corps is not represented in the Austrian OOB. Therefore, 14th Corps substitutes for 7th Corps.)

Special Rules

1)  Earthworks reinforced by built-in walls ringed Lemberg, but no forts. These reinforced earthworks held only 28 guns. The fort hexes surrounding the city should thus be treated as trench hexes.  They afford the Austrians a two-column defensive shift to the left unless attacked (or also attacked) from Lemberg itself, in which case they afford a one-column defensive shift to the left.  The Russians get the standard one-column shift when defending in these enemy trenches versus either assault or barrage.
2)  The Bug and Dniester Rivers afford the standard 2-column defensive shift in favor of the defender and cost 2 extra MP to cross, but unnamed rivers have no effect on combat or movement.

3)  Reinforcements must enter as a column of stacks extending off the map edge if using the same entry hex, with each stack paying extra movement points as if the off-map hex(es) were the same terrain type as the entry hex .  If using road movement to enter, no stacking is allowed.

4)  Austrian artillery’s use of Offensive Barrage during Turns 1-5 depends on a successful die roll.  For each artillery unit wishing to bombard on Turn 1, the Austrian must roll a “1”.  On Turn 2, he must roll a “1” or a “2”; on Turn 3, a “1”, “2”, or “3”, and so on through Turn 5.  Austrian artillery may always bombard defensively.  (Historical note:  Austrian doctrine did not have high expectations for the artillery arm, and neglected coordinating its efforts with that of the infantry.  What’s more, the infantry’s élan in the early days was such that some units did not wait for the artillery to do its job before attacking.)

NOTE:  Use of the scenario’s Morale rule (as published) is recommended.

Victory Conditions
Victory hinges on the occupation of three towns, Lemberg, Mikolajew, and Zolkiew; and on the line starting in Hex 2818, running along the railroad from Mikolajew to Rava Ruska, and ending in Hex 2201.  Lemberg is of political importance, Mikolajew is a fort, and Zolkiew is on the road leading to the Austrian left wing, which at that time was advancing in southern Poland.  In reality the railroad did not end at Mikolajew, but continued south, and so serves the entire Austrian army in Galicia so long as it holds positions to the north and east.
Russian Marginal (end of Turn 9)

--Hold two of the three towns or…
--Have at least 40 strength points on or west of the designated line, or…

--Inflict more than 50 step losses on the Austrians while losing no more than 25 steps.
Russian Tactical (end of Turn 9)

--Hold two of the three towns and have at least 40 strength points on or west of the designated line, or…

--Inflict more than 55 step losses on the Austrians while losing no more than 25.
Russian Decisive:  

--Achieve the geographic objectives for both the Marginal and the Tactical victory levels before the beginning of Turn 9, holding them through the end of that turn, or…
--Inflict more than 60 step losses on the Austrians while losing no more than 25.
Austrian Marginal:  Prevent the Russians from achieving any of their victory conditions.
Austrian Tactical: 
--Hold all three towns and limit Russians to less than 40 strength points on or west of the designated line, or…
--No Russian units on or west of the designated line.
Austrian Decisive: Hold Lemberg and no Russian units on or west of the designated line.
Notes:

--Holding a victory hex is defined as occupying it or being the last player to occupy it.

--Russian units ending the game on or west of the designated line need not be in command to fulfill the victory conditions, but must be able to trace a supply path free of Austrian units or zones of control back to the east edge of the map.)

The Seventeen-turn Variant
This is an optional variant extending the game until September 11th unless the Austrians or Russians win decisively at the end of the nine-turn game (Historical note:  After the Austrian High Command realized its right wing was in trouble, it directed most of 4th Army southeast.  If the right wing had instead successfully held the Russians, 4th Army would probably have pursued the beaten Russian 5th Army northward or marched east to assist the Austrian 1st Army.  On the other hand, if the Russians had won decisively, they would soon have been so far in 4th Army’s rear that the Austrian general retreat might have begun around September 4th instead of a week later.)
Austrian Reinforcements

--4th Army (order of battle follows) enters from the north map edge anywhere west of hex 2301 no earlier than Turn 10.  See Special Rule 5 for how the choice of entry turn affects later play.
OOB (and its nearest equivalents from the Brusilov scenario)
Army-level units:  HQ, one 4-6 cavalry division, four 2-3 infantry units (use the following units from the Brusilov scenario:  HG Linsingen, 10th Cavalry Division, Det 19, and Det 20.  Treat Det 19 and Det 20 as 4-3 divisions rather than as 4-4 brigades.  In addition, use 21st Cavalry Division to represent the corps cavalry brigades listed below, since there are no 1-6 Cavalry counters in Brusilov).  
6th Corps : HQ, one artillery brigade, two 4-4 infantry units, four 3-4 infantry units, and one 1-6 cavalry brigade. (Use the Szurmay corps from Brusilov.)
9th Corps : HQ, one artillery brigade, four 4-4 infantry units, two 3-4 infantry units, and one 1-6 cavalry brigade.  (Use 10th Corps from Brusilov)
17th Corps : HQ, one artillery brigade, four 3-4 infantry units, two 2-3 infantry units and one 1-6 cavalry brigade.  (Use the Fath corps from Brusilov less 90th Schützen Brigade)
--4th Corps enters on Turn 14 from the south map-edge via the Sambor road or via any south edge hex west of the Sambor road with its HQ, one artillery brigade, two 4-4 infantry units, two 3-4 infantry units, and one 1-6 cavalry brigade.  Along with 4th Corps enter two 2-3 infantry units representing Landsturm and Marschbrigaden sent to the front at this time.  (Use 2nd Corps from Brusilov.  Its 4th Division represents the Landsturm and Marschbrigaden.)  
Note : the advantages the Austrians enjoy using the relatively oversized Brusilov units is limited by the stacking rule (see Special Rule #2), and balanced by the disadvantage in any unfavorable CRT result, including exchanges.
Russian Reinforcements
--8th Corps enters from the south map edge on Turn 10, anywhere east of the Russian front line, with one HQ, four 4-4 infantry units, and one artillery brigade.  (Use 8th Corps from Brusilov, omitting any two infantry regiments.  Treat its HQ command radius as “1”.)
-- 24th Corps enters from the south map edge on Turn 14, anywhere east of the Russian front line, with one HQ, four 4-4 infantry units, and one artillery brigade.  (Use 23rd Corps from Brusilov, but treat 53rd Division as a 4-4 infantry brigade with a 2-4 reduced side.)
Special Rules

1)  Replacements:  Increase Austrian replacements to 2 per turn on Turn 11, or when 4th Army appears on the map, whichever is later.
2)  Stacking limits:  Three units (divisions count as two) or 12 strength points, whichever comes first.

3)  Morale:  If using the optional Morale Rule (recommended), increase Austrian morale by three points when 4th Army appears on the map, and by one point on Turn 14.  Increase Russian morale by one point whenever the Threat to the Austrian Rear begins (see Special Rule #5, below).

4)  Artillery Range:  If using the Brusilov counters, treat all artillery ranges as “2”.

5)  The Threat to the Austrian Rear:   Unless the northern end of the Austrian front line is already west of Rava Ruska (in which case things probably aren’t going too well anyway), the Austrian player faces a choice at the start of the 6th turn after the turn on which 4th Army appears on the map.
--He can protect the rear (see below for how this must be done).

--He can delay this maneuver, or not do it at all, but his ultimate victory level is reduced by one for each turn he delays.  Example:  If 4th Army entered on Turn 10, but the Austrian player chooses not to begin the protective maneuver on Turn 16 or Turn 17, a Tactical Austrian victory would become a Marginal Russian victory.  Historical note: the Russian 5th Army later rallied and thrust into the gap 4th Army’s departure had created, prompting the Austrians to break off the battle for Lemberg on Sept. 11th.  They retreated to western Galicia, and the Russians laid siege to Przemysl.
How to Protect the Rear:
--On the turn the Austrian player chooses, units of the two corps HQs which could most quickly exit the north edge of the map at or west of Rava Ruska must be withdrawn from the front.  4th and 3rd Army commands are ineligible, since they are not corps.  The two corps must total at least 20 strength points (counting artillery units as one SP each).  If they total less than 20 SPs, further corps must be withdrawn with them so that the total SP withdrawn is at least 20.  The priority for withdrawing further corps is the same as that for the first two corps—the HQs must be those which could most quickly exit the map as specified.

--Units may not enter an EZOC after they begin their movement to the rear.  They must move toward their exit hex as quickly as possible, and are regarded as in command for purposes of this maneuver, no matter what the range to their HQs.  They may defend themselves against attack.  Artillery units may bombard offensively or defensively while en route.
Victory conditions:
Russian Marginal:
--Hold Lemberg & Mikolajew and…
--Either hold Grodek and Zolkiev or have 40 in-command strength points west of hex row 23xx.
Russian Tactical:  Hold Lemberg, Mikolajew, Grodek & Zolkiew and have 40 in-command strength points west of hex row 23xx. 
Russian Decisive:  In addition to the conditions for the tactical victory, hold one of the following three towns: Sambor, Sadoroa-Wisznia, Rava Russka.  Units fulfilling the extra condition for a Decisive Victory need not be in command, but must be able to trace a supply line to the east edge of the map free of enemy units or EZOCs.

Austrian Marginal:  Prevent the Russians from achieving any of their victory conditions.

Austrian Tactical:  No in-command Russian units west of hex row 23xx and hold two of the following four towns. Grodek, Zolkiew, Lemberg, Mikolajew.
Austrian Decisive:  No Russian units west of hex row 23xx; hold three of the following four towns:  Grodek, Zolkiew, Lemberg, Mikolajew.

Austrian units fulfilling the conditions for a Tactical or Decisive Victory need not be in command, but must be able to trace a supply line to the west edge of the map free of enemy units or EZOCs.

