PANZERGRUPPE GUDERIAN: Variant
This variant is applicable to the S.P.I. edition of the game.  It is easily adaptable to the A.H. reprint.

S.P.I. capitalisation conventions are used throughout.

[3.4] (clarification) The Soviet mechanised units are considered to be armoured units for set-up and reinforcement purposes.  There are more Soviet armoured units in the counter-mix than are needed for play.  This was apparently a deliberate design decision in order to give wider fluctuations to Soviet armoured capabilities from one playing of the game to another.
[6.37] (addition) A rail-line may be permanently destroyed by a German unit remaining in the hex for one entire Game-Turn.  Place a rail-break marker in the hex.  No more than six rail-break markers can be on the map at one time.  The German Player may remove previously employed rail-break markers in order to place a rail-break in a new hex.

[6.52] (addition) If during an Overrun the hex subject to the overrun is cleared of Enemy units but there is coincidentally an adverse result for the Overrunning units (i.e. a split result or an engaged result), and the Overrunning Player wishes to take losses instead of retreating, the Overrunning units must remain in the hex from which the Overrun originated.  These units have ended their Movement Phase.

[6.57] (clarification) A stack of units which has conducted a successful Overrun may disperse after the Overrun and move separately from one another with any remaining Movement Points.  However, movement for all of these units must be concluded before any other unit is moved.

[6.59] (clarification) Supply for all units involved in an Overrun is determined at the instant of Overrun.

[6.7] TERRAIN EFFECTS CHART (correction) Under road hex, the reference to Case 11.14 should read 11.13.

[7.3] (clarification) The only units that may stack with a two regiment motorised division and not break its divisional integration are either of the independent regiments (GD and Lehr).

[9.73] (change/clarification) The order of retreat priority is:

a) Vacant hex.  Retreats must be performed so as to ensure the maximum number of retreating units enter into or move through vacant hexes.  In compliance with this, a stack of retreating units is not required to be dispersed, and can end its retreat still in a stack.

b) Friendly occupied hex outside of an Enemy Zone of Control.  Subject to a), retreats must be performed so as to ensure the maximum number of retreating units enter into or through Friendly occupied hexes outside of Enemy Zones of Control.

c) Friendly occupied hex in an Enemy Zone of Control.  Subject to a) and b), retreats must be performed so as to ensure the maximum number of retreating units enter into or through Friendly occupied hexes in Enemy Zones of Control.

In the course of a retreat, units can never “switch places”.  A retreating unit can never enter hexes initially occupied by other units retreating from the same combat.

In the event of a D1/A1 result with a single defender who is eliminated, attacking units may not be retreated into the hex formerly occupied by the defender.

For any individual combat result, retreats are considered simultaneous.  If there is a retreat route available to units at the commencement of the retreat, Friendly units may not be eliminated by the placement of other Friendly retreating units from the same combat, except that in no circumstances may retreating units end their retreat over-stacked.  In other words, the opposing Player may not retreat Friendly units in such a way as to deny another unit retreating in the same combat a Path of Retreat.

Subject to above, the opponent chooses the order in which units retreat and the Path of Retreat of units.

[9.75] (clarification) If a unit is retreated onto a Leader who is attacked later that Phase, the Leader’s Defence Strength is used.  Any adverse result (including engaged) will eliminate the previously retreated unit before any combat losses or retreats.  That retreated unit will not count for combat losses. If a unit is retreated onto an Untried unit which is attacked later that Phase, and which happens to have zero Defence Strength, the retreated unit(s) are automatically eliminated and the attacker may advance up to two hexes.

If a unit is Overrun and Disrupted, and later in the Phase another unit is Overrun and retreated onto it, then if that stack is subject to another Overrun in the same Phase, the Defence Strength of the first unit is used, and any adverse result (including engaged) eliminates the second unit.  If a unit is retreated onto another unit or units as a result of an Overrun during the Initial Movement Phase, all such units defend normally during the subsequent Combat Phase.

[10.31] (clarification) Soviet Lines of Communication from Leaders to units are treated exactly as Lines of Supply, e.g., they may be traced into but not through swamp hexes.

[10.27] (clarification) Multiple Soviet Leaders can be in the same hex, subject to the four unit stacking limit, and can add to the Attack Strength of the same unit or units, as long as the Combat Strength due to Leaders does not exceed that due to combat units.  Multiple Soviet Leaders can Overrun in conjunction with one or more non-Leader units under the conditions set forth in Case 10.36, except that in common with all Overrunning units their Combat Strength is halved (rounded down).

[10.4] (addition) This rule is to be used.  The German player receives two Victory Points per evacuated Leader.

[11.14] (clarification) German supply is traced twenty hexes to a road that leads to hex 0120 and is unblocked by Enemy Zones of Control (Friendly units negate Enemy Zones of Control), or twenty Movement Points to any western map-edge hex.  The twenty Movement Points range does not include tracing off the map, which is not required.  When using Movement Points to determine supply, the movement costs relevant to the unit type are used (e.g. armoured, mechanised and motorised units benefit from the road movement rate, and it costs two extra Movement Points for all German units to cross rivers).

[11.36] (clarification) German divisions are doubled for divisional integrity before being halved for supply or Overrun.

[12.4] (addition/clarification) All originally available Untried Soviet rifle divisions must be used before any eliminated divisions enter the game as reinforcements.  On the Game-Turn that the last of the original rifle divisions arrive as reinforcements, the Soviet Player selects any other reinforcements from units eliminated on previous Game-Turns other than the immediately preceding Game-Turn.  A rifle division may return as a reinforcement on the first Game-Turn after it is eliminated.  Subsequently all destroyed rifle divisions are available as reinforcements beginning two Game-Turns after their elimination.  For example, a rifle division eliminated on Game-Turn Nine is available on Game-Turn Eleven.

[13.32] (clarification) Air Interdiction Markers add one to the Movement Point cost of an Overrun for Russian units in the hex where the marker is placed.

[15.11] (correction) In the last paragraph of this case, the reference to 13.23 should read 14.23.

[15.11] (addition) The German Player receives two Victory Points for each city not already giving Victory Points.  The Soviet Player does not gain any Victory Points for recapturing these minor cities.

[15.12] 1. (change) The Soviet Player receives one-half Victory Point for each step lost by a German unit.  In addition, he receives two additional Victory Points for eliminating an entire German panzer or panzergrenadier division and one additional Victory Point for eliminating a German infantry or cavalry division.  Therefore, the total number of Victory Points received by the Soviet Player for each eliminated German division is as follows:
Panzer division



5
Panzergrenadier division


4
Infantry division



3
Cavalry division



2

[15.2] (change) Before commencing play; each Player sets his own objective for the German forces.  Both Players secretly write down the Victory Point adjustment they are to receive/suffer to play the Germans.  The Player making the highest (or least negative) bid is the German Player.  Example: Player A bids five Victory Points and Player B ten Victory Points.  Player B takes the Germans, but suffers a ten Victory Point deduction from his final Victory Point total.  Players may bid negative Victory Points (that is, additions to the German total) for themselves to play the Germans.

[16.1] (clarification) The reinforcement schedule in the rules is correct, not the table on the map; i.e., the Soviet Player does not receive reinforcements on Game-Turn Twelve.

[16.2] (correction) On Game-Turn Two, the German Player receives the 26th infantry division, not the 16th.

[16.2] (addition) On Game-Turn Seven, Entrance Area E, the German Player receives, in addition to those units listed, the 268th infantry division.

Developer’s Notes

This variant addresses the play balance problems evident in the original game, particularly when played by two experienced protagonists.

Tournament Supplement
Result



Points awarded

Marginal victory



1

Substantive victory


2

Decisive victory



3
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