  Tannenberg: The Extended Campaign Game  (August 15th to September 15th 1914)

The rules outlined below extend the game to a total length of 28 game turns. There are 13 additional turns after the normal end of the Tannenberg game (Turn 15- Sept. 2nd) . Each of the additional game-turns in the Extended Campaign game represent one day. Turn 16 would be Sept. 3rd, Turn 17 Sept. 4th, Turn 18 Sept. 5th etc. through Turn 28 September 15th. The extended campaign game uses all the 17 additional Russian and German units (they arrive as reinforcements) outlined in the 1st Masurian Lakes scenario, as well as parts of the rules from that scenario.

Additional Rules for the Extended Campaign Game:

Wireless Intercepts: The last turn the German can ask for a “wireless intercepts” die roll from the Russian Player is at the start of his Turn 15 Player Turn.

Russian 1st Army: The 1st Army reverts to its game start Command roll chart on Turn 16:

As follows die roll 1: 1MP  2: 2 MP 3-5: 4 MP 6: 6 MP

Russian 2nd Army: Uses the Turns 5-15 Line for turns after Turn 15.

Russian 10th Army: This formation always uses this chart 1-2:  2 MP  3-4: 4 MP

 5-6: 6 MP. The Russian Player starts rolling for this formation on Turn 16.

German Formations: Both German Formations use their standard command roll charts for turns after Game Turn 15: in the case of the 8th Army this would depend on whether or not H-L had taken command on turn 5.

Russian “General Retreat” Rules:  On or after Game Turn 13 the Russian Player may declare a “General Retreat” before rolling the Command die roll for the Russian 1st or 2nd Armies (Exception: This roll could occur on Turn 12 if the German Player selects an

Army for “Wireless Intercepts” that the Russian decides to General Retreat with). Use the ‘General Retreat’ rules for that army as laid out in the 1st Masurian Lakes scenario. The Russian Player may only declare “General Retreat” for one of these two armies(1st or 2nd) per Extended Campaign Game. A “General Retreat” declaration also cancels any future use of the “Wireless Intercepts” rule by the German Player after the first “General Retreat” roll. Note that a Russian Army that declares “General Retreat” may no longer take replacements for the remainder of the game.

Exiting the map: Russian 2nd Army units may exit the map between 4428 & 1828 (inclusive) by expending an additional MP. 1st Army units may exit from the map from hexes 5400-5412 by expending an additional MP during their movement phase. Russian 10th Army units may never exit the map, & 10th Army may never declare “General Retreat”.  All voluntarily exited units never return to the map, but are not considered eliminated. Units forced off the map by retreats are eliminated.

New Attachments to German 1st Corps/Von Francois Command: 

The German Player may, on any turn after Game Turn Five attach certain units to the I Corps formation. Such units are treated just like the two starting organic divs of the I Corps for movement purposes. The following eligible units may be attached to the I Corps formation: Any Bde. units of the German 1st Cav. div, 3rd Reserve inf. div., 1st Landwehr inf. div., & GFR inf. div. I Corps may have up to six total counters (incl. the I Corps inf. divs) under command at one time. Procedure to attach: At the start of his player-turn the German Player may attach any eligible unit(s) within 3 hexes of a organic I Corps inf. div. to the I Corps by simply calling it out. Procedure to detach a unit from I Corps: At the start of his player-turn the German Player may detach any eligible unit(s) from I Corps command regardless of location back to 8th Army Command, organic I Corps inf. divs may never be detached from the I Corps. The German Player may only conduct attaching or detaching not both in the same player turn start.

German Cavalry unit movement after Turn 15: All German Cav units move with the MP of the infantry of the formation they are attached to after Turn 15-Sept. 2nd. Exception: each German Formation (I Corps , 8th Army) may declare “cavalry pursuit” once per game after Turn 15, up to three cav. units attached to the formation  making the declaration add 2 MP to their move allowances for that turn only. 

Inter-Russian Army (lack of) Cooperation: Units from different Russian Armies may not stack with each other and cannot cooperate in attacks on the same hex from different hexes. 

Russian 2nd & 10th Army Special Supply Rules:

2nd Army: Russian 2nd Army units may trace supply up to hex 3228, also consider this hex to also be a 2nd Army entry hex (this added rule gets the 2nd Army some flexibility to operate as it did historically with its right flank 6th Corps in the Bischofsburg-Bischofstein area, the current rules don’t allow this and supply tracing around those little lakes is hard enough even with this added advantage)

10th Army Supply: All 10th Army units trace supply to hex 5426. Units of the 10th Army that cannot trace a supply line are immediately considered Out of Supply just like the Russian 2nd Army units in the same supply situation.

Russian 1st & 10th Army Replacement Rules: The Russian 1st Army replacement rate drops to One infantry step per turn starting Turn 13. The Russian 10th Army may only take one replacement step per game.  

Additional German Strategic Movement: A third German Infantry unit may use Strategic Movement---although the first two units moved can be any German inf. unit…the third infantry unit moved in this manner must have a TER of 3 or less. 

German Movement Restriction: German units may not move or retreat into hexes within 3 hexes of Bialystok (hex 5225)

Replacing “dead” infantry units:  Both sides may bring back eliminated inf. units on a limited basis starting Turn 14. Each even turn (turn 14, 16, 18, 20 etc.) up to one infantry unit per side can be brought back at its lowest strength level in lieu of that side taking an available replacement step for the Army formation the unit belongs to. 1st Army units that return arrive in entry areas A or B. A 10th Army unit may be brought back at Bialystok, 2nd Army units in Entry areas D or E or 3228. German units (8th Army or I Corps) arrive just like a reinforcement unit. “Dead” infantry units returned to the board may move on their turn of arrival. Dead units belonging to an army that has been reduced below an “effective level” may not be returned for to play for the remainder of the game although the army could still continue to take replacements for its on map units.“EffectiveLevels” also have an effect on the Victory Conditions of the Extended Campaign Game…

“Effective Levels” for the Russian Armies are as follows:

Russian 1st Army: 7 or more inf. divs

Russian 2nd Army: 5 or more inf. divs

Russian 10th Army: 3 or more infantry units.(divs or bdes)

( Only units on the map, on the turn track as a future reinforcement, or voluntarily exited count towards an “effective level”, cav units don’t count for these calculations)

The German Army “Effective level” includes units of both formations (8th Army & I Corps)

Effective Level without West Front Reinforcements:  7 Inf. Divs or more (at least four of these divs have to have a TER of 3 or more).

Effective Level with a decision for West Front Reinforcements: 9 Inf. Divs or more (at least six of these divs have to have a TER of 3 or more)

( Only German inf. divs on the map, or on the turn track as a future reinforcement count towards an “effective level”, cav units & Inf. Bdes don’t count for these calculations, and German forces may never voluntarily exit the map)

Arrival of the 17 “New” German/Russian units as Reinforcements in the extended Campaign Game(see Masurian Lakes file for details on the new units)
Russian Reinforcements:

1st Army: 54th,72nd, & 76th Inf. divs.  One div unit each turn arriving Entry A on

               Turns 13, 14, & 15.

10th Army: All 10th Army units arrive within one hex of Bialystok cannot move on turn of entry (detraining & concentrating). Start rolling for 10th Army Movement on Russian Turn 16, the Russian player may roll for his armies and move in any order he wishes.

Russian 10th Army Reinforcements:

1st & 3rd Finnish Rifle Bdes (FRBs) Turn 15  

7th Siberian Rifle Div.                       Turn 17

8th Siberian Rifle Div., Finnish Rifle div., & 1st Turkestan Rifle Bde. Turn 19                 

German Reinforcements:

East Front: Turn 15: Posen Fortress Div. (arrives just like a normal German reinforcement)

West Front: At the Start of German Turn 7 the German Player writes on a piece of paper whether he would like to get the West Front Reinforcements. He simply writes YES or NO on the paper. At the Start of German Turn 14 he reveals what his decision was. If the decision was NO the German gets 5 extra VPs at the end of the game. If the decision was YES the German Player places the XI Corps, Guard Res. Corps, and 8th Cav. Div. on the turn record track on Turn 16 (Sept. 3rd) Turn 17 (Sept. 4th) and Turn 18 (Sept. 5th) with one higher level corps, or cav. div. group of units arriving per Turn-day. These units all arrive just like normal German reinforcements. 8th Cav. Div. Bdes may stack like a corps.

Victory Conditions:

The Victory Conditions use levels of victory for each player listed from the

lowest level to the highest: The player with the highest level of victory is considered to 

be the scenario victor:

Russian Levels:

Survival Victory(Historical): Russian 1st Army or 2nd Army is still at an “effective level”

Marginal Victory:  All Three Russian Armies are still at an “effective level”

Substantive Victory:  Have as many or more VPs than the German Player. Only red VP hexes count for this purpose to score Russian VPs.

Decisive Victory: Have seven or more VPs than the German Player. Only red VP hexes count for this purpose to score Russian VPs.

Smashing Victory:  Have nine or more VPs than the German Player, and reduce the German Army below an “effective level”. Only red VP hexes count for this purpose to score Russian VPs.

German Levels:

Survival Victory:  The German Army is still at an “effective level”.

Marginal Victory:  Have more VPs than the Russian Player (only yellow VP hexes & not taking West Front Reinforcements count to score German VPs).

Substantive Victory:  Have eight more VPs than the Russian Player.

Decisive Victory (Historical): Have ten more VPs than the Russian Player and at least 2 full strength in supply inf. divs within 3 hexes of Russian Entry hexes A or B.

Smashing Victory:  Have 12 more VPs than the Russian Player, and satisfy two of the                             three conditions listed below:

a) At least two full strength in supply inf. divs within 3 hexes of Russian Entry hexes A or B.

b) At least two of the three Russian Armies reduced below effective levels.

c) Germans have destroyed and occupy a Russian Fortress.

Optional Rule: More new Russian units, 2nd Army Reserve Divs:

Optional Russian Reserve units: The Russian Player may, on or after game turn 14  bring on 2  Reserve inf. divs (2-2s) in any 2nd Army Supply Source hex ( D, E, or 3228). Award the German Player 1 VP if he makes this choice. These units are part of 2nd Army for movement/coordination/supply only, they do not count for purposes of determining whether or not 2nd Army has dropped below its “effective level”. Historically these units were garrisoning fortresses off the map in the Warsaw area, but they could have been easily brought to the front.

