Endkampf Ostpreussen – Combat Calculator


RAW ODDS
If  No Supply





If Supply ADD
Support Steps of adjacent units 


Barrage Factors of adjacent units
Support Factors of HQ



Barrage Factors of HQ(s)
Soviet Artillery Support Factors (2)


Soviet Artillery Barrage Factors (9)

German Volkssturm Factors





German Fortress Support Factors


German Fortress Barrage Factors

German Navy (8)

	
	1:2
	1:1
	1:1.5
	2:1
	3:1
	4:1
	5:1
	6:1
	7:1
	8:1+

	
	
	
	
	
	
	
	
	
	
	Adjust

DRMs


Air power odds adjustment (Max 5) 

	-5
	-4
	-3
	-2
	-1
	0
	1
	2
	3
	4
	5

	
	
	
	
	
	
	
	
	
	
	





Each player places marker – adjust Raw Odds by net amount
2) DRMS
Odds over 7:1

	0
	+1


	+2
	+3
	+4
	+5
	+6
	+7
	+8
	+9
	+10


Armour Adjustment








Heavy Tank
	-3
	-2
	-1
	0
	+1
	+2
	+3
	+4


	
	-1
	0
	+1


Hexside Terrain  (Net of flanking attacks)
	-7
	-6
	-5
	-4
	-3
	-2
	-1
	0




Hex Terrain








First Attack
	-6

	-5
	-4
	-3
	-2
	-1
	0
	
	-3
	0


Prussians
  Latvians

Flamethrower

      Engineers
	-1
	0


	+1


	
	0
	+1
	
	0
	+1
	+2


Final Cumulative DRM Adjustment 
	-6


	-5
	-4
	-3
	-2
	-1
	0
	+1
	+2
	+3
	+4
	+5
	+6


Introduction:
Endkampf Ostpreussen is a flawed masterpiece – a brilliant game let down by incomplete rules and development – all the more regrettable as this is the second attempt; To the wolfs Lair! being the first. Did anyone playtest it with the rules as written? 

However the game is a great one when pieced together (first edition rules are a great help) and the game does reward persistence, being is one of my favourite East Front titles. 

The combat system is especially convoluted with a number of different column shifts and die roll modifiers so I devised this chart to ease combat calculations. 
Instructions for use.

You will need to provide 13 counters with one of a contrasting colour
Place the odd coloured counter and one other counter on the zero box of the Air Power track

Place all other counters in the Zero position of the DRM tracks and one in the holding box to the left of the Raw Odds track.

For each combat:

1) Each player (secretly if desired) decides how many air points they are to commit and places the marker positively if attacker or negatively if defender on the Air Power track.

2) Calculate raw odds following the prompts and place the counter at the correct odds column, adjust for net air power difference, if any, by reference to the Air Power track..

3) If odds exceed 7:1 add DRMs to the “Odds over 7:1” track..

4) Calculate armour odds separately and place a marker to indicate the net armour effect.

5) Note the hexside terrain effects and place marker (remember to adjust for flanking positions)

6) Adjust for other factors on the remaining tracks
7) Note the “First Attack” track is a prompt for the special German defence advantage on the first attack on each front on turns 1 and 2.
8) As you prefer either as you proceed or after all counters are placed calculate the final DRM on the last track.

The top Odds track and bottom DRM track will now show the odds and DRMs for the current combat.

Roll the die and implement the result.

Reset counters and repeat for all subsequent combats. 
