Leningrad (Decision Games edition) – variant

1.0 (addition) One Soviet infantry unit sets up in 0510.

Reinforcement schedule

(change) The German reinforcement listed for Game-Turn Three arrives on Game-Turn Six.

(clarification) The Soviet reinforcements listed for Game-Turn Four may enter on hexes 2313, 2906 or 2911.

(change) Soviet Finnish front reinforcements (listed as hex 2501 or 2601) may enter anywhere between hexes 2501 and 2701.

(change) The German reinforcements listed for Game-Turn Ten may enter anywhere between hexes 2113 and 2313.

Note 3: (change) The Soviet surprise attack occurs on Game-Turn Eight.  The Soviet four column shift applies to overruns as well as attacks made in the Combat Phase.

2.4 (clarification) There are exactly sufficient Soviet units available to provide at start and reinforcement units for the first eight Game-Turns.  At the beginning of Game-Turn Nine, turn all destroyed Soviet infantry units to their untried status, and select the units needed to complete the Reinforcement Track.

7.3 (change) An overrun costs one Movement Point in addition to the cost of the terrain in the defending unit’s hex.  Exception: An overrun costs German units no Movement Points in addition to the cost of the terrain in the defending unit’s hex on Game-Turn One only.

7.8 (addition) Units that have retreated during the current Movement Phase into a hex subject to an overrun add their Combat Strengths to the defence.  This is because units and hexes can be subjected to multiple overruns during the Movement Phase, unlike during the Combat Phase where previously retreated units do not add to the defence of a subsequently attacked hex.

10.2 (clarification) Hexside terrain (rivers) does not affect this shift.

13.0 (correction) Forts may be placed within four hexes of any Leningrad hex subject to being in Soviet Supply and not in an Enemy ZOC.

13.6 (addition) Forts may not be placed in a hex in an Enemy ZOC.

16.1 (addition)

• 1 Victory Point for each reduced infantry unit.

• 3 Victory Points for each eliminated infantry unit.

Also:

• 1 Victory Point for each replacement step used by the German Player during the game.

16.2 (addition) The German Player receives five Victory Points for occupying hex 2505 and ten Victory Points for occupying hex 2605 with units that are in Supply at the end of the game.

16.3 (addition) Prior to commencing the game, each Player writes down a Victory Point bid to take the German side.  This represents the additional Victory Points the Player requires to be added to his overall total at the end of the game.  The Player making the lower bid takes the German side.

Developer’s Note

Given even remotely competent play on the part of the Soviet Player, it appears to me to be a practical impossibility for the German Player to achieve a victory in the DG edition of this game.

The game would appear to be balanced under the rules of this variant.  The German Player will be very wary of taking undue losses, which taken to extremes may unduly hamper capture of even the first two Leningrad hexes.  Both Players must make a very fine calculation of their bid, given that for the German Player to achieve anything substantive, approximately fifteen steps of loss may easily be assumed.

Note that there are at least two versions of the DG edition in existence with slightly differing rules.  One rule set is clearly a minor development of the other.  This variant is applicable to both but some of the ‘errata’-type points are dealt with in the later rule set.
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