
KURSK ADDENDA 
Rules 

[6.13] (correction) Delete the phrase "".before i[ 
expends any Movement Points." 

[6.16] (correction) The second sentence should 
read: "The Zones of Control of Enemy units being 
overrun are ignored by the overrunning units until 
that overrun is resolved." 

[11.16] (clanjication) The last sentence should 
read: "Thus, most supply and communication re­
strictions do not apply 10 ami-rank and artillery 
unit~ (see 11.59)." 

[11.51] (correction) Delete the phrase "- for the 
ent ire Game-Turn." 

[1'.591 (clarification) An out-of-supply German 
headquarters unit Ls restr icted in its use or Anti­
tank and Artillery Points exactly as out-of-supply 
Soviet anti-tank and artillery units are. 

[13.22] (change) Terrain docs not affect ami-rank 
combat. The Phasing player's units do not get. the 
benefit of terrain in their current hex. 

[18.18] (clarification) The Unit Manifest/Order of 
Battle has nothing whatsoever 10 do with the play 
of the game. It is useful only 10 those who arc in· 
terested in historical research. If you are still con· 
fused, simply delete Section 22.0 from the rules. 

[18.27] (addition) Any reinforcing unir may be in 
IndependelH C()mmand when it enters the map, 
provided ihe limi ts in 11.15 are not exceeded. 

[18.481 (addition) Eirher player may choose I.D ex­
tend a scenario by an extra Game-Turn if he grants 
the opposing player five Victory Points. Immedi­
ately upon the conclusion of the Organization 
Phase of the Soviet Player-Turn of the last regular­
ly scheduled Game·Turn, the German player must 
declare whether or nor he wishe, to exercise thi, 
option. If he declines, the Soviet player may 
choose to do so. 

At the end of the first extra Game-Turn , the player 
who did not extend the game may choose to add 
yet another Game-Turn by granting his opponent 
(en Victory Points. The game may never go be­
yond a second extra Game-Turn. 

Victory is calculated in the mual fashion at the 
conclusion of the last extra Game-Turn. 

[22.0] (clarification) Key to German Codes, 10th 
line should read: "Y: Other theater of the war or 
Ilot yet formed." 

Tables 
[9.93] COMBAT MOD/HERS TABLE (omission) 
6.0: During an overrun, shift 2 to the left, 

[18.5] MISCELLANEOLIS INFORMATION 
TARI.E (correction) 7.11-7.14 Unit Stacking Point 
Values should read "Any Soviet Corps: 3" not 
"Soviet Rifle Corps: 3." 

Counters 

1. Front, 95th Infamry Divi,ion, 2nd Panzer Ar­
my, Germany: Delete stripe aeross lower portion 
ofcounter. 

2. Back, 56th Infantry Division, 35th Corps, 2nd 
Panzer Army, Germany: Delete stripe across lower 
portion of counter, 

3. Back , 707th Static Infantry Division, 46th Pan­
zer Corps, 9th Army, Germany: The Step Value 
should be 1. 
4. Front, 332nd I nfantry Division , 52nd Corps, 
4r.11 Panzer Army, Gcrmany: The Movemenl Al­
lowance should be 5 . 

5. Front, 2nd counter, Totenkopf Division, 2nd 5S 
Panzer Corps, Germany: The values, which are 
slightly obscured, should read 22K6·8. 

6. Fronts, 1st and 2nd coumers, 6th and 31st Tank 
Corps, Voronezh Front, Soviet Union: The unit 
Iype for all should be armor. 

7. Front and back, 1st counter, 10th Tank Corps, 
Steppe From, Soviet Union: The Indicator Letter 
on the front face should be J; on the back, P. 

ADDITIONAL MARKERS AND COUNTERS FOR KURSK (see next page) 

[11.12] Alternate Subordination Markers 

German 4th A rmy 2 pz Army 91 h Armv 2nd Army 4 P.l Armv Soviet West Ft 

A~ An All A~ All Alt 
Sub Sub Sub Sub Sub Sub 

ADK 1 pz Army 2 S5 Cps 3 p, Cps GvE Steppe FI 

All All All Air Alt All 
Sub Sub Sub Sub Sub Sub 

[16.4] Additional Units 

German II 503 II 52 Soviet 3 PartDiv 

[Q1Alt I§Alt 
x 

Fron t 
L.~l?~ ~g4IBJ! 

F(()n 0 
,~ 0-2-6 

II SSPao Orlov 

§ Alt x 

milfI' 
IT] 

:th8b;f.~>.;, : 0-2-6 

Back BilCk 3 PartDiv 
X m 

0-1-6 

Odov 
X 

CD 
0- 1-6 

Frof/{, lsI counter, 1st Guard" Mechanized Corps, 
Steppe Front, Soviel Union: The Indicator Letter 
should beY. 

8. Back. 28th Guards Rifle Corps, 8th Guard.s 
Combined Arms Army, Soviet Union: The unit 
designalion Should, of course, be28Gd. 

Map 

1. The ci t y of Belgorod (1520) is a Victory Point 
hex worth 2/10. 

2. The major dties of Kursk (2821) and Lgov 
(2916) and the minor cities of Belev (4827), Koro­
cha .( 1624), Kupyansk (0424), Livny (3333), Oboy­
an (2320) and Sukhinichi (5423) should ali be 
marked as trigger hexes for conditional reinforce­
ments (see ]9.52, 19.62,20.52 and 20.62). 

3. Delete the fo resl terrain from hexes 4022,4023, 
4123 and 4124. These hexes contain steppe (i.e ., 
clear) hexes. 

4. The Cemral Front headquarters should be de­
ployed at hex 3023 (the village of Vorobevka; not 
pr.inted on the map) during the May and July sce· 
narios. Similarly, the Voronezh Front headquart­
ers should be deployed at hex 2322 (the village or 
Bovrischevo) during the May and July scenarios. 
Note: The Soviet player may deploy units subor­
dinate to these two headquarters (only) out of 
communication and supply range to fill gaps in the 
front line. (Obviously, the deployment given in the 
rules could nOI take the above errors into 
acc.'oulll.) 

Displays 

1. lSI image, 21st Guard~ Rifle Corps, 4th Guards 
Combined Arms Army, Soviet Union: This image 
should be replaced by that of the 8th NKVD Mo­
torized Division. 

2. 1st image, 29th Guards Rifle Corp>, 8th Guards 
Combined Arms Army, Soviet Union: This image 
should be replaced by tha t of the 28th Guards Ri­
fle Division. D [ ) 

Bryans, F! Central Ft 

An A~ 

Sub Sub 

4Gd CAA 21 CAA 

All AU 
Sub Sub 

Chapeyev Dantsenko 
x x 

m m 
0-2-6 0-2-6 

Panasenko AQmaschin 
x x 

IT] CD 
0-2-6 0-2-6 

Chapeyev Dantsenko 
X X 

CD 0 
0-1 -6 0-1-6 

Panasenko Romaschin 
X X 

0 [[] 
0·1-6 0-1-6 

Voronzh Ft 

All 
Sub 

47 CAA 

Aij 

Sub 

Ouka 
x 

0 
0-2-6 

Duka 
x 

[!J 
0- 1-6 

Souwes! Ft 

An 
Sub 

8Gd CAA 

All 
Sub 

Bytosh 
X m 

0-1-6 
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ADDITIONAL RULES 
TO KURSK 
[11.12] (optional change) When a unit is placed in 
alternate subordination. it becomes subordinate to 
an en/ire German Army or Soviet front. Such a 
unit can draw ,upply and 50 forth from any head­
quarlers in the army or front. Thus, a unit in alter­
nate subordination to the German 9th Army could 
be commanded by 41st Panzer Corps, 46th Panzer 
Corps , 471h Panzer Corps, 20th Corps, 23rd 
Corps or 9th Army headquarters. Players should 
create COUlllers modeled on those indicated on 
page 19 when using this option. 

Designer's Note: Several players have complain­
ed that the current alternate subordinatiun rule re­
quires some " me,sy" bookkeeping (and, after be­
coming confused as IU Ihe current headquarters of 
a unit in alternate subordinatiun during a recent 
play of Kursk, I lItust agree with them). This l'P­
tiunal rule , which allows all independent unit s to 
be treated as army or front-assets, divcrges slightly 
from 1943 doctrinal practices. 

[16.4] ADD ITIO NAL UNITS (new rule) 
One decision believed to weigh heavily on the out­
cume of the Kursk offensive was Ihe choice of lim­
ing. A May atlack would have allowed the Ger­
mans belter campaigni ng weal her and, more im­
ponanlly, would have faced a considerably less 
prepared Soviel defense. Adolf Hiller 's justifica­
tion for delaying Ihe allack seems 10 have been a 
fascinatiun with Ihe lechnologically-advanced 
AFY's Germany had JUSI begun 10 produ~e. This 
fascination is apparently shared by a few amateur 
historians, who expressed disappointment that 
these "wonder weapons" were nOl l'ully represent­
ed in the countermix. I believe the evidence of 
hiSlory shows the units uriginally not included to 
ha ve had little or no effect on the course of the ba t­
tie (as evidenced by the lit Ie of this rule). However, 
there is no reason not 10 lake Ihis opportunity to 

make Kursk all things to all people. 

If this rule is used, Ihe players must make facsim­
ilies of those counters depicted at the bOllom of 
page 19. 

[16.41] The German player (only) has the option to 
bring the new units into play. He may exercise Ihis 
option at any time until he moves a unit during the 
Movement Pha.le of his second Player-Turn. 

[16.42) T he German player receive, no Replace­
melH Steps . Instead, he chooses une of the new 
German unilS for each Replacement Step he was 
due 10 rece ive during that Game-Turn. He also has 
Ihe option to grant the Soviel player Ihree ViclOry 
Points for each additiona l unit he brings into play. 
The German player can bring all of his new units 
illlo play during a turn if he dues not mind the 
expense. 

[16.43] The German player places his new units on 
the map during his Ivlovement Phase. Each uni l 
mUSt be placed in a hex with an army headquarters 
unit, and then is free tu move. 

[16.44) The Soviel player rece ives, withou t penal­
ry, as many new units (Partisans) as the German 
player did during the preceding Player-Turn . 
These are placed on the map during the Soviet 
MovemeTIi Phase . A new Soviet unit must be plac­
ed on Ihe Soviet side of Ihe current front line and at 
leasl three hexes away from the nearest German 
unit. 

[16.45] A new German unit is considered to be in 
alternate subordination (per the new Case 11.12) to 
it, army headquarters. A new German unit may 
never ~hange its subordinat ion . 

[16.46] A new Soviet unit is always considered to 
be in communication. Such a unit is considered to 
be in supply unless all hexes adjacent to it contain 

German units or ZOC's (a Soviet unit, as usual, 
negales a German zoe in its hex). A new Soviet 
unil has a "weight " of1 Stacking Point. 

[16.47] The 51, 52. III/GO. SSPan and 216S un its 
may not be used during the May scenario. 

[16.38] Tile 653rd and 654th Hea vy Tank 
Destroyer Banalions (uf the 2nd Panzer Army) 
may not move across a major or minor river except 
through a road hexside. Note : As these Llnil:; are in 
the original countermix, th is rule may be adopted 
without the rest of this seclion. 

[16.49] The eXira new Soviet unit is not used in 
play, and is included for historical purposes only. 

[18 .16) (clarification) Several players have asked 
for an alternative to the Indicator Letter system , 
and some have been unsure whether off-board 
units can enter play during a particular scenario. 
The Inilial Attack Strength and Step Display 
(18.6), provided with this section, can either com­
plement ur supplant the Indicator Leliersystem.1t 
answers all questions about the appearance of 
unit s. 

[18.6) INITIAL ATTACK STRENGTH 
AND STEP DISPLAY 
The unit designations are organized exactly as they 
appear onlhe deployment displays. The first num­
ber is Ihe Attack Slrenglh and the second the Step 
Value at which the unit is initially deployed during 
a panicular scenario. Values are indicated by 
reading across for the May scenario (19.0), the July 
scenario (20.0), and the Augusl scenario (21.0). 
For headquarters, the leners in parentheses indi­
cates the stalus of thai unit in order uf scenario 
and should be read across as May, July and August 
respect ively. 

If values are in bold italic type, then it is necessary 
to place a - 2/ -1 marker on the uni I. Some valucs 
and headquarters designations are followed by a 
code. The codes ihdkate t he following informat ion: 

c: The unil can enter pray as a conditional 
rein fu rcemem. 
i: The headquarters begins the game in play. 
n: The unit never enters play. 
r: The unit enters playas a reinforcement. 
NA: The unit was not present at this time or 
not yet furmed. 
7: Soviet units are set up in Ihe scenario Ihough 
the player does not knoll' the values on the 
reverse counter face. 

UnilS withoul codes begin the scenario in play. 

GERMANY 
4th ARMY 
56th Panzer Corps 

UNIT 

321 / 56 
31156 

MAY JULY 

4-2 9-4 

7-4 7-4 

2nd PANZER ARMY 

2PG12Pz 

9512Pz 

653/2Pz 
65412Pz 

35th Corps 

56/ 35 

262135 

299/ 35 

53rdCorps 

25PG/ 53 
5Pz/ 53 
211/53 

293 / 53 

10-4r 

7-3n 

NA 

NA 

7-4 

7-4 

9-4 

8-3 

12-4 

9-4 

7-3 

10-4 

9-4 

11-2 

10-2 

7-4 

7-4 

9-4 

14-5 

16-6 

9-4 

9-4 

AUGUST 

9-4 

3-2 

6-2 

9-4 

6-1 

5-1 

3-2 

3-2 

7-3 

6-2 

8-3 

4-2 

4-2 

MAY JULY UNIT 

112/ 53 

208/ 53 

7-4 7-4 

9-4 9-4 

34153 7-4 

55th Corps 

339155 7-4 
110/ 55 7-4 

296/55 7-4 
134155 9-4 

9th ARMY 

129/ 9 7-4n 

183/ 9 3-2n 

253/ 9 3-2n 

103lt/ 9 2-2 
Mil/ 9 3-1 

41st Panzer Corps 

292141Pz 7-J 

86/ 41Pz 9-4 

18Pz/41Pz 8-3 

46th Panzer Corps 

!02/ 46Pz 7-4 

258/ 46Pz 7-4 

7/ 46Pz 7-4 

707S/ 46Pz 6-2 

47th Panzer Corps 

20Pz / 47Pz 12-4 

9PzI 4 7Pz 12-4 

2Pz/ 47Pz 16-6 

6/ 47Pz NA 

20th Corps 

251120 7-4 
137 / 20 7-4 
45 / 20 7-4 

72/ 20 7-4 

23rdCorps 
78Sm123 10-4 
216123 7-4 
383/23 9-4 
36/23 7-4r 
!02LT 123 2-2 

2ndARMY 
7th Corps 

75/7 7-4 

88/ 7 3-2 
26/ 7 7-4 
6817 7-3 

32317 3-2 

13th Corps 

340/ 13 3-2 

327113 9-4 

ISec/ 13 2-1 

82113 7-4 

4th PANZER ARMY 
l6PG/ 4Pz 8-3c 

52ndCorps 

332/ 52 11-5 

57 / 52 7-4 
255152 7-4 

48th Panzer Corps 

I 67/ 48Pz 11-5 

GD/ 48Pz 26-8 

7-4 

7-4 

7-4 

7-4 

9-4 

7-4n 

7-4n 

7-4n 

2-2 

3-1 

9-4 

9-4 

16-6 

7-4 

7-4 

7-4 

6-2 

16-6 

16-6 

16-6 

7-4 

7-4 

7-4 

7-4 

7-4 

12-5 
7-4 

11-5 
7-4 
2-2 

7-4 

3-2 

7-4 

9-4 

3-2 

3-2 

11-5 

2-1 

7-4 

14-5c 

11-5 
7-4 

7-4 

11-5 

26-8 

AUGUST 

3-2 

4-2 

7-4 

7-4 

7-4 

7-4 

7-3 

7-4 

7-4 

7-4 

2-2 

3-ln 

4-2 

4-2 

8-3 

7-4 

7-4 

3-2 

3-P 

8-3 
8-3 

8-3 
7-4 

7-4 

7-4 

7-4 

7-4 

10-4 
7-4 
4-2 
3-2 
2-2n 

7-4 

3-2 

3-2 

9-4 

3-2 

3-2 

11-5 

2-1 
7-4 

8-3c 

2-1 

3-2 

7-4 

4-2 

22-6 



UNIT 

3Pz/ 48Pz 

II Pd 48Pz 

MAY 

16-6r 

12-4 

JULY 

16-6 

16-6 

ARMY DETACHMENT KEMPF 
23 Pz/ ADK 8-3c 

Group Rsus 

I06 / GR 11-5 

320/ GR 9-4 

42ndCorps 
161 / 42 11-5 

39/ 42 7-4 

282/ 42 11-5 

1st PANZER ARMY 
355/ IPz 7-40 

57th Panzer Corps 

15/ 57Pz 9-4 

198/ 57Pz II-50 

328/ 57P z NA 

17pz/ 57Pz 12-4 

GvM / 57Pz I-I 

ARMY GROUPS CENTER 
AND SOUTH RESERVES 
2nd 55 Panzer Corps 

DR/ 2SS 26-8 

Tk/ 2SS 26-8 

LAH / 2SS 26-8 

3rd Panzer Corps (i,i,r) 

213S/ 3Pz 2-2 

168/ 3Pz II-50 

19Pz/ 3Pz 16-6c 

7Pz/ 3Pz 12-4 

6Pz/ 3Pz 16-6 

Group von Esebeck 

4pz/ GvE 8-3 

8Pz/ GvE 8-3 

12Pz/ GvE 12-4 

10PU/ GvE 10-4 

Independent Command 

5S Wik ing 12-4c 

12-4c 

11-5 

11-5 

11-5 
7-4 

11 -5 

7-40 

9-4 

11-5 

9-4 

12-4c 

I-I 

26-8 

26-K 

26-8 

2-2 

11 -5 

16-6r 

16-6 

16-6 

16-6 

12-4 

16-6 

6-2 

16-6c 

UNION OF SOVIET 
SOCIALIST REPUBLICS 
WEST FRONT 

2STk/ \'v'F 9-3 13-4 

10th Combined A rms Army 

385/ 1O('!) 3-2 3-2 

371 / 10(?) 3-2 3-2 

330/ 10(?) 

247/10(?) 

I 39/ 1O(?) 

3-2 

3-2 

3-2 

50th Combined A rms Army 

3-2 
3-2 

3-2 

38/ 50 10-5 10-5 

IUd/ 50 

32S/ 50('1) 

324/ 50(?) 

212/ 50(?) 

49/ 500) 

4-2 

3-2 

3-2 

NA 

3-2 

4-2 

3-2 

3-2 

3-2 

3-2 

11th Guards Combined Arms Army 

8Gd/llG 12-5 12-5 

16Gd/ IIU 10-4 12-5 

36Gd / l1G 12-5 12-5 

AUGUST 

12-4n 

12-4 

8-3c 

9-4 
9-4 

9-4 

7-4 

9-4 

7-4 

9-4 

11-511 

9-4 

12-4c 

I-I 

22-6r 

22-6r 

NA 

2-2 

9-4 

12-4 

12-4 

12-4 

12-4 

12-4 

12-4 

6-2 

12-4 

9-3 

3-2 

3-2 

3-2 

3-2 

3-2 

8-4 
4-2 

NA 

3-2 

3-2 

3-2 

10-4 

4-2 

5-2 

UNIT MAY JULY 

108/ IIG(?) 3-2 

217/ IIG(?) 3-2 

BRYANSKFRONT 
IS3F/ BF NA 

25 / BF 10-5 

I Tk / BF 13-4n 

IGTk / BF IS-4 

20Tk/ BF 13-4 

61st Combined Arms Army 

89/ 61 10-5 

9Gd/ 61 12-5 

3rd Combined Arms Army 

41 / 3 10-5 

4 IS/ 3(?) 3-2 

3S6/ 3(?) 

110/ 3(?) 

3-2 

NA 

63rd Combined Arms Army 

40/ 63 10-5 

397/ 63(?) 3-2 

348/ 63(?) 3-2 

271 / 63(?) 3-2 

41 / 63(?) 3-2 

3-2 

3-2 

2-30 

10-5 

13-4n 

15-4 

13-4 

10-5 

12-5 

10-5 

3-2 

3-2 

3-2 

10-5 

3-2 

3-2 

3-2 

3-2 

11th Combined Arms Army (c,c,i) 
53 / 11 IO-Se IO-Sc 

369/ 11(7) NA 3-2c 

96/ 11(?) NA 3-2e 

3rd Guards Tank Army (c ,c,i) 

12Tk/3GT 9-3c 

15Tk/ 3GT 9-3c 

2Mc/ 3GT 10-3c 

4th Tank Army (c,c,i) 

11 Tk / 4Tk 9-3c 

30Tk/4Tk 9-3c 

6GM/ 4Tk 11 -3e 

CENTRAL FRONT 
119F/ CF 

154F/ CF 

160F/ CF 

19Tk/ CF 

2-3 

NA 

2-3 

13-4 

161F/ CF 2-3 

48th Combined Arms Army 

399/ 48(?) 3-2 

170/ 48(?) 3-2 

143 / 48(?) 3-2 

137/ 48(?) 3-2 

73 / 48(?) 3-2 

16Lil/ 48(?) 3-2 

13th Combined Arms Army 

15/ 13 10-5 

29/ 13 10-5 

l7Gd/ 13 12-5 

18Gd/ 13 12-5 

lOth Combined Arms Army 

28170 10-5 

250170(1) 3-2 

181170(?) 3-2 

I 62170(?) 3-2 

140/70(?) 

106170(7) 

102170(?) 

280170(?) 

3-2 

3-2 

3-2 

3-2 

13-4, 

13-4c 

16-4c 

13-4c 

13-4e 

18-4c 

2-3 

2-30 

2-3 

13-4 

2-3 

3-2 

3-2 

3-2 

3-2 

3-2 

3-2 

10-5 

10-5 

12-5 

12-5 

10-5 

3-2 

3-2 

3-2 

3-2 

3-2 

3-2 

3-2 

AUGUST UNIT MAY JULY 

NA 

NA 

2-3 

4-2 

5-2 

6-2 

9-3 

4-2 

4-2 

4-2 

NA 

3-2 

NA 

8-4 

NA 

3-2 

NA 

NA 

5-2 

3-2 

3-2 

9-3 

9-3 

10-3 

9-3 

9-3 

11 -3 

2-3 

2-3 

2-3 

9-3 

2-3 

3-2 

3-2 

3-2 

3-2 

3-2 

NA 

4-2 

8-4 

4-2 

10-4 

4-2 

NA 

3-2 

3-2 

3-2 

3-2 

3-2 

3-2 

2nd Tank Army 

3Tk12Tk 13-4 

16Tk/ 2Tk 13-4 

60th Combined Arms Army 

13-4 

13-4 

24/ 60 10-S 10-5 

30/ 60 10-5 10-5 

65th Combined Arms Army 

77/ 65 10-5" 10-5 

354/ 65(7) 3-2 3-2 

246/ 65(1) 3-2 3-2 

194/ 65(1) 3-2 3-2 

69/ 65(1) 3-2 3-2 

60/ 65(?) 3-2 3-2 

VORONEZH FRONT 
35Gd/ YF 

2GT/ YF 

4GT/ YF 

5GT/ VF 

12-5 

10-3 

10-3n 

15-4 

12-5 

15-4 

15-40 

15-4 

6th Guards Combined Arms Army 

22Gd/ 6Gd 12-5 12-5 

23Gd/ 6Gd 

89Gd/ 6Gd 

12-5 

4-2 

40th Combined Arms Army 

47/ 40 10-5 

48/ 40 10-5 

309/ 40(?) 3-2 

7st Tank Army 

6Tk/ ITk 13-4 

3ITk/ ITk 13-4 

3Mc/ ITk 16-4 

69th Combined Arms Army 

305/ 69(1) 3-2 

270/ 69(1) 3-2 

183/ 69(1) 3-2 

111 / 69(?) 3-2 

107/ 69(?) 3-2 

38th Combined Arms Army 

50138 10-5 

240/ 38(1) 3-2 

204/38(?) 

167/ 38(1) 

NA 

3-2 

5th Guards TankArmy(c,r ,i} 

12-5 

4-2 

10-5 

10-5 

3-2 

13-4 

13-4 

16-4 

3-2 

3-2 

3-2 

3-2 

3-2 

10-5 

3-2 

3-2 

3-2 

18Tk/ 5GT 13-4c 13-4r 

29Tk/ 5GT 

5GM/ 5GT 

13-4c 

18-4c 

13-4r 

18-4r 

7th Guards Combined Arms Army 

24Gd/ 7Gd 12-5 12-5 

25Gd17Gd 12-5 12-5 

213I7Gd(?) 3-2 

SOUTHWEST FRONT 
2Tk/ SoF 

23Tk/ SoF 

13-4 

13-4 

57th Combined Arms ~rmy 

3-2 

13-4 

13-4 

68/ 57 10-5 10-5 

64/ 57 

303 / 57(?) 

10-5 

3-2 

6th Combined Arms Army2 

10-5 

3-2 

26/6 10-5 10-5 

1st Guards Combined Arms Army 

4Gd/ IGd 12-5 12-5 

AUGUST 

9-3 

9-3 

10-5 

10-5 

10-5 

3-2 

3-2 

3-2 

NA 

3-2 

10-4 

10-3 

10-3 

10-3 

5-2 

10-4 

4-2 

10-5 

8-4 

3-2 

13-4 

13-4 

16-4 

21 

NA 

3-2 

3-2 

NA 

NA 

10-5 

3-2 

3-2 

3-2 

13-4 

13-4 

18-4 

5-2 

10-4 
3-2 

9-3 

9-3n 

10-5 

10-5 

3-2 

4-2n 

12-5 
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6Gd/IGd 

172/1Gd(?) 

12-5 

3-2 

STEPPE FRONT 
10Tk/StF 9-3r·1 

IG M/StF 18-4r3 

12-5 

3-2 

13-4r3 

18-4r3 

5th Guards CombinedArmsArmv 

32Gd/5Gd /0-4 12-5 

33Gd/ 5Gd 10-4 12-5 

97Gd/5Gd 4-2 4-2 

27th Combined Arms Armv 

26Gd/27 5-2 12-5 

241127(?) 3-2 3-2 

1 66/27(?) NA 3-2 
155 / 27(7) 3-2 3-2 
71127(?) NA 3-2 

53rd Combined Arms Armv 

49 / 53 8-4 10-5 

75/53 8-4 10-5 
252153(?) 3-2 3-2 

84/53(?) 3·2 3-2 

256/53(?) 3-2 3-2 

MISCELLANEOUS 
21st Combined A rms Army (c,c ,c) 

61121 8-4c 1O-5c 

69/21 8-4c 10-5c 

174121(?) NA 3-2c 

95/21(?) NA 3-2c 

8th Guards Combined Arms Armv(c,C,n) 

28Gd/8Gd fO-4c 12-5c 

29Gd/RGd4 10-4c 12-Sc 

4th Guerds Combined Arms Armv (c,c,c) 

8NK/4GDj 4-2c 4-2c 

21Gd ! 4Gd 12-5e 12-Sc 

20GAi4Gd 14-6c 14-6c 

47th CombinedArmsArmy 

23/47 8-4c 1O-5c 

52/47 8-4e 1O-5e 

227/47('!) Ni\ 3-2c 

NOTES: 

12-5 

3-2 

9-3 

18-4 

10-4 

10·4 

4-2 

W-4 

3-2 

3-2 

3-2 

3-2 

10-5 

10-5 
3-2 

3-2 

3·2 

1O-5e 

10-5c 

3-2c 

3-2c 

4-2n 

4-2n 

4-2c 

J2-Sc 

J4-6c 

1O-5e 

10-5e 

3-2n 

1. See addenda correction for counters, note 3. 
2. The 6th Combined Arms Army headquaners is 
placed in play during the August scenario , despite 
not having any units to command. 

3. See addenda correction for counters, note 7. 

4. See addenda correction for displays, no te 2. 

5. See addenda correction for displays, note J , 

QUESTIONS AND ANSWERS 
The fo llowing ques tions are all answered in the 
ru\c" but might require some int erpretation . My 
thanks to Neil K. Hall for compiling this ,sect ion , 

Case 5.55: German Infiltration Movem,ent 
Q. If two German u nits arc. stacked at the start of 
movement, could first one unit infiltrate , and since 
both units are still in supply and adjacent, could 
thesecond unit now infiltrate? 

A. No, only the first unit may infiltrate; however, 
the second unit is now free to move per normal 
rules of movement, 

Case 7.12: Stacking Point Values 
Q. I, a German Kampfgruppen worth one or two 
Stacking Points'! Case 7.12 says two, but the 
COllllter designation is that of a regiment which has 
a Stacking Point Value of one. 

A. A Kg has a Stacking Poi III Value of two as per 
Case 7.12. The designation Kg means an ad hoc 
unit which could contain as few as 2,000 men and 
still be an effective fighting division, The key is 
that the unit remained structured as a division even 
when split off from the parem organilation. The 
coun lers are no ted as regimcms (in accordance 
with the official designa tion) because of the lower 
manpower and artackstrength represen ted by a Kg. 

Case 8 .12: When Zones of Control are Exertad 
Q. Case 8.12 state, that Z<.~ nes of Control do no t 
extend into city hexes . Does this inclUde both ma­
jor citie, and minor cities? 

A. Yes. 

Q. Do Zone, of Contro l extend out of ~Ilcities? 

A. Yes. 

Cases 9,33 and 13.3: Restrictions on Combat 
Resolution and German Anti-tank & Artillary 
Q. If two Soviet mech units attack, one from a 
clear hex and one from a~ross a rive r, and the Ger­
man anti-lank fire eliminates Ihe unil a{[a(;king 
from the clear terrain, does lhe German unit now 
receive the defensive ,hift for I he river? 

A. Yes . 

Q, If the German artillery fire suppresses the unit 
attacking from the clear hex, does the German 
player receive the defensive shift? 

A. No, because (he artillery fire i> assumed to 

strike all attacking uni ts and suppre,sion is nOI the 
same as elimination. 

Case 9.45: Exp lanation of Combat Results 
Q. If a .disrupted unit is in a stack, is th e entire 
stack considered disrupted if attacked , including 
the requ iremenl to rell'cat? 

A, Yes , although the attacker determines what 
mode tile ddending lUlits are comidered to be in , 

c:ases 9.82 and 9.83: Advance after Combat 
Q. If a unit is in a fr iendly entrenchment hex and 
is then eliminated as a resu lt of combat, ca n the at­
tacker pass the enl renchment hex per Case 9.83? 

A. No , Ihe limit Df advance is still the elHrench· 
ment hex i['.elf. 

Casa14.31: Soviet U nit Breakdown 
and Recombination 
Q. Why are three Sov iet divisions wOrlh one 
Soviet corps? Three divisions have a tOla l Step 
Value of 6, while a corps has a Value of 5, 

A. The Soviets were just slarli ng to operate on the 
corps level a t this time in the war and were not effi­
ci,1ll in organiza[ion as when operating at the di vi ­
sion · level. Kursk Stresses command control ~nd 
Ihis is reflected in both the Step Values and the 
Com bat Strengths for both players. 

Case 19.43: Special Units 
Q . The SS Wiking un it starts in Independent Com­
mand; must it remain in Independent Command? 

A. No. 

Cases 19.62. 20.62. and 21.62: Soviat 
Cond itional R ainforcemants 
Q. Can the Soviet player activate some on-board 
reserves if the German player reaches a trigger hex ? 

A. No, only off-map formati ons may be activated 
by the trigger hexes. 

Case 20.43: Special Rules 
Q. Ls there any limit on the number of resurrected 
Soviet artillery and anti-tank units which may be 
assigned to anyone reserve fo rmalion? 

A. Yes , Case 20.62 state, thatrhe resurrected unit, 
must be placed in t he headquarters' hex; therefore, 
only one unit of each type could be al1ached to 
each of the reserve formations, •• 

Kursk Imnrinucd from page 18) 

The long play time reflects the numer­
ous decisions both p layers have to make, not 
only during move planning , but also during 
real-time v,.-hile play progresses . There are ha­
sically three ways tp speed play of this game; 

I. Close your eyes and charge! Actually, this 
is not as bad as it sounds because if the al­
tacker can concentrate sufficient force at the 
r ight place, he can achieve.a breakthrough. \L 
is unlikely t hai he \vill succeed, however, es­
pecially against a good player. The attacker 
who plans ahead will keep t he defender off 
balance and is the one w'ho has the best 
chance of winning . 

2, Use the Optional Command System, Case 
11.6, This deletes t he need 10 keep t rack of all 
units and thei r respect ive HQ's for supply, 
communications , and German artillery/ anti­
lank fire. It allows any HQ in a for ma tion to 
substitulc for another HQ.The disadvantage 
of r his is that you will lose mos t of one of the 
best face ts of the game, the Command Con­
trol sys tem. For the gamer who is in a hurry 
or more interested in just playing a game, this 
rule will be of value. The gamer who is inter­
ested in the full simulation aspects of lhe 
game should not use this rule. 

3. "No Peekee," optional rule 16. I (Limiled 
Inrelligenee), Although this ru le helps the So­
viet p laye r more (he has more units to stack 
in any given hex) , it will speed play by cUll.ing 
down the extremely derailed planning before 
every attack that is required by some players . 
Players can s ti ll plan al tacks carefully, but 
they will bc operaling wilhout complete 
knowledge of the enemy dispositions. Actu­
ally, thi s isn ' t 100 bad. The CRT doesn't hun 
the attacker 100 much unless he runs in[O a 
stack wit h a high step coun\. The attacker 
should pay enough attenrion to detail 10 
k nov,' where th e large defending uni ts are 
located , at least in a general way. 

Two rules are most confusing, FirSl, lhe 
overrun al tack/ movement is a significant ex­
ception to t he basic attac k and movement se­
quence. In particular the ahility of an over­
runn ing unil to retreat into an enemy zoe 
leads to some unusual and unreal tact ics. In 
general, it m akes a line impossible to ho ld 
unless very weak units such as Soviet divi­
sions and German KG's are set up in every 
hex with a s trong back-up line (0 contain the 
inevitable breaklhrough, Since it is not possi­
ble to cover every front line hex, bot h players 
have to play for and expect an overrunlinfil­
tration break in their front line. On the plus 
side, th is feature adds to the "fog of ..,,'ar" 
aspect of the game by making it impossible 
for either p layer to know exactly what will be 
t he net resu lt of the attacks in any given. 
sector. 

Second, the numerous column sh ifts re­
quired by terrain, supply, communications, 
e tc., can be confusing. Generally'-, though, a 
player will learn to count the shifts fairly 
quickly. We usually ignore l'olumn shiflS for 
anti-tank fire since the anti-lank unit~ tend to 
"go away" fairly quickly. If terrain were a 
factOr, even a 10-3-4 anti-lank unit would be 
firing on the "0 or less" column most of [he 
time. 

The only Ot her d raw back 10 the game is 
the large numbe r of die ro lls per !Urn. These 

{COntinued on PQ~{! 25/ 


