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INTRODUCTION:

Welcome to BERLIN-FALL OF THE 3RD REICHTI", the beginning of
a two product depiction of the H<lttleof Berlin. This game is designed
specifically ror the sludent of military history wishing to use hisASLR8
and game system to explore this fascinating time and place in military
history, with new VARIANT counters, rules and scenarios that use Critical
Hit's ASLComp presentation. If your interest lies in the study of history
through the simulation metaphor, we trust you will appreciate the depth
of research in this creative work.

Our presentation of The Baltle of Berlin is presented in two editions.
The first is referred to using the acronym. 'B3R', for BERLIN-FALL
OF THE 3RD REICHTM . It contains a two.piece 36" II 48" map and
includes the Reichstag as its central locale. This map is referred to as
"81" in alllhe scenarios provided. Note, ALL scenarios in Ihis product
utilize the historical maps. A ~ond map will be provided in the Cllpan-
sion RERLIN 1945-TYRANT'S LAIRnl. and will include the infa-
mous Fiihrerbunker, as well as the Reich Chancellery. The ellpansion
produc1 will include additional scenarios and variant rules and any refer-
ences to its map will use the moniker "B2" and the acronym. 'Bn' for
rules specific to that game.

The BTL expansion map links dira:l1y 10 the 81 map, creating an un-
precedented simulation of the battle for downtown Berlin at 50 yards
scalc, with a map area of almost 4~ l6"!

All infantry, SW, gun and ••..ehicle VARIANT counters needed to play the
SCENARIOS contained herein arc provided. You will need to provide
your own marker counters, including annar leaders, emplacements, etc.
as well as additional German and Russian infanrry and vehicles to play
the B3R CG All rules references herein arc for the ASLRB 2nd Edition
unless preceded by 'BVR' (for overall Berlin I and 11rules), or '83R '/
'an' (for rules used only on the Berhn UBcrlin II maps).

IIlSTORICALSUMMARY:
During the 1932 elections TOOreBerliners voted for the Conununist Party
than they did for Hitler and the Nazis. Yet, in a crucl twist of fale Adolf
Hitler chose 10 make his last stand in the capital city of Berlin. While the
western Allies chose to forsake the capture of Berlin, Stalin would have
nothing less than the head of his enemy and relentlessly drove his Mar-
shals Zhukov and Konev to compete for Hitler's last bastion.

On May 2nd General der Artillerie Helmuth Weidling, the final German
commander of Berlin, surrendered the city. Just days earlier, on April
22nd. a befuddled Adolf Hitler condemned Weidling to death by firing
squad. The general survived this mishap, only to die in 1955 as a Russian
prisoner of war.
The same day Weidling surrendered the city. Russian pholographer
Yevgeny Khaldey staged the now-famous photo of the Red Flag betng
raised over the Reichstag. A day after Germany formally capirulated,
May 8th, Stalin had another formal surrender signed in Berlin, at Russian
headquarters, leading to the USSR's own version ofVE Day, celebrated
on May 9th every year.
BJR.I I'llE BATTLEFIELD: The following is an overview ofthe Berlin
I map. Unless otherwise noted, all descriptions also apply to the Berlin
II map.
Le\'els: There are only two GROUND levels on the map. Level 0 (most
of the map; painted in a light brown) and Level-I (near the railroad
yards). Map levels for ground and some terrain features are marked in
white circles (e.g., hell LI3). When using the B I map to play using the
ASLRB, simply remove a zero for the corresponding level (e.g., -10 =
Level-l).
The landforms on the Berlin map arc quite limited. Almost all of the
terrain is flat, at Level O. A slight depression leads to the Humboldt
Turning Basin (helrows S-V in hexes numbered 7-14) and the railroad
yards west of the Lehrtcr Station.
The Spree River bisects the map and flows from hCllcsA26-27 to CCCI8-
19. Virtually everything else found on the map is man-made (or de-
stroyed by man, e.g., rubble).
Terrain Forms: The urban landscape ofthc Berlin J map is bisected by
the Spree River, and further divided by the Humboldt Turning Dasin
(Humboldt Hafen). Unlike any other CH VARIANT battlefield to dalc,
it contains additional locations depicting the S-Bahn, the raised railway
that crosses the map, and, most interestingly the U-Bahn, thc under-
ground electric railway. Note, a portion of the underground rail system,
which leads to Station #1563 (hcx NN34), actually represents thc under-
ground State Railway System. In both cases the subway system is de-
picted using thick dashed gray lines (e.g., hex XX28). Entrances to Ihis
subterranean IC\'el are found in helles like WW6 and WW25.

The section of the city north of The Spree and east of the Humboldt
lIafen is heavily built up. Narrow streets like Marien Strasse (EX: Hex
JJ 19) snake between densely built-up neighborhoods. Wider boulevards
serve 10 further cro~section this portion of the battlefield, specifically
Luiscn Strasse and Friedrich Strasse, each leading to an important Spree
Ri"'er crossing (the Marsehall and Weidendamm Bridges in helles 1126
and WW19-20 respectively).
Along the Spree Rivercan be found some massive piles of rubble, depict-
ingsmashed buildings along Karl Ufer Strasse.

Directly 10 the south, across the above-mentioned bridges is an equally
built-up section of the city. More rubble, some of it blocking narrow
streets, is found. As one heads across the Marschall Bridge, to Neue
Wilhelm Strasse, the gaunt remaining trees of the once beautiful Untcr
Den Linden comes into view. Directly across this tree--hned boulevard,
more stark rubble-piles and building remains hove into view.
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of being Tank Hunters and art rt"presented by 2-3-6 HS. These HS are
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they recombine into squads they lose the PF check DRM applied 10
Tank Hunters (as well as their Broken morale of '5'). Volkssturm TfJ
Teams are also provided in scenario OBs. Volkssturm 11-1HS apply the
following:

• -I DRM to any PF check .
2,5 SCENARIO TOTAL: Each GB-provided (only) VolkssNnn nJ

Team adds 4 PF to the total allowed for the German player in. ~

1.6 DYO: The BPV for each Volksslurm 1li Team I. For SW ~
each team is counted as a itS (Ellception: for PSK al~ Ibt! 1ft
counted as Elite HS) .

3. RED BANNER INFANTRYI~"II~'13.ISP<Ci.I'RoI"""""in-"~"""""'"m- . by 6-2-9 squads/3-2-9 HS. 1My arc considered
f.2-' :J.2 Elite (A 1.25) and are consKtered 10 Possess a I PP

'red banner' at all nmes. Red Banner squadslHS are
not subject to ELR replacement. They may not give up Possession ora
red banner. If a Red Banner squad suffers Casualty Reduction (A 7.302)
the surviving HS is considered to Possess the banner. If a Possessing
squadlHS is eliminated the banner is subject to random SW elimination
(A9.74). Ifit survives place a Red Banner counter in the Location.

3.l ".ANATICISM: Red Banner squadslH.5 are always considered Fa •
natic (A 10.8) (but usc the ML of '9' as printed on the counter) .

1~'I'13.3 RED BANNERIIERO>:5,II. "" b.nn~ squadlHS
.. 1~ breaks the Russian player may opt to make an inunediate
~ 4TC.lfthis TC is passed a Red Banner Hero is created in the

Location. Replace lhe Red Banner squadlHS WIth a nannal
broken 6-2-8/3-2.8 (it is no longer treated as Fanatic). There is no addi-
tional effect for failure ofthe TC. A Red Banner Hero takes Possession of
the Red Banner from the broken unit and may continue moving using any
remaining MF.
3.31 RECOMBINING: A Red Banner Hero may Recombine (AI.32)
with. Good Order 6-2.81)-2-8. Replace the 6-2-813-2-8 with a 6--2-91)-
2-9 Red Banner squadlHS.I .-413.• REDBANNERUSE,Rol BMn~ infMtryin.~ftop!\j Location of the Reichstag (building AA26) may attempt 10

-. place the banner. A Red Banner may ONLY be placed in a
rooftop Locarion. A placing attempt ISannounced as the first

Ktioa ofttle friendly MPh and the placing unit is marked TI. Attempting
10 plac:c • Red Banner is considered HazMdous Movement (A4.62). A
umt in • le'o'e1 3 Locarion may move to an ADJACENT rooftop loca-
tion as part of making a placement attempt. Once a placement attempt is
announced the placing unit is also marked with a Berserk counter (Excep-
tion: 11is not required to move toward an enemy unit). If the placing
squadlHSlHero survives aU Defensive Fire the banner is considered to be
placed and a Red Banner counter is placed in the Location, Replace the
placing Red Banner squad'HS with a 6--2-813-2-8 and a Red Banner Hero
with a nonmll-4-9 Hero.

3.41 RED BANNER EFFECTS: Once a Red Banner counter has been
placed in a rooftop Location of the Reichstag all German infantry(EXC:
SSIFanatic/Hero are exempt) that have a illS to the Red Banner Location
and arewithin 16 hexes MUST take an immediate Red BannerMC.lfthe
RBMC is failed the unit suffers the effects per rule 3.42. If the unit
taking an RBMC contains an SS unit in the same Location apply a -2
DRM 10 the MC (i.e., in addition to any leadership DRM). Unils that
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1IKtVC'into the LOS of a placed Red Banner must take a RBMe as soon
as they have an LOS 10 the Red Banner. After the first tum a Red Banner
it placed an RBMe must be taken al the beginning of the Russian PFPh
(or all eligible units untillhe Red Banner is removed.
JA2 R8MC FAILURE: MMC that fail an RBMe il sufTer Casualty
Reduction (A 7.302). SMC thaI fail an RBMC are eliminated.

3.43 REMOVAL: A red banner may be eliminated ira Good Order Ger-
man unit is the sole occupant ofthe Location or ifthe Location is hit by
"FlAP fire and the resull is a KIAIK or Me if the red banner fails the
Me. A red banner has a Morale of 7. If a red banner fails a Me and a
Good Order Russian unil is in the Location with the red banner the red
banner is nol eliminated if the Russian unit passes a Me. Only one
MMC may allempt this Me but any number ofSMC may try. All unils
that attempt this Me are marked with a PIN marker.
.•. RUSSIAN 1I8ERATF.D PRISONERS (LP)

[iJ[i]4.1 DESCRIPTIO~: Russian soldiers liberated
/K'fJ4r ~ from the Lehrtcr Strasse Prison are represented by
~~ ~~ 3.3-8squads/I-3-8HSmarkedas"LP"onthefront

of their counters, They are no~considered Ellte and
treat all SW as Captured (All). LP squadsIHS receive a +4 DRM on the
HOB Table and treat all surrender results as berserk. If Banle Hardened
they become Fanatic. They may use H-t-H CC and are considered Lax.
Multi-Location FG thai contam a LP unit must add a + I DRM to any
fire aUack made unless all LP squadsIHS in the Firegroup are stacked
with a Good Order leader.

4.2 GUARDI:'IiG PRISONERS: LP squadslHS maynot take Prisoners.
If they are serving as Guards (A25.1) they must pass a NTC during the
R2lly Phase of the Russian player tum. If the NTC is not successful than
the prisoners are Massacred (A20.4) and the LP unit is marked with a
Prep Fire marker.
4.3 LOOTING: Whenever a LP squad/HS enters a building (but not
rubble) Location without any non LP units AND there are no friendly
Good Order infanuy in the Localion AND the Location is not in the LOS
of Known (A 12.11) enemy unit the LP unites) must take an immediate
+2 TC. If this TC is failed mark the LP unites) with a TI marker. Tl
remains in force until ellher a friendly leader enters the Location or a
Known enemy unit enters the LP's LOS AND is within 6 hexes.

4.4 CG RECOM Dl!'\I!\G: During the Refit Phase of a CG each surviv-
ing LP liS may Recombine with either a 2.3.7 or 2-4-8 HS to create a 4-
4.7 squad OR with a 2.2.7f3-2-8 HS to create a 5.2.7 squad. LP HS may
never be recombined to fonn LP squads.

S.GERMA.""I RHUGH.sIJololo I '.1 "ESCRIPTION, Genna" R",g", '" rep,,~""d by
, " [1]-0.6 MMC and are considered squads for stacking/trans-
[1~ port. They have no Portage (A4.4) capabilitIes. Refugee units

that fall any MC arc eliminated.
5.1:MOVEMENT RESTRICTIO:'liS: Refugecsmay not move towards
a Known Anned el)emy unit unless moving with a friendly leader or as
Passengers in a vehicle.
5J Jli"O.'P: Refugees have no inherent FP and are captured if an Al"lTK-od
enemy unit emers their Location. If the enemy unit chooses to Massacre
instead, all friendly units with LOS to the Location and within 6 hClles
become Fanatic. Russian LP units must pass an TC to AVOID Massacre
of Refugees. Once this TC is passed the guardmg LP unit does not have
to take it again as long as it is guarding one or more Refugee units.
Refugees may use MG by adding both Non Qualified (A21.13) AND
Captured Use (A21) penalties. Any friendly unit in the same Location as
a Refugee unit may take Possession of any SW Possessed by a Refugee
unit is if the SW was Unpos-'lCssed.
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fl.CG GF.RMAN WALKING WOUNDED== 6.1 DESCRIPTION: Since the German force is surrounded
MMC and there is no facility for evacuating the wounded (and pros •
.10Mlx peets for treatment by the enemy was considered to be mini-

mal) German, and SS troops especially. felt they had nothing
left 10 lose continued to fight even after being wounded. German MMC
that are eliminated (EIICCfltion: not eliminated due to a KIA/in CC) may
be returned to the OB du.ring the Refit Phase of a Campaign Game. For
every TEN diminated SS squads (or lWENTY non-SS squads) a DR is
made on the table below. The results are the number of squads/US and
walking wounded HS that are returned to the German DB.

6.2 GERMAN WALKING WOUNDED TABU;:
DR Squads ~ Walkln! Wounded HS
2 4 2 4
3 3 2 4
4 3 1 3
5 2 2 4
6 2 1 3
7 1 2 3
8 I 1 2
9 1 3
10 I 2

" 212 1
6J Aseparate DR is made for SS squads and for regular German squads.
SS squads arc returned as 6.5.8 squads or 3-4-8 HS. Regular German
units are returned as 4-3.6 squads or 2-3-6 HS.
6.4 LEADERS: During the refit phase wounded leaders arc removed on
adrof6 and areretumed unwounded on adrofl and remain in lhe game
wounded on adr or 2-5.
6.5 MARKERS: Walking wounded are marked wnh a Walking Wounded
marker and receive the following penalties:

.3 MF (and this may not be increased by moving with a leader
or via CX).

• PP capacity of 2PP.
• + 1 DRM for all CC attacks, while a -I DRM for all attacks
made against it.

6.6 RECOMBINING: lfa Walking Wounded HS recombines with an
unwounded HS the resulting squad is considered to be Walking Wounded.

7. RUSSIAN PANZERFAUSTCAPADILITIES

EJ 7.1 Elite Russian MMC may use PF as if Ihey arc 1945
-=J. Germans. There is no +1 drrn if a Russian unit is firing at

German infanuy in a Fortified building Location.

8, BEDSPRING SUPPU:MENTALARMOR

~

8.1 DESCRWTlON:AII Russian tanks/Cf SP-guns had ad.s.::~ditional annor added in the fonn of mattresses and bedsprings.
AmIor This added armor caused HEAT rounds to detonate prema-

lurely. Bedspring armor is found on the front and side HULL
of lanks and the front and side HULL and UPPER SUPERSTRUC.
ruRE of SP-guns. The effects of Bedspring armor can have varying
results bUl are ONLY applied if the protected facing (EX: Hull ofa tank;
hit location needs to be delennined first) is hit by HEAT (C8.3). Treat
thest: vehicles and facings when making a To Hitffo Kill DR as (ollo~:

• +1 TH DRM.
• ACH (0.7) occUlson a Original rn DR of~ 3.

• A Dud (C7.35) results on a TK.DR of:2: II.
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observer is changed (i.e., fromonboard to Qf1board or vice-versa). After
an Artillery Request is placed (but before accuracy is rolled for) the
German player may elect to place an FFE in place ofa Spotting Round.
The Zoo Flak Towermay fire as normal OBA or use the blast pattern and
lOF restriction used for NOBA (GI4.6). If the Zoo Flak Tower is
spotting with its Offboard Observer and firing as NOBA it is accurate on
a dr of 1-3 and receives a -2 DRM to the Extent of Error dr (with a
minimum error of one hex). The German player may choose to have the
Fire Mission resolved using Air Bursts against NON.building (but in-

duding rubb1c) terrain.
9.6 IMMUNITY ••.RO!\t ATTACK: The Zoo Flak Tower may no! be
attacked in any way nor is it subject to Breakdown. A radio or field
phone directing the fire from the Zoo Flak Tower is subject 10 Break-

down normally.
9.7 OrTlOSALAREA FIREO:"iLY: Recent research indicates that the
Zoo Flak Tower guns would only have been capable offlring the equiva-
lent of using Area Fire as their only mode of direct fire. Players may
opeionally restrict tOOr use accordingly.

to. GtSTAPOINFANTRY

~

10.1 GESTAPO LEADERS: These SMC are represcnted by
~'0-0 10-0/9.()J6+1f5+2 leaders that ha\le a swastika on their\1. eountm. In addition to the norma] leader functions, Gestapo

leaders function as Convrnssars (A25.22) for all German in-
fantry. A Gestapo leader is always eonsidered the highest ranking leader
in a Location but no penaltin are applied to non-Gestapo troops for

Gestapo Leade11oss.I"~ilo" GESTAPO•••• e'"""" 0""""'"""" o"'~ofNu'iin headquarters personnel and arc represenled by 4..4.8 squads.'
4-4-1' 2-3-8 HS. They use alilhe ruin for SS uoopsAlS.II. They

have a +2 DRM on the HOB DR aDd any result of surrender
rnulls in BERSERK instead. NOII-5S ornon-Gesbp:l leaders treat these
units as Allied troopS for all purposes. Gabpo troopS do not suffer

ELR failure.
10.3 DYO: The BPY for each Gestapo squadlHS is .t. They arc con.
sidered Elite for leader gencntion but arc onlyprtMded Gestapo leaders.
They are trealed as Cordcripts for SW gm ••••.
1I.IIITLER yOtrnll"liFA:'ITRY

[Bt'J11.1 HITLER \-'OUT" LE.4.DERS These 5MC arc repre-
'1 i-O sentcd by 9-&8 .•.1 leaders. III ~ 10 the aonnallea:ter
t functions, Hitler Youth leaden r..cuoa as Conmtissars

(A25.22) for Hitler Youth IIlfantty 11.Y and do r-;OT serve
as leaders for anyotherGcrman infantry. No ~ kcs Itt IIppbcd 10non
Hitler Youth troops for HIller Youth 1.eMkr klsr..

llil)'i!J11.1 HITLER YOlIT" ""MC: These units rep~ c.abc

ttl; die-hard Nazi teenagers and are rqxaented by 4-2-1 ~
1ft 2-2.7HS. Theyuse all the ruIn for SStroop5(A2S.1I). 1ky

4-2-r receive a +3 DRM on the HOB DR and any result of SUITft-

der results in BERSERK instead. Non-Hitler Youth/SSfGestapo kaden
treal these units as Allied troops for all pu~. Hitler Youth troops do
not suITer ELR failure and may Self Rally (A 10.63).

11. NAZI POLITICAL LEADERS

~ ~

11.1 DESCRIPTION: The limited presentation~,=.A=. oUhe presence ofHitier and Bormann in the infa.,~ i J.I mous bunker complex behind the Reieh Chaneel-
Icry is provided solely because these individuals

were present on the battlefleMi depicted by the Berlin II game map. In no
way does Critical Hit, loc. eondooc •• y pcnClClor firm embracing Na-
zism Of nco Nazism and it is the intent or the publISher to see the lair of
dlis c;ardboIrd tynnt, _ nay IivitII tyr-'. rooted out and destroyed
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If the vehicle enters a building or woods Location Bedspring Armor is
removed. Mark the vehicle with a 'No Bedspring Armor' counter. Bed.
spring Annor may also be removed irthe vehicle is hit by HfJlIEAT. The
IkdspringAnnor suffers I Specific Collateral Attack(D.8) and is treated
as having a ML 9. A K1AiK or failed Me results in removal of the

Bedspring Armor.
9.8[RU~ ZOOfLAK TOWER

~

9.1 DESCRIPTION: The Zoo Flak Tower (flakturm) was
~'\ a large anti aircraft structure located near the Berlin Zoo. It

~ ~ mounted four twin-barreled 128LAA guns and a numbel' of
@~ 2UL quad mounts (OUI of effective range and not repre-

senled in the game; only three 128mm guns have an LOS 10
the game map and arc represented by counters). The Red Anny was
unable 10 silence these guns until the surrender of 2 May 1945.
9.1 AVAILABILITY: The Zoo Flak Tower is available via CG purchase
or by scenario Special Rule and may be used for indirect or direct fire as
as OBA. Counten arc provKled to depict the jlaAJllrm guns and FFE.
9.3 LOCATION AND CAl The ZOOFlak TowCt is located off the west
edge but for on-map fire purposes range is counted and spotted for blind
hell purposes from hex A30(with a range of 40 hexes)on the Berlin 1map
and hexes V36N62 on the Berlin II map with ranges of 55(60 hues
respectively. Thej1aldurm is considered to be at level 6. Place the three
128LL gun counters on the play aid, one each in hexes 49, 50, and 52 on
the gun mount depietionsand place all markers normally(EX: Prep Fire)

on the gun counters..
9.4 DIRECT FIRE: !fused for direct fire the ZOOFlak Tower is treated
as TIlREE 128L AA guns with a ROF of 3 (with AP and HE ammo
available, IF is NA). EACH gun may engage separate targets and the
entire map area of both maps is considered within the CAof each gun. At
the German player's option any HE fire may be considered to use Air
Bums (813.3; i,e., as if a mortar were firing) in NON building hexes (but

including rubble).\$\9.51NDlRECT FIRE EFFECTS, 1f""dro""d'''''lfi",
._If the Zoo Flak Tower is treated as a 150+mm OBA module
1 with Plentiful Ammo (CI.211) and a unique draw pile of

m: seven black/three red. The OBA module is not eliminated
for drawing two red chits and after each draw (red or black)

the chit is placed back in the deck. The Zoo Flak Tower OBA module
automatically receives an QfIboard Observer (CI.63) at l..e'<el6. LOS is
traced in the same manner as used for direct fire OR the module it may be
directed by an onboard Observer (CI.2), in which case one radio/phone
is added to the (jennan OB (any portion, German player's choice). A
new Fire Mission must be started after direct fire is used if the type of
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for the benefit of mankind.

12.2 ADOLF IIITLER: The aged Nazi tyrant is represented by a 6..()
leader that is treated nonnally with I~ following cl«pCions:

• Hitler may never used more than 3 MF during a MPh.
• Hitler may only Self Rally or be Rallied by Bormann.

• Hitler must pass a NTC 10exil FiihrerbunkerNorbunker loca-
tions.

• Hitler may Rally 55 SMCs, Hitler Youth/Gestapo infantry and
Bormann only in the same manner as a Conunissar (AlS.22).
• If Hitler is eliminated by enemy fire/SAN or captured. a CG
imnediatdy ends with a Russian victory.

12.3 MARTIN BORMANN: The Fuhrer's final and most persuasive
confidant, Martin Bormann is represented as a 7-0 IcadC'l'that is treated
normally with the following exceptions:

• Bormann may only attempl to Rally Hitler.

• Bonnann may Self Rally or be Rallied by SSfGeslapo leaders
M/y.

• Bormann may nOI direct fire of any type.

13.11+" CClNOQUARTER
13.1 Hand-To-Hand CC (12.31) is available for both sides. No Quarter
(AlOJ) is in effect

14. SOIT-SKINNEI) VEIlICLES

14.1 RECALL: Anyempty unarmed vehicle Ihal is not Towing a Gun or
carrying Passengtn, and is not within two hexes of a FRIENDLY Gun!
Infantry unit, is immediately Recalled.

15. BOOBY TRAPS

Germans always have a Level C Booby Trap capability (EXC: During
cas thcy may be increased to Level Aor B by CP expeo<1irureJ. Booby
Traps are always active over the entire Berlin map. but are only activated
by appropriate Russian TC. Mine faclors may not be exchanged for
Booby Traps.

16. RUSSIAN STEALTHIDEPLETION

16.1 All Good Order Russian elite Infantry are Stealthy. All Russian
Depletion #'5 are one higher than listed on Iheir counters.
17.GERMAN E:LR.
17.1 For all scenario/CG firefights, the ELR for all German units are as
follows: SS MMe, SS SMC use Ihe number given before the slash; all
olher German units use the number given after Ihe slash.
18. SNIPERS

18.1 Due to Ihe large playing area and widespread sniper activity, each
side in the PL Berlin I & 3 Co, and Scenario 8 (Gotterdanvnerung), and
Scenario IS (Breakout from Hell), musl place two Sniper counlers on the
map al the s1art of each sa:nario. Both friendly snipers musl sec up as
per the firsc two senlences of A 14.2, with ~ IS hexes apart belween them
(or as far apart as possible iflhey cannot set up IS hexes apart). When
a Sniper attack can occur, make a dr to determine which Sniper attacks;
on a dr of ~ 3 one o( Ihe two sniper counters atlacks (owning player
states which sniper counter the roll applies to prior 10 rolling). The SAN
is never altered by the presence o(two friendly Snipers in play simulta-
neously. Any result (e.g., Pin) affecting a Sniper counter affects both
friendly Snipers simultaneously.

19. TRENCHES

~

19.1 Trenches (including A-T Ditches) are considered to
Tr.nch "connect" (as per 830.8) to (but not through) all ADJA-

~ CENTbuildingirubble Locations (EXC: Not to a Location
. '. that is rubbled during play of that scenario]. Infantry enter-,

ing such a building/rubble Location need nOIpay an extra MF to leave
the Irench in that Location, but must still pay applicable building/rubble
COT. Infantry leaving such a building/rubble Location need not pay an
extra MF to enter a "conne<:ting" lrench. lofanlT)' may not enter such as
IrerJch while using Bypass Movement; nor may they use Bypass Move-
ment while in such a trench; nor may they exit such a Irench to directly
use Bypass Movement A unit enleringfleaving a building/rubble loca-
tion via a Mconnecting" trmch is nol subject to a Snap Shot as it does so.
A vehicle must pay the appropriate MP-costslpenalty 10 Cf0S5 such a
trench while using YOM; hence those vehicle types not allowed to cross
a trench may not do so while using VBM. Infantry may enler a Fortified
Building Location as iflhal Location were nol fortif~ provided they
enter it from a trenchlA.T Ditch that is "connected" to that building
Location.

20. 0:'" BOARI) ROCKETS
, 10.1 DESCRIPTION: Theserulesare used for

.~ ~ a new ordnance type, on board Rockets. On
Q} lJ" •• 0 lJ" -=- board rocket counters use the acronym ReT.

3001 "II:T 310. II RCT Two types of on board RCf ordnance are pro-
vided in BERLIN-FALL OF THE 3RD REICHN.

20.2 DIRECf FIRE: ReT ordnance uses direct fire rules except where
modified below. Treat as an ReL Gun in all other respects. All rocket
launchers are considered to have all lubes loaded al the sa:nario S1art
unless otherwise nored via scenario Special Rule.

20.3 ROFIROCKET TUBES: The ROF on a RCf counter represents
the number of tubes the rockellauncher has available. During the PFPhI
DrPh a RCT may fire in one of two manners. It may launch a 'salvo'
C(jualro the IOta!nUnDer of tubes it contains. When firing aSalvo, a RCf
is considered to use its enlire ROF to fire on the same larget. If the ROF
is followed by an •• ' the RCf counter is capable of direct firing one
rocket aI a lime, considered 10 represent the firing of one rocket. II may
fire individual rockets up to its ROF. A side record must be kcpt for each
RCT that has launched one or more of its rockets individually. Once a
RCT has fired all of its rockets it is marked with a No AITUTIOmarker.
20,4 TARGETS: A ReT attack may use any target type on the rn
Table. Add a +2 Rocket TIl DRM (or any non-Area Targel Type attack.
An attack thai does NOT use the Area Target type and misses, but
would have hit the hell.using Ihe Area Target Type, is considered 10 still
land in Ihe hex. It is resolved as if an Area attack had been made inslead.
A missed rocket 11{ attempt that would ALSO miss ifil was using Area
fire will still land, but in another hex. A Random Location DR is made for
direction and extent of error. However, the extent of error may only be
one hell. for every range group on the TIl Table or the amount rolled thai
exceeded the final Area Target Type TIl DR made. If the direction of
error DR results in the roclet landing in a hell. that is out of LOS of the
launcher the rocket lands in the hex that contains the obstacle to the LOS
unless the distance from the obstacle to the final landing hex is grealer
than the height of the obstacle. If the obstacle is Woods/Orchard the
attack is resolved against the hex containing the obstacle (Air Bursts are
applied). If the obstacle is a building the attack is resolved against an
upper level of the building. Attack the level that is equal 10 the distance
from Ihe obstacle the hell. that the rocket would have landed in if the
building was not there. If the obstacle is ahill the rocket lands at the level
of the hill o(lhe obstacle hex. A rocket thai lands in a hex other than ils
target attacks all occupants of the hex it lands in as Area fire.
Example: A rocket is fired at Iarget hn 14 neus away and has a final Area
Tatgd Type To Hit number of 6. If lhe (mal TIl DR is an 8 the final target
hex may be up to two hexes away since the DR is two greater than the DR
needed to hit If the final 1lf DR is a 10 than lhe Imllimum eldenl of error
is 3 hues since a range of 14 hexes is in the min:! range category.



20.5 BACKBLAST: When B rocket fires back blasl is created as if a
Recoille~ Rifle (RCL) was fired. A rocket may not be fired from a
building. RCT anillery may be set up using HIP but loses all conceal-
ment if it fires. During the nel{t enemy fire phase that a RCT fires the
crew may be attacked without any protection from the gun's emplace-
ment. They may usc a fOl{hole or trench that is in the htl{ as long as
overstaeking does not occur if the crew occupies the fonification. In
addition to backblast, a normal +3 ordnance Smoke counter is placed in
the ReT's hel{ and in each hel{ opposite its covered arc whenever it fires.
Only one smoke counter is placed in each hex regardless of the number of
rockets fired.
20.6 BREAKDOWN: A rocket that is fired and rolls a 12 does not
launch; il is considered 10 suffer Breakdown normally (and the entire
counler is affected. If the counter has a RED BII, a TIl attempt that
results in breakdown eliminales the RCT counter (and any rOl:kets re-
maining in it). The crew is unaffected.

20.7 RELOADING: Towed RCT artillery (and vehicles equipped with
RCT capabilities if they have been assigned ammo vehicles) may be
reloaded. A crew may reload a RCT artillery counter by declaring that it
is doing so and being marked with a TI marker. Areloading crew may not
perform any other actions during that game tum and is considered to be
using Hazardous Movement while reloading. A crew may load J PP of
rockets per lurn for each Mf spent reloading. Leader MF bonus may be
added 10 the number ofMF available to the crew but a crew may not be
CX, or go ex, to reload. Up to two HS (or one squad) may assist a single
crew in reloading one RCT ani11ery piece but Ihcre must be at least one
crew involved in the reloading effort. In order to reload from an ammo
vehicle, the anmo vehicle and the RCT armed vehicle rrusr. be in the same
or ADJACENT hexes.
20.71 LESS THAN FULL RELOAD: The MF costs for reloading are
spent during the MF and if the entire ROF of the RCT canno( be re-
loaded a side record must be kept for the number of tubes reloaded. All
units involved in the reloading process IlI"Cconsidered 10be moving as a
stack and are subject to first Fire as they spend MF to reload. The
rockets being reloaded by a MF expendilure are considered 10 be re-
loaded only if the units loading them remain in Good Order the turn of
reloading. The PP eost fOTeach Iype ofrockel is listed of the back of the
launcher counter. If a '0' is listed the launeher is no( capable of being
reloaded.

20.72JAMMEDTUBES: Ifa rocket was fired with a TIl DR of 12 thaI
rocket must be removed from the launcher at triple the normal loading
cost: AND a DR must be made. If the result of this roll is a 12 the rocket
has exploded in the process of removal, eliminating the launcher and all
infantry involved in the loading procedure. The only DRM applied to
this DR art for CapturedlNon Qualified usc. If a erew is directing the
reloading effort Non-Qualified Use penalties do nol apply during reload-
in.
20.8 RANGE LIMITS: RCT artillery has a minimum and maximum
range printed on the eounler. Any rockets that land ofJlafget that either
exceed the maximum range or are less than the minimum range have their
error DR re-rolled until the resulting hex is within the printed range.
Roektt launchers may usc spotted fire but only on the Area Target Type.
Add a +2 TIl DRM and increase the range group by one for Extent of
Error distance DR.

21_BERUN BUILDINGS:
21.1 All Building (B23) rules apply normally on the BI map exupt as
modified below.

22. TilE REICIISTAG
22.1 Or..•••CKIPTIOS: 8uilding AA;.
represents the Reichstag, seat of t

I Gernl3ll Pa.rlinmenluntillheinfamous f
of 1934. HItler ocvcrollkred thedama
10 be repaired and inslead all enlranc
and windows were bricked u
Regardless. to Stalin and the Red Am
lhe Reichslag was a symbol of the he::
of Nazi power and had to be captured

t a symbol of Russian victory.
22.2 LEVF.I.S: The Reichstag hasa Cl

lar and ground level Location in each he
t All hexes have a first and second I~

Location except 8B-27. Hexes AA-2
EX, lin 8821, ;" !he cftller or 1M AA-29, CC-26 and CC-29 have thi
RricllstlL is !heMseri>lyHan. levellocaljons.
22.3 FORTIFIED BUILDING DKMlLOS: All Location~ in the Reichst
receive a +5 TEM to fire coming from outside the building AND I
considered Fonified Building (B23.9) Localions re1alive to fire/en.
from oulside the building. (The dashed red line is a reminder of d
building special TEM.) This TEM is reduced 10 +4 iflhe fire crosse!
Breach (B9.541) marker when entering the target Location. In order I
Locations in the Reichstag to be considered fortified from attaekle
trance from inside the building an additional fortified marker must
placed on the Location. This fortified marker does nOI change the TE
for fire originating from outside the building but does allow guns 10
placed on upper levels. An fire between ADJACENT Locations in t
Reichstag are considered to be internal fire (and thus +3 TEM _ unlc
Fortified by additional marker) from attack regardless of LOS possit
showing otherwise.
EX: Fire from hell AA28 10 8828 iii OOIIsidcKd10 be only affected by a
TEM, despite an LOS depiction of crossing partial open groond oul$idl':
each buitding hu.
22.4 RUBBLE CREATION: Apply a +3 drm to any Rubble thee
caused by HE/DBA attack or a non-Set DC attack.
21.5 ROOITOP GUNS: AA guns of $ 40mm may be SCIup dunn!
scenario/CG firefight in the rooftops locations of hexes AA26, AN.
CC26 and CC29 without the levels beneath being Fortified. These gu
may be Emplaced but not be moved during the scenario.
22.6 ENTRY RESTRlcnONS: Ground level Locationsofthe Reichsr:
may onlybe enlered from hexes 1.27 and 0027. "TheReichstag is consi
ered to be Upslope (P2.2. Q3.2) and 112 levels above normal groUi
level. No vehides may enter a Reichstag hex (including VBM) unlc
ALL locationYievels ofa hex have been redueed to rubble.
22.7 CLIMBING: Any Location of the Reichstag may be entered Us1:
the rules for Climbing (B 11.4) if a Breach exists in the Location bet
entered on the hexsidc being climbed.
22.8 BREACII CREATION: Breaches may be created as per B23.92
or by any HE CH.

22.9 ASSEMBLY HALL: Hex B827 represents lhe Assembly Halla
is treated as a Factory (823.74) hex except as follows. Hex BB27 h:t
limited Rooftop Localion and has a TEM of 0 vs. indirect fire. Fire II
enters BB27 from hexes 8826 and B828 receives a TEM of +4. Fire d
enters 8827 from ground level Localions or AAl7, AA28, CC27 a
CC28 receives a TEM of + I unless the units in BB27 could apply W
Advantage (89.32) Vs. the firing units, in which case a TEM of +3
applied for firing and targel units (EXC; Unless one or both of t
locations is Fortified). Any fin: thai enters B827 from a higherelevatj.
receives a rEM ofO. Hex B827 may not be fortified.
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22.10 ROOFTOP: Hex 8827 has a Rooftop Location with a stacking
capacity of 2 squads and a TEM of O. Any unit thai fails a Me while
occupying this Rooftop Location must make another Me, and failure of
this sn:ond Me results in CasuallY Reduction AND the inunediate re-
moval of any Possessed SW (and no SW may be in this Location unless
Possessed). Units in the 0827 Rooftop Location are considtted 10 be at
Level 4. This Location costs 4 MF 10 enter and 2 MF 10 exit and is a + I
Hindrance to fire traced though it from Level 3 or 4 Locations 10targets
al the same or higher elevations.

22.11 REICIISTAG CELLARS: Cellar Locations mayonl)' be entered
from the Uter10r or from the srairwdls in hexesAA26,AA29, CC26, and
CC29). Fire may nol be directed between locations in the Reichstag and
the cellar from locations thal are not considered ADJACENT. Before
play the German player may secretly designate the Location of a tunnel
that connects the cellar of the Reichstag with one cellar Location of
building EE28. This tunnel has a maximum length 0(5 hexes, including
the two entrance Locations. All other tunnel (88.6) rules apply nor.
mally.

1:1:.11:SMOKFJFIRE: Interior fire (rom within a Reichstag Location to
an ADJACENT (non-rubble) interior Location is not effected by Smoke
Ihat might otherwise be in the hex [EXC: Smoke grenades]. 5/8" Smoke
Counters in Reichstag hexes are considered 10 have a height o( Level 3.
All flamelkindlinglspreading fire anemplSlresults receive a -2 DRM in
ReichSiag Locations.

22.13 FANATIC NAZIS: All German units in any Reichslag Location
are Fanatic. The symbol in hex AA28 is simply a remindcrofsuch.
23. KROLL OPERA HOUSE

n.1 Buildings N25 and N28 represent the Kroll
Opera House complex.

~ n.1: LEVELS: All ground level hexes ofbuilding
N25 are considered factory hexes and occupy the
ground and firstlcvellocations of these hexes. Hexes
N25, N26 and N27 also contain seoooo levelloca-

J tions and contain an inherent stairwell in C<Khhex
.1 that costs 2 Mf to move from the ground level to

the Level 2 there is no Level I Localion in these
hexes. The second level of these hexes may be For-

EX, Unu 1'02$-26-27tified without fortifying the lower level and may
a~ n.rt.ed wi"' unique contain guns as per 23.93. Building N28 has a
centu_doll to ~mind ground level Location only and neither buikling has
playtn ol"lbrirnib Cellars.

1:4.LEIIRTER STATION

1:4.1 D£SCRIPTION: Building PIO represents the Lerheter Station.
Building PIO represents the Lchrter Railroad Station and contains ground.
1st, and 2nd level locations, but no Rooftopsor Cellar Locations. Upper
level locations are reached via the stairwells in hexes NIO, N 14, PIO and
P14. The gray depiction in hex 014 is a normal continuation of the
buikling and is treated normally in every way (EX: 2 MF to enter from
013). It has ground, 1st, and 2nd level Locations, but no Rooftops or
Cellar Locations.

24.2 TRAIN SUED: 1be hexes in the center of the station represenl the
train shed (EX: He;t; Oil). TTain shed hues are treated as Rooncss
Factory Hexes (05.4) but do not contain Debris nor receive a +2 TEM.

24.3 LF.HRTER STATION ELEVATED PLATFOHMS: There are Plat-
form Locations in hexes M9/M10IN9/09/0191P9 (denoled by gray
'bands' alongside the elevated railway). Platfonn locations are treated as
Twu Lane Stone Bridges except as noled below. Platforms arc Level I
locations and cost infantry I MF to enter if entered from another plat-
fonn or 5-Bahn localions (i.e., from hexes L9 or R9). A platform is
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considered Concealment terrain and has
a +1 TEM 10 fire from any hexes except
L9!R9. Vehicles may not enter a plat-
form location and the locations below
Ihe platform arc consid~ to be the
other terrain in the hex. Platforms may
only be entered from another platform'
S.Bahn Location or from Levell buikl-
ing locations in hues NIO, 010 and P 10
or the ground level Locations of hexes
N9 and P9 al a cose of I MF. Each plat-
fonn Location is considered to be a + I
hindrance 10illS at the lewl of the plat-
Connbut docs not atTccI LOS below (un-
less firing unit and target are on the same
level and the illS crosses the platfonn).
Eumple: If the firer/target are Or\ differ-
ent elevations--fU'"in, unit at level I: tar-
gel at Level 2; firer level I: target Level
o--the lOS i. not blocked. There is a +1
TEM (EXC: From hexes L9 ()I" R9), and EX,Abm-1: isL.dll1C\' Station.HexN9
any hindrances that apply are added nor- isaftElcvaledPbtform.Hili,OIl ••
mally. Tn;" Shedhe~
24.4 STATION BRIDGE: Hex 010 is a building that spans over the
tracks below and uses the Marketplace (823.73) rules.

1:S. SECONDARY STATIONS

25.1 DESCRIPTION: In addition to the major sIaIion at Lehrter Strasse
there are other stations scancroo throughout the city (EX: Hex UU24).
These Locations use the platform rules and may be entered from the
ground level at any Location containing a stairwell, denoted by a large
white ecnlcr-dot (EX: hexes N9, P9, 0024).
26. S-BAHN

26.1 DESCRIPTION: TheS-8ahn Berlin's in-
ner-city elevated mass transit Syslem, situated
on Slone viaducts throughout the city (EX: Hex
014). Mines may be set up in ground level S-
Bahn Locations (but not on Platforms).

26.2 The 5-Bahn is considered to be a Level I
stone bridge with arailroad on the upper level. TheupPer level is con sid-
ercd to be at Levell regardless of the elevation of the ground level below.
All railroad rules apply to units on the upper level. The Stone bridge
adds no TEM to units on the upper level except any allowed fOTheight
ad"OlTllage.No vehicles or guns may be placed on the upper level ofan S-
Bahn Location (EXC: OM 81/82mm MTR). Infantry may enter the
upper level of an 5-Bahn Location from anOlher 5-Bahn upper level
Location or from ground level at any Location crossed by road, at a
station platform Location, or by using the Climbing rules. Access to the
upper level at a load hex costs 2MF.

26.3 Ground level Locations represent the space under the viaduct arches
which wasconvened into storage/retail space. The groWJd level Location
of an S.Bahn hex is considered to have a +2 TEM and a one level LOS
obstacle. The lower level Location may be cleared as if it were a Road-
block. Place a Breach marker in a cleared l.ocaIion. If the Location is
Breached the TEM is considered to be 0 and the Location receives a + I
Hindrance TEM to fire through it. Vehicles may drive through non- Road
Breaches but entry by vehicles is olherwisc NA. Once Breached, treat an
S-Bahn hex as cor for entry purposes (usually Open Ground).
Note: Infantry and vchiclcs may Bypass ground-Icvel S-Bahn Locations
during rmvern:nl, jusl 15 if Wy were wooden buildings.

26.4 Black bars are treated as Rowhouse hexsides(EXC: Fire is allowed
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to a Location on Ihe opposite side oflhe black bar with a +3 rEM unless
the larget road location contains a waler obstacle (EX: LOS from hex
Q22 to RR22}, in which case the target hex te1:eives no TEM).
26.5 5-0AHN/BUlLDING HEXES: A hell containing both a building
and S.Bohn depiction (EX; Hex ZZ24) is considered to be a building
L(X:ation. A unit is considered to be in the building unless it is placed on
top ofa bridge marker.
NOle: The Infantry MF cost 10 enter a ground.level S.Bahn location where
the +2 TEM "roadblock" applies is 2 MF, just like a building.
26.6 RUBBLEIDESTRUCTION: An HEJOC attack that would destroy
a bridge can only destroy a maximum of two S.Bahn locations. If an S.
Bahn Location is destroyed it is replaced by aSlone rubble marker. A Set
DC may be used attempt to Breach a black bar (lower level) oran 8-8ahn
Location or destroy the upper level location but the Breach DR will also
destroy the bridge location on an Original DR of2.

27. U.BAHN BERLIN SUBWAYS:

17.1 DESCRIPTION: The Berlin subway system consists of three
terrain types: subway tunnel locations; station Locations and station
entrances. Each subway Location is separate from the above-ground
Locations in a hex and are not considered ADJACENT unlesscontaining
a subway station entrance in the hex. Night rules apply to all units is
subway and subway station Locations except as noted below. When in a
subway Location neither side is considered to be the scenario attacker or
defender for night rule advantages or limitations. A unit in the subway
system is placed under aCeUar marker and is considered to be Concealed
md the contents of the stack may nol be examined by the opponent. The
only fortifications that may be placed in a subway Location are road-
blocks., mines. wire and Set DC. The only units that may enter a subway
L.oabon are infantry and SWIDM mortars. A mortar may not be fired in
• subway Location tllttpt for a subway station entrance if the unit is
-xr & CKSl marker. A subway is considered to be Rally terrain only if
die Loeaion is out of the LOS ofa Known enemy unit. Units in subway
Locat:M..e c:onsdered out of LOS to any units above and inunune to
..,'~ grwIc' (i.e., above) fire except: from units in crest status in
-..ay CUb.wo::esIlUbwaycntef1 and hexes that suffer a roof collapse
a-eatia& & SUIboolo-ay cnl:er.
%7.%RO.4.DBLOCK: A Roadblod blocks the subway at the point it is
pbced fOf both movement and LOS until it is cleared or Breached. It is
tre:aled in the same manner as I black bar hexside in an upper level
Rowhouse hex. An HF.JIX: attack that results in a KIA is considered to
have cIcared an opening in the Roadblock large enough to allow infantry
to cross it at. COSIof I additional MF and the side with wall advantage
may fire though it and is subject to return fire as ifit were a stone cellar
Location. Mines and wire are treated normally except: that the clearance
DR for mines is subject to a -2 DRM. A Set IX:: attack that would
normally create stone rubble cases the roof of the subway to collapse,
eliminating all units/SW in the subway Location AND creates a Subway
Crater in the hex. Any units on the surface are subject to a 150mm HE
attack (treat in the same manner as an DBA attack). Any vebicle(s)
eliminated in this manner are removed with no ~ks placed (and crew
survival is NA). A vehicle attempting to spend a MP in a hex that has had
a Subway Crater created (and survived the attack) must first pass a Bog
check with a + I DRM for each MP expended in the hex (as well as all
other nonnal BOG DRM). Apply a .2 DRM if the hex is a boulevard.

17.3 TUNNELS: Subway tunnels are represented
by a gray dashed line. Most are found in road
hexes(EX: Hex XX32). Asubwaytunnel is con-
sidered to be open ground with an NVR of I hex.
LOS may be traced along a subway tunnel and is

blocked at the point the tunnel turns. Units firing at a Known enemy unit

in a subway tunnel will also attack any other units, both friendly and
enemy, in the tunnel in front of or behind the targeted unit as area fire out
to the nonnal range of the firing unit(s).lfthe unit that fired is eligible to
place residual FP it is also placed in the other hexes along the lOS but at
1/4 strength of the base atlack (instead of 112). A MG may place a Fire
Lane in a subway tunnel, even if there is no Known enemy unit in the
LOS of the firing unit. In this specific case the firing unit must continue
to place the Fire lane during every fire phase it is eligible to fire until a
Known enemy unit enters its lOS in a Location other than the Fire Lane,
it becomes broken, or it is stacked with a leader and passes a NTC to
discontinue firing (during any fire or movement phase).

27.4 STATIONS: Subway station locations are
•• found in hexes marked with a while 'S" in a gray
- circle (e.g., hex WW24) AND wherevCf the S-

Bahn and V-Bahn intersect. Treat Station hexes
that have intersecting S-BahnlU-Bahn as 'U' hexes

AlSO. 'S' hexes are also considered Stations. but haveno stairwell to the
street level. Hexes NN34 and 0034 represent 'subway station 1563",
and BOTH hexes are trealed as a 'continuous' station. The only other
subway locations containing stations are ENTRANCE hexes. Subway
stations use the same rules as subway tunnels except as noted below. A
station Location is considered to be illuminated (treat as if a Flare in each
of its hexes [at Level -I, i.e., NOT at 'street' level 0]), and units that are
not moving are not subject to the 1/4 Residual FirelFire Lane rules for
units in tunnel locations.

17.5 ENTRANCE: A subway entrance is found in each
hex marked with a white 'U' in a gray circle (e.g., hex
WW25). An Entrance is considered to contain a stairwell
to the subway tunnel AND also a station in the subway

location. Up to I MMC (and any SMC/SW) unil in the base level
location of a subway station entrance may be placed on a crest marker.
All roles governing crest status apply to such units. Note: The difference
between an 'S' and a V' hex is units may ENTER the subway (and be
placed under a Cellar marker) ONlY in 'V'hexes. Hexes marked with 'S'
simply denote underground, illuminated subway tunnel locations for
game purposes.

00 27.6 SUBWAY CRATERS: New counters are provided= depicting Subway Craters. In addition to Set DC being set
000 otT in the subway Location an OBA attack of 150rrnn or

greater thai would normally create stone rubble causes the
roof of the subway to collapse. Any units in the subway

Location are eliminated and a subway crater marker is placed in the
Location. The subway location is considered to have stone rubble in it
that blocks LOS across it in the subway tunnel. An infantry unit may
enter/exit a subway location through a crater as a Minimum Move
(A4.l34). A unit entering the crater from ground level may gain Crest
status at Ihe cost of I MF in addition to any MF expended to enter the
hex. A unit in the subway Location may gain crest status in the crater
using a Minimum Move. Units in a subway crater that are nol in crest
status are subject to OBAlMortar fire and fire from adjacent hexes. Units
in a craler location are not considered to be subject to night rules unless
the current scenario is a night scenario. Units in a crater l..ocation are
considered 10 be in an Illuminated (EI.9) Location except during a night
scenario. Units in the subway locations ADJACENT to the crater loca.
tion are subjcci to attack by OBAlMortar fire that attacks the crater
Location, asArea Fire. They maybe altackedlaltack units adjacent to the
subway crater that are not in the above ground Location above the sub-
way Location being allacked. Once a subway crater is created vehicles
may not enler the hex and infantry must enter the hex using Bypass
movement unless they enter the subway Location or gain Crest status in
the crater. Printed B2 map Subway craters are subject 10 these rules.
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EX: He~ P7 ill
_11'riMed
Rubble

30.1 DESCRIPTION: Building021 rep-
resents the German Millistry of the Inte.
rior Headquarters, known to the Russians
as 'Himmler's House' All SS and HItler
Youth units (but not Gestapo) in any l0-
cation of building 021 arc Fanatic (the
symbol in hex 023 is simply a reminder
of such) and all building Locations are COIi-
sidered to be Fortified to outside fire/en-
try (only) in the same manner as the

024 \ Reichstag (EXC; Only +4 TEM for oul-
I side fire). No vehicles may entcr a

lJirrmler's House hcx (EXC: VBM) unless ALL locationsllcvels of a hex
have been reduced to rubble. Mortars.! Rockets may be fired from hex
P22 as if it were an open ground hex. Manning crews for mortars/rockets
in P22 are considered to be in open ground and may be emplaced. Ikx
P22 is treated as a stone building normally for all other purposes (inc.
being non-Fortifiedlnoo-Fanatic).
31, BERLIN CUSTOMS HOUSE

31.1 DESCRIPTION: BuildingJ21 rtpresents
the Berlin Customs House (when combined
with building 120 the area rqn-~ts the Cus-
toms Yard). Hexcs H22, 122, and 121 have a
GROUND level ONLY. The remainder of the

. building is trcatcd as a Two Story House
(B23,22) normally (i,e., ground level, 1st level, and Cellars; inherent
stairwell in every hex).

32. PRINTED RU8BLE
32.1 DESCRIPTION: Printed Rubble (B24, OJ) rules
apply normally to hexes like P7. There are three building
types on the Berlin maps that contaill Printed Rubble:

• Hexes that are treated as Prillied Rubble (824, 03)
normally (EX: hell P7).

• Hexes that are treated as Partially Collapsed Build-
ings [PCB] (V5.2 •.3) that have a normal Printed Rubble

an LOS to NON cellblock hexes adjacent 10 thc prison's wall, e.g" H4;
H3; J5; etc.)

28.53 Hex 16 is considered to be a normal building that is Fortified at
ground and I st levels.

28.54 No priSOIlhex contains a cellar and rooftop locations may only be
entered from the guard lower (hex 16)1byusing Climbing.
1:9.THE BRANDENBURG GATE

29.1 m;SCRIPTION: Hexes 0D33
and 0D34 represent the Bnmdenburg
Gate. All stone building rules apply
except as modified below.

29.1 Hexes 003310034 contain
ground level Locations only bul are a

<0;: LOS hindrances to a level 0 LOS traced
alollg the east/west boulevard and a 2 level LOS obstacle to LOS traced
to/from other Locations and/or levels. 11is treated as Open Ground to all
fire illto Ihe hex.
29.3 ROADBLOCKS: Thc Brandenburg Gatc begins all scenarioslCG
flfelights with a Roadblock placed at the ground level ill each hex along all
Boulcvard hcxsides. They may be removed using the Clearance rules
(829.5) with a+4 DRM and may ollly bc cleared by HE fire/set DC with
a result of a 3 KIA or greater.

30. HlMMLER'S 1I0USE

EX, Hc~H6. It> and K5conIainsa GIIIIll To••••..
Hu J6 il an e••~Jc ora CellbklCkhe~.1bewall
.IanKheui<le.bke J7/JII ia I Ie•••} laP andWI

onlybe:crossedvialheC1inD1t11IUJcs.ThePrison
.my onI)' be: enaned froIII07 10 Ht>

Z&.lEIiRTER STRASSF./MOA.UIT PRISON

28.1 DESCRIPTION: Build-
ing 15 represents a Prison.
With the exception of Climb-
ing, and entering rubble hexes
like G6 and H7, the Prison may
onlybecnteredlexitcd fTomthe
ground level of hex G7 to H6.
All stone building rules apply
except as modified below.
28.2 PRISON WALL
HIo;XSIIJES: The light gray
wall around the prison (EX:
Hexside F4/GS) represents the
prison wall and is a one level

, obstacle 10 LOS. It may only
be crossed by infantry using
therules for Qimbirig(Dll.4).
Any HFJDC attack resuiling
in a KIA will place a Breach
marker along the hexside.

28.3 CELL BLOCKS: The four two-hex long buildingdepiclions(EX:
Heles GS-HS) aTeconsidered to be Cellblocks. These locations receive a
+4 TEM 10 fire coming from outside of the building and may only be
entered from outside the building ifthe heuide being crossed 10enter the
hex contains a Breach. Otherwise, entry/changing levels may only take
place from the corresponding IC\'e1of hex 16.Cellblock locations contain
both a ground and first level but do not ha\'e an inherent stairwell. Treat
Cellblock locations in the same manner as Factories (B23. 74) but instead
of Debris, treat interior hexes as Open Ground as as follows:

• Units moving in a cell block Location not using assault move.
ment may be fired on with a final TEM of -I from either an
adjacent same level cellblock/any level guard house Location.

• An lOS exists betwecn the two interior levels of a Cellblock

"""
28.4 GUARD HOUSE: Hex 16contains a Guard House in its ground and
level one locations. Guard Uouse locaJ:ions are trreated as Fortified build.
ing locations. LOS exists between all Guard House locations and all
Cellblock localions. A special hex cenler-dot is used to remind players of
these special rules. No rooftops or cellar locations exist in hex hex 16.
Note: Au 16 also conl:lins a Guard To.••.er location at Level 2.

28.51 GUARD TOWER: Hexes H6, 16 and K5 each contain a 'Guard
Tower' location at Level 2. Hexes H6 and K5 are not reated as a Guard
House. They are treated as nOrT'\.1Jstone buildings in their ground and
Levell locations.

18.52 SCaekinJl;: Guard Tower locations have a stacking limit of one
squad-cquivalent in Level 2.
Note: In hex K5 the BUILDING portion of Ihe hex i5 CWlSidered to be
INSIDE the prison .••.all, Units in the ground level of hex K5 may ONLY
enter adjacent hcxes .••.ithin the 'prison yard' (i,e., they lI\8.y1101exit 10
hexes K4 or U; moving to J4, J5, and K6 i~ allowed). The intent of the rule
referring to hex K5 .••.as to imply th.at there are 110exits from the prison
through hex K5. No jail breaks will happen out of hex K5 unles~ someone
rubbles the hex, Nonnally enlnmce to/from the prison could only happen
through hex H6 into G7 (or vice-\'ersa) except that the adjacent parts of
the prison wall were turned inlO rubble, 50 egress to or flom the priSOll is
greatly simplified.

28.52 BUND HEX IMMUNITY: The Level 2 locations of the Guard
House AND Guard Towers are immune to the rules for Blind Hexes in
All hexes within and adjacellt to the High Wall of the prison (i.e., it has
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33. CELLARS AND ROOFTOPS
33.1 ALL buildings on the BERLIN-BI1B2 maps have CELLAR (823.S.
(6). and ROOfTOP (823.S2) Locations (EXC: Partially Destroyed!
Collapsed Buildings and those specified as lacking rooftops in their spe-
cial rules (EX: leimer Strasse Station, Lehrter Stnlssc/aka Moabit Prison)).
See A26.14 for the elTect of Controlling a Rooftop local ion as it applies
toward Controlling a building hell..

J4.IIIP INTERIOR WALL BREACIIES
In addition to normal Breach creation (B23. 711,05.33) in the course of
play, any hell.containing an interior wall that begins within a side's set up
area before a scenario, may begin with a hidden breach secretly rewrded
by that side. Such a breach is nOI revealed until movement across such a
hell.side is performed by the creating side, or an enemy unit enters a hell.
where such a breach is located.

35. SPLIT-LEVEL BUILDINGS

35.1 DESCRIPTION: BuikhngKI9
is an Split level Building (B23.72).
Each hex of this building has a Cel.
lar, ground. fimlevel. second level.
and rooftop local ions. with accn.-
sible stairwells in hexes IIS,120. and
K19.

35.2 HEIGHT: Ground level hell.es
in buidling K 19 are at level 0 in hell.es
liS, JlS, and K19, and level -I in

hell.es HIS, J 19, 120, and J 19. The obstacle heishts of each hell. rise from
the ground level normally.

36. BOULEVARDS

36.1 DESCRIPTION: Boulevards are represented by
wide roads with a dashed line in the center: Ell.3mple
hell.es BI3 and B33. All runway rules apply to boule.
vard hexes (B7). Sirm Fighting (AI1.S) and Dash
(A4.63) are NA in Boulevard hell.eson the Berlin maps.

36.2 VEIIICLF.JGUN STACKING: A boulevard hex
may contain up to 3 vehicles/guns and the vehicles/guns

do not suffer the +1 rn ORM for overstacking (VEHICLES must all
have the same VCAffCA; Guns may set up without CA restriction). All
adler overstacking penalties apply. Units do not have to leilve the road if
the hell. eOOlains a wreck and may use the road movement rate to move
through the hell. + I MP for the wreck.

36.3 OPEN GROUND: The stocking rules in 36.2 also apply to open
ground hell.es on th<:81 and 82 maps.
l6.4 TREE L1~ED BOULEVARDS: All rules for Boulevards (B7) ap-
ply along with the rules for Orchard Roads (BI4.6) .

37. NARROW STREETS
37.1 Numerous building/road heuide combi-
nations are found on the B I and B2 maps (EX:
BI - GGIS/GGI6). These use Narrow Street
(831.1) rules normally widl die following ell.-
aptians:

a Vehicle Stop TeA restriction ofB31.121 are NA (ie .• there is
no need for vehicles with MA ~ SOrTInand barrel length greater
than •• ' to have TeA identical to VCA in order to Stop in a
Narrow Street hell).
• YCA Change restrictions of831.122 are changed as follows:

Any vehicle larger than very small may change its VCA by ex.
pending 213of its printed MP and may change its YCA as pan of
a Motion anempl by taking a Bog Check with a + I ORM.

32.27 COMBISATION HEXES: Some
buildings contain combinations of POB,
PCB. and normal building hell.CS.In dlese
cases a unit in a Level I location ofa nor-
ma! (i.e., non Rubble) building hell.has an
LOS over an adjacent Half-level PCB hell..

EX; Hu UU32is a PCB••••••••ik Howeva. note that dlis LOS situation will
Ibc-.ljxcftllleJ.esTIlt. VVUPd be blocked by die utenor walls (i.e., the
WI! are POO_A vantty or lOS outline ofttle building art) through a POB
__ ~~l •.••• lIIOa

buildins_ 1'1«.
EX: A squad in !he Lenl I Iocltion of hell. VV31 has In LOS through hell.
UUJ2, but it i. blocked by the black bar hexsidel TIJllUUJ2 and VVJII
UUJ2. and by the ClI.teriOfwan of !he POB in hell.UUJI.

depiclion and one or more Rowhouse (B23.71; black bar)
hellsides(EX:hu YI4).

• Helles that are tre-J.tro as Partially Destroyed Buildings, a
form of PCB that has its rubble remain within the building
outline, allowing for LOS (but not VBM) to pass through the
remaining portion of the hell. (EX: hell. NNI3) Ilondmay or may
not have Rowhouse (B23. 71: black bar) heuides.

31.1 PARTIALLY DE~IROYED BUILDINGS (PO B):
Hell.es like NNI3 and ml represent damaged buildings
that have had their floors and roofs destroyed, but exterior
and bearing walls remain standing_ A Partially Destroyed
Building is a Printed Rubble hex with no portion of the
Rubble art leaving the building's outline. POB hell.es may
conlain one or more black bar hnsidcs.
Jl.l1 BYPASS MOVEMENT: POB are not considered

EX,HnNNlJ inherent terrain but VBM may not be used in the hex.
isa PDBhu_ Infantry Bypass (A4.3) may be used.

31.11 HEIGHT: The rubble ponion of a POD is a nonml Half-level
obstacle to LOS. The height of the building wall depiction in hexes like
NNI3 and die black bar depiction in hexes like 1T31 is based on die
normal obstacle height die building hell.represents ifit were noc replaced
by Prinled Rubble.
EX: 1be buiklinS oudinc in a multi-bell PDB that lacb a level 2 su,irwell
hell.anywhere within the buiklinl is I I 112 level obstacle to WS. If lhm:
is I stailWClIin Iny bell.or tbe buikling. il is considered 10 be I 1 112level
high WS obstacle.

32.2JAFV ENTRY: AcrAN may enter the a POB as ifit was arubble
location. HCtWevl.'1,a dr of6 on the colored die of the Bog check results in
die remaining portion of die building collapsing and die terrain being
marked with I rubble marker_ The vehicle is destroyed wilh no possibil-
ity of crew survival and no wreck is left in the hn. This collapse may
also result in Falling Rubble (B24.12).
32.24 RUBBLE CREATION: A POB location is replaced by a rubble
marker from any result that would normally create Rubble (B24.11).
Falling Rubble is NA in a POB location that has newly created Rubble.
32.25 VICTORY CONDITIONS: A Partially CB location is consid-
ered to be one building location for victory purposes and no basement or
rooftop locations nisI in these he~cs.

32.26 PARTIALLY COLLAPSED BUILDINGS
(PCB): Some Prinled Rubble hexes (EX: hex Y14)
contain Rubble that is nol restricted to the build.
ing outline in the hex. These hexes are treated as
Partially Collapsed Buildings (VS.2) and differ
from PDB in lhat their Rubble is considered inher-

EX, He. Y14 is a P•••
•,ally Collapsed O.ild. ent temun.
ins
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42.1 Hex B I contains a running track and is considered an Open Ground
hex. The oval track map art has no impact on play.

44. ORCIIARD UEXES
44.1 All orchards are out of season (814.2). Each orchard hex provides a
+ I hindrance 10 same level fire AND to fire from higher levels. Ifthe fire
is coming from a highcr Icvclthan any orchard hex that would normally
block LOS results in a hindrance DRM instead.

45. SLOPED RETAININGWALLS:
45.1 DF,sCRIPTION: A new brown wall hexside terrain is used to
depict a sloped masonry retaining wall between two levels (e.g .•hexside
QI4/R14). All rules for Abrupt Elevation Changes (BIO.S) apply to
these hexsides (i.e., no vehicle may pass over this hexsldc:; Despite it
being one crest line. treat it as a double-crest, j,e., no vehicles may pass
over hexside) except thc difference in elevation across such hexsides is
only I level. These hexsides are NUT treated as Walls for movement or
TEM purposes. No HD is allowed for vehieles behind such Walls.

46. COAL PILES
46.1 DESCRIPTION: The level I Hill terrain in hexes
002; 003 and PP I; PP2 re:presents coal piles. They are
treated as Levell Hills in all rnpects, but which no vehicle
may enter (EXC: Only fully-tracked AFVs may enter, but
must take a Bog Ch«k DR ] D8.21 n.

39. THE SPREE RIVER

39.1 The Spree river is considered to be deep and all canal rules apply
B21.11. The water level elevation is considered to be Level .1 and is at
the same elevation as the Level.1 locations. These rules also apply to the
Humboldt turning basin and canal Hexes US and X4.

39.2 The stream in hex 136 is considered to be Shallow (B20.42).
40. FU)()DEDTERRAIN

40.1 DESCRIPTION: Hitler ordered con-
struction to start on a new government ccn-
ter in Berlin. The dir«tion ofthe' warhalted
this projcct and the remaining cxcavation
soon flooded.

40.2 ('lOOPED TRENCfI: Hexes like U28 are treated as Deep Streams
(820.43).
40.3 FLOODED EXCAVATIONS: Hexes like U2) are considered to be
fordable rivers (821 .41).
Note: Ign.ort'the water portion of helles like R23. If the hex ,enter dot is in
thoeWlItn' ponion (blue). the hex is eonsidem:l to be a Flooded Excavation,

41. GENERAL. WATER OBSTACLE NOTES
41.1 DESCRIPTION: While any hex with acenter-dol in 'blue'leTTain
is considered a water obstacle, the Spree River ALWAYS consists of at
least ONE water hex or impassable water hexside between two land
hexes). making it impassable excep via bridges. If the center-dOi of a hex
barely touches NON water teTTain.the hex is considered 'land' unless it
would lead to ZERO water hexcs at any point of the river. Thus. hex
MIS is land. not water. So are hues ClS,JJ26, UU20,AAA19, CCCI9,
AA2i, and HH2S (and HH26, but no movement is allowed BETWEEN
these hexes).
42, PED":STRIAN BRIUGE

42.1 DESCRIPTION: The bridge located in Iw:xQQ23
is a pedestrian bridge. This Location is considered to
be One Lane Stone Bridge (86.43) (EXC: It my only
be entered by infantry units or double small vehicles

at a cost of 4 MFIMP).

43. RUNNING TRACK

37.2 BUILDINGS WITH ROADS: Some Roads are in the same hex as
a Building, but nol directly along a hexside (e.g., hex HH 15 on the 81
map). In such ca"CS,normal vehicle movmlC1Il and VOM are allered as
follows. A unit may move along such Roads, moving from one Road hex
to another, without entering other terrain in the hex. Place a one-lane
counter (B31.11) next 10 the unit, as a remind~ of this in-hex Location
slatus.
37.3 LOS: LOS is traced to non moving units normally. If the LOS hilS
any obstacle terrain in the hex shared by the hexside Road before it
touches the Road art depiction in the hell, it is blocked. Treat a LOS
directly along a hexside as touching a Road that crosses any part of a
henide il is connected 10.

37.4 ENTRY AND EXIT: A unit cmering by a Building with Road 10
enter a new hex (i.e., instead of entering the otherteTTain in the hel() may
only enter a new hex across a hexside physically touched by the Road. A
unit exiting a hex along a hexside Road may only enter new hexes con.
nected to the Road.
37.5 DEFENSIVE FIRE: When using Defensive Fire at a unit newly
entering a hel( along a hexside Road or Road + Building Road. a LOS is
valid if any part of the Road art ean be touched on a hcxside the unit
1110'''00 across to enter the hex before hitting any terrain that would block
il.
37.6 VEHICLE MOVEMENT: Vehicles pay ONE MP instead of HALF
a MP (this cost is NOT doubled if a vehicle is BU) for entering along a
Building with Road hex. They make all YCA ,hanges normally when
entering hexes with hellsidc Roads. They must pay to change YCA to
follow the hellside Road. The facing hit when a vehicle is fired at is
determined normally as if the hell contained no terrain. LOS may be
blocked by terrain in the hex sharing the hexside, however, and is based
on where the vehicle entered the hexside in relation to where the building
is in the hu. Vehicles may end the MPh in Building with Road locations
and may remain in Motion on them.

37.7 V[IIICLES ENTERING IN-HEX TERRAI~: A vehicle may not
enter in.hex terrain once it moves along a Building with Road Location of
that hex. It must exit the hell first.

37.8 Ll~IITATIO~S: No more than ONE vehicle may be in the Road
Location of a Building with Road hex. Any vehicle with a Gun Size of
75mm or greater, and an 'LL' Gun Size may ONLY move along the
hexsidc if its TCA is facing toward the FRONT or REAR VCA. All
movement along a Building with Road hex is NA ifanother vehiclelwreck
in the road portion ofthe hex. A Blaze counter and/or Rubble counter in
the hex also prevents such movement along the road. No wret:k. (or
Immobile vehicle) on such a road maybe removed per 010.4.

37.9 INFANTRY MOVEMENT: Infantry units may move along the
Building with Road portion of a hex that has NO enemy unit in its
Ground level. An infantry unit may not voluntarily END the MPh in the
road portion of such a hex. An infantry unit moving along a hexside Road
may enter the terrain in the hex by paying the appropriate MF cost
normally (unlike a vehicle). An infantry unit that must end its movement
involuntarily is considered IN the tCTTain.

38.ADMlRAl SCIIEER BRIDGE
38.1 DESCRIPTION: HexesRI4,SIS,
T14. UIS and VI4 represent the par-

• tially collapsed Admiral Scheer Bridge.
Hex Tl4 depicts the partially submerged
road dttk. It may be entered by infanuy

ONLY at the cost of 3 MF. Hexes SI5 and UI5 contain bridge locations
at Level 0 that may only be entered by infantry at a cost of 2 MF. Hexes
R 14 lind VI4 contain normal bridge locations at Level O.
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47. ELEVATION MAP NOTES I'OR ASLComp CONVERSION

47.1 When referencing hex level elevation numbers, such as ',] O.+ IO'
(e.g., heus K14. UJ). ignore the '0' following the first digit. These are
references 10 Critical Hit's ATS version oflhis game.

48. HEDGES
48.1 See rule 139(e.g., hexside R20fU20).
49. WALLS
49.1 See rule 89 (e.g., hexside GI0IH9).
SO. WOODS

50. t Sec rule 813 (e.g., hex FI3).
51. CLIFFS
51.1 See rule Bll (e.g., hexside LI2IM 13).

52. BERLIN ROADBLOCKSI';;" Sl.1 DESCRIPTIO', ARy Roodbl""'"",, OR' B"';R
~ map is subject 10 the following rules. As long as the Ger-
~ mans begin a scenario (and remain in)Control of both hexes

• on either side ofa roadblock hexside, II German vehicle may
cross through II roadblock allhe cos! of 8MP. This COSIis

reduced 104MP ira friendly, Good Order MMC in either hex is marked
11 and declares thaI it is assisting in vehicle passage, As soon as a Rus-
sian unit enters either hex, Ihis special passage rule becomes NA, iind
normal roadblock rules (B29; BVR9.2) are in effect. A German vehicle
using this special passagerule is not HDwhilemoving across thisheuide.

~

!i1.1I1EAVY TANK ROADBLOCK CLEARAl'iCE: In ad-
I~ dition to the normal rules for Clearance, the following vehiclesa..- maybe used to attempt to clear the Roadblocks: IS-llIIS.2m1

ISU 15VISU 122iPzKfw VGNliPzKfw VIB. The AFV must
begin the MPh ADJACENT to a ROADBLOCK in its VeA and the
owning player musl announce it will be attempting clearance. Tht' c1t'ar.
ancc anCJl1'Cuses all oftht' vehicle's MP t'xcepl I MP to slart (ifit is not
in Motion) AND I MP to slop. An AFV attempting ekarance is not
considem::l a moving target but is considered HD to any fire thai is traced
across the Roadblock. The MV is considered to have moved for Advanc-
ing Fire purposes. If the AfV remains mobile (including non Shocked)
after all Fi~ Fire, a Bog cheek DR is made, applying a +4 DRM, If the
roll is successful the Roadblock is removed and the AFV is placed in the
hex on the other side of the Roadblock with its VCA facing in a direction
of the owning player's choice. If the Bog cht'ck fails, theAFV is Bogged
and remains in its starting hex (and the Roadblock is NOT removed). The
AFV may attempt to remove a Bog marker during the next MPh. If
successful, it may immediately make another attempt to clear the Road.
block. An AFV that is suffers a Bog result following a clearance anempt
is subject to Underbelly Hits across the Roadblock hcxside as long as it
is so-marked. Use a HeavyTank Clearance marker to denote this form of
Bog.

53. GENERAL BUILDING NOTES

53.1 Hexes like 119 in which the building an 'barely' misses touching a
center-dot are still treated as normal building hexes. Tiny Pl>nions of
building art that touch hexsides do NOT block LOS. Nor do they affect
hexsidt' road movement. As always, disputes should bt' resolved per
A6.1.
Example: LOS uists from hex 129 to U9; and from hex VII! 10 W20
(despite the black bar torn:hing the vertices).
53.2 The creators of the map have tried in al\ instan~es to make the
difft'renct' betwecn ENTIRE hex rubble and Partially Collapsed Build-
ings clear, If a microscopic piece of rubble art escapes, tht' building outline
the building is still considered Partially Collapsed, not Printed Rubble.

54.ADOITIONAL ROA!) NOTES

54.1 All road rules apply 10 Ih~ added road types except as noted below.

54.2 Mines may be placed in paved road he~es that also contain shellhoks,
as well as in normal pa\'ed road he~es {EXC: Boulevards are NAJ. In
normal paved road hext's minefield attacks will only occur vt'rsus units
moving across non-road hexsidcs.
Example: 6AP mine faClors are in he. J2S. An infantr)' unit moving!
advancing from hex K26 into 12S would undergo a minefield atta\:k. A unit
using R)"J)assMovemenl 10 move from hu K2S along tile JU.K26 and
J2S-J26 1'Ic:xsidesto move into hex 126 would not undeTgo an)' minefield
anack. A unil moving/advancing fTornhex K2S into hex 125 (and nol using
an interior wall breach 10 do so) would undergo an attack as tile)' leave the
confines of the building and pan through the KlS-K26-J25 vertices.
55. 8ERLIN-FALLOFTHE3RD REICII''''CAMPAIGN SR

55.1 ISTRODUCfION: Berlin CGs use Ihe Platoon Lt'ader™ Cam-
paign Game rules available from Critical Hit, 1m::.

55.1 OPTIONAL RG: IN addition to tht' normal RG Chan, the Gcrman
player may purchase units from three optional Reinforcement Groups.
For every 10 CPs purchased fro:TIeach OPT group (FRU) the Russian
player may make a DR for a 'breakthrough'. Add a +1 DRM for every
fraction of 10 CP purchased from each OPT RG Olan. These DRM are
not cumulative, and apply only ,or the roll required for purchases from
that table. The German player may usc an a number of OPT CP limited
only by the MAX Firefight purchase limits for each RG (listed below),
and by CG Maximum limitations for purchases listed on the German RG
Chart.

55.3 The German playt'f has 3 OPTIONAL reinforcement groups avail.
abk and RGs purchased from each group must enter along the cntry
areas assigned to that group. The entry areas defined below reprcsent the
PL FME for each group. The groups are as follows:

• Elements 9tb FallKhlrmjlgrr Division: enter along the north
edge on the Berlin I map, onitaSt of hex row X.

• Elements of Pannr Division MURchebera: enter along the east
edge within the listed German FME.

• A oRt-tlme purthase of a 'Panzer Group' for 18 CP may be
made. Make a DR: a roll of 2-7 = 3x pz IV 1 (German RG Chart
nOle L applies); DR: 8.12"" 2x pz V G (German RG Chart note L
applies). This group may enter along any listed German FME.

• Elements of SS Divisions Nord and Charlemagne: enter along
the south edge ofthe Berlin I map, on/cast of hexrow EE (and/or the
west edge of the Berlin II map in CG 4).

If a 'breakthrough' (5« 55.4, below) occurs along one of these entry
art'as then these entry areas now become Controlled by the Russian
player and may be used by the forces that have mack the breakthrough.
German breakthrough forces purchased per 1.3.1 must set up in hexes
within five hexes of the now Russian entry area.

55.4 BREAKTlIROUGIIS: At the end of any CG firefight that the
German player has purchasedoptional reinforcem:nts the Russian player
may make a DR for each optional RG thaI has units purchased from it.
On a final DR of~ 13 a breakthrough has taken place and both players
bc<:ome entitled to additional rt'inforcements. Each optional rt'inrorce-
me", group is chttked separately for a breakthrough and the DRM for
unilS purchased by the German player apply to each group individually
and are not combined with otht'f groups.

55,41 After a breakthrough has taken plact' the German player may
make one DR and multiply the result by 10. This is tht' number of CP
that are available to purchase units from the optional RG that has just
suffered the breakthrough. This DR is modified by -I for each number
that tht' Russian breakthrough DR exceeded the number needed to achieve

12



BERLIN VARIANT ORDNANCE LISTING:

N,••• 1\'1" CS~ Tube/Rid B# TS, R"". •• # D.alel RP\' RF Noln

......;,,031'1"tn (8-4) ART 2IJJ' .J!NA 12 ., 1.320 .4 32.45 '" 14 BI

Jlcm M.4Q ReT 310" 4'" II +1 1.70 II 42.45 2J I.l B2

I- • -Wdorper RCT 300." I" ,II .1 I-53 II 40-4' 7 I.l B3

a breakthrough. After units from the optional RG arc purchased using
these points no further purchases may be made from thai optional RG
55.42 The Russian player than rolls 3 dice and multiplies the total by 10
and Ihis is the number of CP thaI are available for purchase by the
breakthrough force. The basic Russian RG chart is used for Ihis fOfce but
the unirs purchased are nOIcounted againsllhe I()(al number afRO thai
may be purchased in the CO Max column. RG 13,15, MI and M2 may
nOIbe purchased for breakthrough forces. On the following CO date the
Russian player makes a DR and multiplies the result by 10 for the
number ofCP available. On following dates the Russian player males a
DR and multiplies the result by S.
EX, The GelTT\1Ilplayn- haa spent a 100alof 50 CI' from the Panzer Dirilion
Munchebcrg optional rnnforumrot group. lbc Russian player is enlilln! 10
make a breaklhrough DR with a +5 DRM, The R"••ian player roDs an original
II that is modified to a final DR 16 resultin!; in a brcakthrouJo:l:t.The Genrum
plaYL'tthan mtkes a DR wilh a -4 DRM. 11>e 011. is an 8 that is modified 10 a 4
multiplied by 10. 11>is is the nwnbn of CP thaI the German playn- may UK 10
buy units ftom the I'an~er D, •.i.ion Munchcbcrg. Afler these unit. Ire
purchased the German rlayer may nnt purehue any more unit. from Ihe
Panzer Di •.;.i"n Muneheberg, The Russian player Ihan rolll J dice with a
resull of IJ~nng in the Russian puyer ~ 00 CP thaI mty be .-d 10
purchase addll;nnal forces. These foreel musl enter the game using Ihe cast
cd"e that wu formerly the Panzer D;vi.ion Munehebcrg entry arca. The
Gcrman unitl purewed from the Panzer Di•.i.ion Mucnchebcrg may .t"! up
;n any Gen=n eontroUcd area w;lhin live hncs from the cast edge.

55.5 GERMAN AMMUNITION SHORTAGE: During me Refit Phase
thc German player makcs a dr for each unit that has any special ammo
depleted or malfunctioned/disabled armament. If the date of the CG
firefight takes place on the 28th than the dr needed 10 repair me arma-
ment or replace the ammo is a 6 and a + I DRM is added on the 29th and
a +4 DRM is added on the 30th. There is an additional + I DRM if the
wtapon is disabled. Units that do not repair a disabled MA are not
recalled but the German player may voluntarily destroy the vehicle and
automatically scrounge any allowable weapons and with automatic crew
survival.
55.6 GERMAN FUELSIIORTAGE: On anyCG date after April 28m
the German player must make a DR (during the Refit Phase) for each
mobile vehicle on board. On an DR of2: 12 the vehicle has run out offuel
and may not be moved from the location occupied at Ihe end of the
proceeding firefighl. There is a + I DRM if the vehicle is a heavy tank and
there is a + I DRM for a CG firefight taking place on/after April 30, 1945.
The Gennan player may choose to immobili/..e another vehicle by plac.
ing it in the same or an ADJACENT Location to the vehicle mat has run
out offuel. The vehicle being used must be in the same set up area as the
vehicle that has run oul of fuel. If the vehicle that has run out offuel is a
heavy tank than 2 other vehicles must be used to refuel it. The German
player may choose to deslroy a vehicle thai has run out of fuel or has
been used to refuel another one. The crew if any automatically survives
along with any weapons that may be scrounged.
5~.7 Bore sighting is NA but any gun mat has a target acquisition marker
may convert it to an area acquisition ifit scts up in the same Location as
it ended Ihe previous firefight with Ihe same VCAlTCA.

Il

55.8 SPREE BRIDGES: The Germans may Set II. OC in any Spree River
bridge hex in an an~ to destroy il during COs PLBER 1-2. Players
may OPTIONALLY ignore this rule by mutual agreemenl.
55.9 BURNING DOWN TilE REICIISTAG: Kindling may not be
used in any hex of the Reichstagduring aCGs PLBERI-2. Players may
OPTIONALLY ignore this rule by mutual agreement.
55.10 CG MAX: The CG Max column for both sides is formatted for
PLlJERI!PLBER2!PLBERJ. Note: PLBER3 has not been published yet
and is not included with mis product.
55.11 LEADERSHIP DRM: Unless stated othetWise on the RG Chart,
use the Leadership DRM listed on the table found on page 17.

5~.12 Fl\-IE: See the FME listed for each side (in the Initial OB box on the
CG page). Use the listed FMEs for Reinforcements (EXC; The entry
areas listed for the OPTIONAL German RGs supersede tho~ listed on
Ihe CG page for the Germans).

56.ADDITIONAL TYRANT'S LAIR SSIPER RULES
56.1 Due to the large playing area and widespread sniper activity, each
side in CG 4 ,and scenarios #6 (Breaking Berlin), must set up two Sniper
counlers. Both friendly snipers must set up as per the first two ~n.
lences of A14.2, wilh 2: IS hexes apart between them (or as far apart as
possible if they cannot set up 15 hexes apart). When a Sniper attack can
occur, make a dr to determine which Sniper attacks; on a dr ofS 3 one of
the two sniper counlers anacks (owning player slates which sniper
counter the roll applies to prior 10 rolling).
56.11 SCENARIO IH1 (fUE DOWNFALL): Use BTL 56.1 for this
scenario with the following change: Each player sets up FOUR Sniper
counlers and dr of I, 2, 3, or 4 is used to sel«1 cach (reroll die rolls of5-
6 for this purpose). Sniper Checks arc NA for Ihis scenario and enemy
Snipen may never be targeted via SAN attack.
56.:2 SAN RESULTS: The SAN isnevCf altered by the presence of two
friendly Snipers in play simultaneously. Any result (e.g., Pin) affecting a
Sniper counter affects both friendly Snipers simultaneously.

BERLIN VARIANT MULTI.APPLICABLE VEHICLE AND ORI)..
NANCE NOTES:

81. 10Jmm Howitzer (8-4): First deployed in 1932 this
heavy howitzer uses a tracked chassis and was transported
in two sections. The gun itself is not self-propelled, in-
stead, the tracks served to distribute the weight when being
used on soft ground or ice. The tracks limited towing speed

to 15 MPH. Organized in super-heavy artillery regiments of six guns
each, these guns were typically assigned al the Amty and Frontlevcl and
used 10 support offensive operations, Six versions of this gun were built
during the war wim minor differences" irrelevant in game terms. Manyof
these weapon~ were captured by the Germans and used against their
previous owners as the 20.)cm H 503(r). Along with the traditional role
played by heavy artillery lhe Red Army also used this howitzer in a
dirt'd fire role to reduce fortified positions and during urban warfare late
in the war. The tracked chasses limits me towing speed on roads to 15
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89. WUton-FIJl'RoordAC: This was the Wilton-Fijenoord
anTlOredcar, built for use in the Dutch East Indies in 1934.
One or more ended up in Berlin during 1945 and a Wiilon-
Fije was destroyed near the Reich Chancellory.
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li8. OT-34/8S: This was the T-34-S5 (lame-thrower tank,
with an ATQ.42 flamethrower in place of the bow machine
gun. A first prototype of the OT.34 (OT standing for
Ogniomietll)-j TaIlK- FlamethrowerTank) was built in June.
July 1941 but production did not start until the summer of

1942. Flamethrower tanks were produced at the Krasnoje Sonnowo
factory, and were built on whichever version of the T-34 was in produc-
tion al the time. By war's end the faclory had produced 1,170 OT-34s
and 2\0 OT-J4-8Ss, with another 190 following in the second half of
1945.

US. ST/..-S: The STZ-5 was an improvC'd version of the
S65, dc,igne'd specifically for nllli!ary use. Il had improved
running-gear and a Illore powerful engine, providing more
mobility. The drivcr.s cab was moved 10 the front of the
vchicle and an open bed was added, providing the' ability to

carry a crew and ammunition, while also lowing II gun. About 11,000 of
this vehielc (and the earlier STZ-J) were produced and production con-
tinued until 1952 when oller 21 0,000 had been manufactured, making it
onc oflhe most popular prime-movers ever built. The STZ-S's chassis
was also used to produce many improvised tank and self-propelled
mounts for Katyusha rocket-launchers. The game piece also represents
the earlier STZ.3.

06. Va-12: During 1944 a new line of artillel)' tractors was
developed to replace the now aging pre-war tractors and
civilian tractors that had been commandeered by the Red
Army. The result was the Ya-12. This tractor used the
chassis of the T-70 tank, with an unarmored body. Conven-

tional in design lhe vehicle would serve the Red Army well into the
I960s,

87. lior,:ward 8 IV 88mm RakelenPanzerbuchse S4:
During February 1945 fifty-siz Borgward B IV remote
demolition vehicles were converted into improvised tank.
destroyers by removing the demolition charge and remote
controls and adding additional annor, smoke dischargers

and a fixed rack containing six Panz.erschrecks. All of these vehiclcs were
assigned to PUlIZer.Vemichter Abteilung I. This unit was used in the
fighting in and around Berlin and many of the tank-deSiroyers were
destroyed near the Reichstag and the Brandenburg Gale. AlIlhe rules for
using PSK (CI3.4S) apply to the MA except as noted below. The P$K
TH table is used with a -2 TU DRM due to the multiple weapons.
Multiple HilS (C3.S) are possible. The vehicle only carried 18 rounds of
ammo, hence the circled B9.lfthe vehicle is marked with Low Anuno it
may remove the marker if it starts the MPh in the same Location with an
infantry unit Po!>SCSSinga PSK. The PSK Possessing infantry unil may
Transfer (A4.431) the PSK 10 the B IV as if the infantry was being taken
on as Riders on the vehicle. Remove the Low Ammo marker AND the
PSK. Ifthe vehicle isout of ammo one PSK will replenish enough ammo
to allow the vehicle to be marked with a Low Ammo marker. A second
PSK is required to remove the Low Ammo marker. Each ofthese replen-
ishments is conducted as outlined above. If there are 2 PSK Possessed in
the Location the vehicle may be restored to full ammo in ONE step and
BOrn P$K are removed. Likewise, the inherent crew of the B IV may
abandon the vehicle and remove 2 PSK (as per 05.41) during the MPh.
Onlyone sueh PSK would be removed if the vehicle were already marked
by Low Ammo. The upper hull of the B IV is considered to be unarmored
from the rear VeA (hence the asterisk following the side/rear AF on the
counter).

Note: The 203. AP Basic To Kill number is "22",

~

oz. J I em M-40 Frame: First produced in 1942 this was a
~ copy of the German Schwere Wurfgerat 40/41 and was

QJ D' '.lO usually used for set-picce attacks to fire barrages on set
3104 RCT targets. It was also used for direct fire against fortified

strong-points. The M-40 cannot be fired remotely. Due to
the large warhead the hex hit is attacked with the FULL firepower of the
attack at36 (with II -2 DRM) u"d adjacent hexes are attacked with 16 FP
when a salvo is fired. If one rocket is fired, 24 FP attack the target hex
Oll/Y. If a salvo is tired as Area Fire, the attack is resolved as 16 (-I DRM)
on the target hex hit and 8 FP on adjacent hexes.

BJ. JOcm Wurlkorper M FL SO: First used in 1940these
rockets were fired from a varicty of launchers and could
also be fired directly from their shipping crates, The counter
represents the rockets being used singly from packing crdtCS.
The crate had hinged legs on the front to allow for eleva-

tion, or thc crate could be placed on a mound of earth and pointed at the
target. Used by engineer units to destroy strong-points its accuracy was
poor but its large warhead could demolish a large area. This unit must add
an additional +1 DRM to any To Hit DR made. It could also be set up in
ambush positions and be fired n:motely. If used in this manner the rocket
and its crew may be set up using HIP the crew must be set up within two
hexes of the launcher and may control up to four counters. The HIP Gun
may be set up so even in non-concealment terrain. The target hex for each
counter must be pre-designated al the lime of set up. If the crew is in
Good Order it may fire any of the rocket counters it controls during any
fire phase that it could otherwise normally fire. Rockets fired using this
mc1hoddo not have to add the +1 To Hit DRM, The crew and rt'maining
launchers remain hidden when this type of attack is used; only the
countt'rs that life fired are rt'vealed.lftht' crew want!! to change the target
ofthe laurw::herit must enter the launcher's hex and gain Possession ofthe
launcher. It may then fin: in the nc::xtallowable lin: phase, If the crew
moves more than two hexes away from a rocket under its control that
rockct may nOCuntil a crew gains Possession of il. Due to the size of the
large warhead the hell.hit is attacked with the full firepower of the attack,
36 -2, and all adjact'nt hexes are attacked with 12 FP.
r--:::or----, 84. S6S: First built in 1932 as the S60 this

eEl ~eEl.. tructorisadirectdescendanloftheAmcriean-

•
;'1> •~ made Uolt tractor. II was built in large nurn-

IPI2t 'PIIT beTSin the Soviet Union, used as boIh an agri-
cultural tractor and artillery prime mover.

Many were not available to their assigned anillery units althe beginning
of the war as they wt're being used on collective farms. Since the tractor
did not have the ability to cany either the gun's ammunilion or its crew
it was of limited value as an anillery prime mover (but was useful as a
recovery vehicle), Both the Finns and the Germans captured large nurn-
bers of these tractors and tht'y wert' put to use in rt'llf-art'a roles. The
game piece also represenls the earlier S60 tractor and various agricultural
tractors that were pressed into military service. Due to the tractor's slow
speed it pays I MP for each road hex entered but does not pay any
additional MP for towing a gun on a road or in open ground.A total of
106,623 of both types were produced. The Red Army had 35,000 trae-
tors of all types in service at the end of the war. The non trailer version
of this vehicle may not carry a crew. Counters for bolh trailer and non
trailer versions are provided.

hexes per turn but the additional + I DRM required for Bog checks is
NA.
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CG NOTF.s:
CG COUNTER NOTE: Additional unit types are included in the CO
thai are nol found on the counter sheets provided with this product. If
you wish to purchase these ROs, usc your counters from Beyond Valor™.
NA EMPLACEMENT PURCHASE: Pillbox &AT-Ditches mayna! be
purchased by the Germans AfTER the Initial Firefight as per the PL
2.5arules.
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Captured B-IV in use by the
Russians in Berlin, 1945.
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'* I:"'ITIAL RlTSS'AN DB:

t:lernents of Iht' 79th Rille Corps enler tum one along Ihe west
edge in hcxes numbcredS IS: (ElR: "')(SAN: 3)

Z K 11 1st Echelon Rille Company

2 x 12 Isf Echelon SMG Company

I I 15 Prisoner Company

3 t V5 Light Assault Gun Section

,.•ocr

W~"~I~T1~A~L"lG~.E":.R~'':''A~'~.O~B,---------'"
,

2 • 112 MG Platoon

ASLCony GUNSIZEEQUIVALENTTABLE

•
DcB

L

SLOW

FAST

RESTRICTED SLOW

ONE MAN

tOO FP

EQUIVALENT: LL

GUN SIZE:

75CP

Elements of Che 55 Anhalt Battalion, 9th Fallsc:hirmjl1.ger
Dhhion. Kri~smarinr Infantry .•nd Berlin Volkssturm Set
up ~ 5 he:\ts from a Russian entry area or anywhere south of the
Spree river: (ELK: 512) (SA~: 5)
2 t 17 Para Infantry Platoon

" 119 Volksslurnl Platoon

J 1111 Volbslurm Tank Hunter Platoon

I K 113 Heavy Weapons Plaloon

I I A3 Infantry Gun Seelion

r------------------,
I ADDITIONALCGSRFORCG4ANDSCENARIOIt'12: I
I CG 6. Snlpen: Due to the large playing area and widespread sniper I
I activity, each side must place two Sniper counters on the map at the I
I start of each CG scenario ofCG 4. Both friendly Snipers must set up I
I as per the first two sentences of A14.2, wilh ~15 hexes between I

them (or as far apart as possible if they cannot set up at least 15
I hexes apart). When a Sniper allack can occur. make a drto determine I
I which Sniper attacks; on a dr of:::::3 that side's northernmost Sniper I
I attacks (if both are equally 'northernmost'. the owning player may I
I select the one Chat allacks before performing the Target Hex Dr; I

AI4.2). The SAN is never altered by the presence of twa friendly
I Snipers in play simultaneously. Any result (e.g., Pin) affecting a I
I Sniper oounler affects both friendly Snipers simultaneously. Sec also I
I 11.6"'. IL J

'6

CG I SPECIAL RULES;
eGI. CG RULES: PLATOON LEADER 2.5a CG Rules are used for
this campaign.

eGz. STRATEGIC TERRAIN TYPES: All types listed in PLdefini.
lion that are present [EXC: Military Crest is NA}. In addilion a Woods.
Line is also created by ~ 3 Orchard hexes.

CG J.• 'ME: The Russians FME is the west edge in hexes numbered S18.
The Germans FME is the south edge.

CG 4. CG P .•tn: NOON 4118145 to NIGHT 4130145 (eleven possible
CG Firelighl dates).

55.1 BJR Camp.len Ganw 1: Gooerdlmmerung in Berlin
CG Days: 28 April. 30 Aprtl194S

Bt:RLIN, GERMANY: After nearly four years oflO(al war ,he Russian
79th Co~ was finally driving through downtown Berlin. Its final objec-
tive: the burned out ruins aCme Reichstag. As the Red Army soldiers and
their massed tanks and guns ground innol1lhly forward, the 55 defenders
nearthc Reichstag gathered their remaining strength and prepared 10tight
10the last round. Blasting their way through the Moabit district Russian
assault troops liberated the Moabit Prison and quickly armed the liber.
aled POW, to fill their depleted ranks. Reaching the Spr« River on the:
afternoon of the 28th Major General S.N. Pm'ertkin set up his forward
headquarters in the remains of the customs house and gazed through his
field glasses across the Spree at the Reichstag, planning its impending
conquest. He knew time was short. His commanding officer, M~hal
Zukhov, had promised Stalin the Reichstag would be in the hands aCthe
Red Anny by 1st May. That was only a few short days away.

TERRAIN CONFIGURATION: The entire: Berlin J map is in play.

CG OBJECfIVES: The: Ruuians win immediately ifthcy have placed
a Red Banner in a rooftop Location of the: Re:ichstag atld were: able: to
maintain it un-removed for ~ 6 consecutive Game Turns during a CG
Firc:fight (i.e., Red Banner turns may nOI be: 'carried over').

IN ITIAL F1REFIGIIT VlCfORY CONDITIONS: The Russians must
Control ~ 30 building/rubble Locations.

CG t INITIAL FIREFIGHT RULES:

II. All BVR apply. Weather is Clear. EC are Moist with no wind at start.
Initial Firelight: Russian Allack option; German Idle.

11.After the initial CG Firefighlthe German player may purchase units
from the OPTIONAL reinforcement group charts at the risk of creating
a Ruuian Breakthrough.

13.Gcrm1n unitspurcnased(i.e., nol initial OB) for the:initial CO Firefight
must sel up ~ 12 hexes from a Russian entry area.



.

<t{.£.h(q£.h~ lUI" Bedin.

55.2 BJR Campai2R Ga~ 2: Ral:t to the Rei<:hstag

CG Days: 29 April - I May t 945

BERU;'II. G[R~1ANY: As the morning of April 29th dawned the ruins
of dO\\l1lown Berlin revealed hundreds of corpses and the smoldering
wrecks of bumedoQut Russian tanks. The carnage was evidence of the
toe-hold the 79th Rifle Corps, under Major General S.N. Pervertkin, had
been able to gain on the rar side oflhe Spree River. Out oflhe rubble east
orlhe battered Moltke BridgeGerman troops from the 9th Fallschirmjll.ger
Division rushed forward, supported by the remaining 55 troops on lIle
far bank. Their determined effort led 10 about 100 Germans crossing the
river whereupon they sci off a demolition charge on the bridge. The
charge was not significant enough 10 bring down the stuTdyspan and the
battle raged on. The 79th Corps was one step closer to victory but still
had many die-hard Nazi soldiers standing between them and final vic-
tory.

TERRAIN CONFIGURATION: Hexes numbered 2: 14 on/west o(
hexrow II on the Berlin J map are playable.

CG OBJECTIVES: The Russians win at the end of any CG Firdight
that they Control alll..ocations ofbuildingAA26 and have placed a RED
BANNER in one or more rooftop Locations ofbuildingAA26.

INITIAL FlREFIGIiT VICTORY CONDITIONS: The Russians must
Control 2: 15 building/rubble Locations south ofthe Spree River.

CG 1 IN"lTiAL flREFIGlff RULES:

II. All BVR apply. Weather is Clear. EC are Moist with no wind at start.
Initial Firefight: Russian Anack option; German Idle.

Il. The OB-provided SSL AA and crew must set up ~ 2 hexes from hex
U24 and may set up emplaced.

13. Russian DB-provided must set up on board. Purchased units enter
from the nonh and/or west edge north of the Spree River.

CG 1 SPECIAL RULES:

CGI. CG RULES: PLATOON LEADER 2.5a CG Rules are used (or
this campaign.

CGl. STRATEGIC TERRAIN TYPES: All t)pes listed in PLdefini-
tion that are present (EXC: Military Crest is NA]. In addition a Woods-
Line is also created by ~ 3 Orchard hexes.

CG 3. FME: The Russians FME is the west edge in hexes (that are in
play) numbered ~ IS and the north edge. The Germans FME is the south
01",.
CG 4. CG 1DATES: NOON 4/29/45 to NOON 5/1/45 (nine possible
CG Firelight dates).
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'* INITIAL RllSSlAN DO:
Elements of the 7'1th Rine Cnrpli St.'! up an)' ••••'~T\" north of
the Spree Rln'r or south of the Spree Ri~'er~ 3 hexC'li(rom a hex
oflhc Mollke Bridge hut nO! in any Location of building 021:
(ELK: 4)(SAN: 4)

2 x II 1st Echelon Rifle Company

2 J: 12 Isl Echelon SMG Company
I x 15 Pri~oncr Company

t I: A4 Light Aniller)' Battery

1 1A6 tleavy Anllkry Section

1 1A7 Super Ileavy Artillery Section
1 x \'4 Heavy Tank Platoon II

t 'I VS Light Assault Ouri Section

120CP

if! ISlTlAl GER\fAN 00;
[ltmt'nts of lh~ 55 Aahlltt Battalion, 9th Fallsehirmjl~l'f
Dh'islon, Krlqsmarin~ InfaDtry and Berlin Volks~tllrm set
up anywhere south of tile Spree river ~ 2 hexes from the Russi ••n
set up area and/or in any,Location of building 021: (EtR: 512)
(SAN: ')
4 III 55 Infantry Platoon

1:'114 55 MGPlatoon

4 119 Volkssturm Infantry Platoon

11 A t Anti Tank Gun Section

1 1A7 Heavy Flak Section
tOOCr l00F'r

CGIlRM R'l"ian G<~.

Inri"" 0 .,
Bam: Hllrdmi'lg 0 .,

ArtilIl.'ryORA ., 0

CPRep~ +1 0

l,...,...lIy MID WW

Fortlf"ltlltiolllAvalbllk for I'lln:llau:

Fo~h"k> Wo<'_ •.
HIP

Roadhhck" '"
FortilEdBuiklilf AP/ATMm<'

BoobyTDps" S" DC

P_'" J(J ""'"

G: OnJy Germlll~rrv.ypm:hase
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HIST. DRM (:G I U;2 n;J (:(; -4

DATE TIl\U:
IIISTORIC-\L IIISTOIUC\L

GF.R Il.l'S GEM. RI:S GrR KIIS. GEM. RIIS GF.M. IHTS "tATlIER F.e
DR~I UR'I ("P (:p CP ('p CP (:p ("P CI'

4/28/45 NOON ., .2 75 '40 . . . . . . CLEAR MOIST---- - ----- - - ••
4/28/45 PM 0 ., 25 60 . . . . . . CLEAR MODERATE- - - - ~- - .------ •
4128'45 NIGHT 0 ., " 100

CLEAR MODERATE. . . . . .
NO MOON

•-- - - - -- -- - ~- -
4129/45 AM ., ., 75 " . . . . . . CLEAR MOIST

• •- -- ---- • -- • --- -- -- -
4129/45 NOON 0 ., 25 60 100 120 . . . . CLEAR MODERArE- - --~• - -- -_ . .- - - •
4129145 PM ., 0 25 " 25 " . . " 80 CLEAR MODERATE

- - - - - -- - -- - -- ----
4f29/45 NIGHT ., 0 " 20 " 20 " 40

CLEAR MODERATE. . NO MOON
i --- - -- -- -- - - •

4130145 AM ., .2 )0 '" 30 12' . . 4l ISO CLEAR MODERATE- -- •- -. -- - - -4fJO/4, NOON ., ., " 4l " 4l . . 60 75 CLEAR MODERATE- --- - - - - - - - -
4130/45 PM ., ., 25 60 25 60 . . " 70 CLEAR DRY---- - - - -- - -
4/30/45 NIGHT ., .) IS 70 " 70 II 90

CLEAR MODERATE. . NO MOON-- - - --- -- - -- .~- -
510114S AM ., ., . . 20 30 " 90 )0 " CLEAR MODERATE- --- - -- -- - - ..'- -.
5101/45 NOON -, ., 10 20 10 20 10 " ClEAR DRY, . .- -- - .-- -- - -- -
5101/45 PM 0 ., . . . . 4l " " 35 CLEAR DRY- - - - - ---- - .
5101/45 NIGIIT ., ". 4l 20

CLEAR DRY. . . . . .
NO MOON-- -- ~ --- -- - -

5/02145 AM ., '2 . . . . 10 10 . . ClEAR DRY

N._ Tl1'£ WGT DP\' RF Dalu s••••" TA IT< ('S ,\IP G' GT ~I.-\ s,~ •• ROt- " H~IG OIG AAMG A~I '" "" R 1';0""
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55.3 BJR Campal!::" Game J: In the Ruins of the Reich
CG Da)'s: I May - 2 May 1945

Even though the Red Anny was able to raise a red banner over Ihe
Reichstag and meet Stalin'sdeadlinc, fighting in Bertin was far from over.
Ardent 55 men were still holding oul in the basement of the Reichstag
and in other nearby parts oCthe ruined city, despite the lack of hope that
Wenck's 9th Anny would be able 10 counler-attack and throw the Rus-
sians oul of Berlin. Some German soldiers discarded their uniforms and
tried to blend in among the civilian population, Knowing Ihal the city
would soon surrender and thai life as a POW would be a death-sentence
for them, the remaining soldiers ofthe Waffen 55 collected a few King
Tiger tanks of the Schwere Ableiling 503, and remnants of other opera-
Iional armored units, and planned a breakout for the following night.
Wilh a K6r1igs/iger in the lead a gaggle of troops and civilians joined in a
desperate breakout atlempt.
TERRAIN CO;inGURATION: OnIeast ofheuow V on the Berlin I
map is in play.

CG OBJECTIVES: The German player must conlrol at least I location
in building AA-26 orexil allcast 40 CVP ofGeTTllafIor civilian units off
the north edge at the end of the Sf2!4S AM fire fight.

INITIAL FlREFIGIlT VICTORY CONDITIONS: The Russians must
Control all Locations in building AA26 and all bridges ocross the Spree
River,

CG 3 L"IilTlAl nREFIGIiT RULES:

II. All BVR apply. Weathcr is Clear, EC are Moderate with no wind at
Slart. Initial Firefight: Russian Attack option; German Idle.
12. RGs V3 and V4 in the initial German OB are taken from OPTIONAL
RG 3. The German player may nOI purchase any other units from the
Optional Reinforcement Groups.

13. Before the start ofthe Initial Firelight the Russian player may place
IwO Red Banners in Rooftop Locations of building AA26.

14.A Roadblock is set up at each end of all Spree River bridges except the
fOOlbridge and railroad bridge.

CG 3 SPECIAL RULES:

CGI. CG RULES: PLATOON LEADER 2.5a CG Rules are used for
this campaign.
CG2. STRATEGIC TERRAIN TYPES: All types listed in PLdcfini-
tion thal are present [EXC: Military Crest is NA). In addilion a Woods-
Line is also created by 2:3 Orchard heles.

CG 3. FM E: The Russians FMEs are the north, west and easl edges. The
Germans FME is the south edge.
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CG 4. CG Uales: AM 5llf4S 10 AM Sf2!4S (li\'e possible CG Flrefight
dates).

INITIAL Sm/IETOU:
Elements of the 79th Rinr Corps set up north of the Spree
Ri\'er and/or on/west ofhcxrow DD and/or in NON Cellar loea-
lionsofbuildingAA26: (H.R: 4)(SAN: 4)

Ill. II Ist Echelon Rifle Company
I ll. 12 Ist Echelon SMG Company

21 14 2nd Echclon Rifle Company

2 l lOOLAT

212-2-8
90CP 50.'P

• 1~ITIAlGERMAN()R:
Remnants of the Rerlin J!:lrrison Set up in Cellar IOCJ,tionsof
building AA26 and onfeasl of heuow EE south of the Spree
River: (EI.R: 512) (SAN: 4)

2 I 11 55 infantry Plaloon

I I: 14 5S MGPlatoon
4 I 19 Volkssturrn Infantry Platoon

I I \'1 Tiger Section II

2 I V3 SPW Section (See CG IFR 12)
2 I: \'4 Reeon Vehicle Section (Sec CG IFR 12)

20 x Ci\'lhan Squads

6SCP

Russian soldiers stroll past the wreck of a Tiger I, no longer a source of
concern or allention.



~ GERMAN REINFORCE.\IENT GROIJI'CIIART(.) ~, r , r

KG
Ilncription Qty

uader
Units CP rr CG I\In Notes SW

III IlRM Mn
I-

II SS Infuntry Pbloon 3 .1 6-5.8 5S 5 3 12/10/4/14 I LMe;
12 55 Pimier Pbloon 3 .3 8-].8 SS 9 I 3/3/114 ~, (3 JOC, (2)rTo. I- •I-
II SS Tank Hlnter Pbloon 3 +1

3.).855
5 I 3/3nJ5 I (3) PSK

TIl .
14 5S MG Pbtoon 5 0 3-4-8 SS 8 I 4131215 I (3) MMG (2) HMO-15 SS HW Pbtoon 3 . 3-4-85S l.. I 4131215 . (2) PSK 50.f\flR

16 SS Hcadqwrters ScdDn I .7/.4 6-5.8 SS 5 I 1/1/112 . IMG

17 Para Infunlry Platoon 3 .2 5.4-8 4 2 4/1f1f4 I D IMGOC

18 Infuntry Platoon 3 0 4-4-7 3 3 1211018114 I IMG

"'i. V -Vol.sstlml Pbtoon 3 +3 4.).6 I 3 1211019/14 I .
~

110 PDnier Pbtoon 3 .3 8-].8 8 3 3131114 \' (3)OC, IT-III Vobstllm Ta~ Hwm 3 +5 2.2.6 2 I 31212J5 . PSK- o.1-
112 11.10Pbtoon 5 0 2.).7 7 I 4131215 I (3)MMG,(2)HMG-113 Heavy Weapom Section 3 . 2-3-7 4 I 3/2/1/5 . (2)PSK.50.M"IR-114 HQ Section I -5/-] 5-4-8 5 I 1/11112 I IMG-115 Gestapo Phtoon 3 0 4.4-8 4 I 3!1 /1 /5 " IMG-116 Hir~r Youth Platoon 3 0 4-2-7 2 2 514/415 " .

Al Arti Tank Gill Seeton 2 . 2-2.8 5 , VI/If] m
(2) 7SL AT PaK 40

.-
A2 Medlin Mortar SectDn 2 . 2.2.8 6 2 ]1211/4 m

(2) 8)& MTR GrW 34

(2) 7S.L".Jf k:IGlS, 150. INF
AJ Inrnrtry Om Section J . 2.2.8 • 2 211/113 m IG3J

A4 Ligft ArtiI\ery Secfun 2 . 2.2.8 4 I 111/1/1 m
(2) 75 ART IeFK 16nA

AS Medium ArtiJlcry Sectoo", [, 2.2-8 3 I 3121113 105 ART IeFII18. m

A6 LW4 AA GLIl SeetOn I 2.2.8 2 I 2I2IW 20LAA FDK 38. m

A7 Heavy AA Gm Section I 2-2-8 4 I 21211/2 88LAA FlaK 18. m

A8 Rockt' Secti:Jn I . 2.2.8 5 2 413/1/5 m (6) 300 ReT Wrk Spg
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• GERMAN REINFORCEMENT GROUP OIART (') •, r , r

RG
D~$c:rtption Qty

Lucier
Unib CP f'F CGMuID DRM Mn Nolet

01 Battalion Mortur 8) Battalion MTR HF...sMOKB 8 I 7/S13n d,p,r

02 Medm Artiby 105 aBA HE,SMOKE 2 , 6/41116 D,p,r,g

03 Ilea")' Neblewcrfer 300 ROCK ET OBA 8 I 3/V1/4 •
04 lJJo Fhk Tower 128L(3) 8 I 8f/fl/8 b,p.z

VI TJgCf SectiJn I I -2
P-JKIW VI ,. I 2121112 L

(L)

V2 T~ Secli:m II I -4 PzKlW VI B 14 2 312flJ3 L

V3 Stug Sectim I II 2 • StuJ IIIL J2 I =~ L

V4 Ligtt m SectIOn 3 • BorgBlV 9 2 615/4/6 L

TI Truck Secrion 2 - 9pel Dliz 3 2 4/3(414 -
1'2 LighlIlT Seelnn 2 - SdKfz 250 3 I 2I2IlfJ -
D MediJrn lIT SectIOn 2 - SdKfi.ll 2 2 312m3 -
T4 Heavy HT Secfun 2 - SdKfz7 4 I 2111113 --
MI Fortfl1C300ns I 30 FP I 3 1511216118 -
M2 Sn~l - SAN +1 2 2 8/6/419 --M3 Attack Optiln - 3 I 41213/4 -
PI Patrol - 2 I 413f2/5 -

CONSOLIDATED G[R~IAN RG NOTES:
d 'Dedicated battery'; Remove one red chit and add one black chit to

the draw pile; cannot be eliminated for drawing 2 red chils.
D RG may be purchased as a Dedicated Battery for an additional cosl

of2 CPo
t Unit has Assault Engineer (H1.22) and Sapper (H 1.23)capabilities.

Make a side note of the ID of such units.
~ OBA module is considered a 'one gun' FFE and will only afTectthe

hex is it in for normal fire or a seven hex Blast Area for Harassmg
Fire.
Roll for leader on PL2.361 Leader/Armor Lcaderand usc the DRM
indicated in" column.

12 A dr determines the leader. For Gestapo platoons apply the follow-
ing Gestapo leader results: dr I == 6+ I; dr 2-4 = 9-0; dr S-6" 10-0.
If Hitler Youth platoon apply the following leader results; dr 1-4 =
8+ I; dr 5-6 = 9-0.

L Roll for armor leader on the PL2.361 Leader/Armor Leader Table
and usc the DRM indicated in" column.

m RG is allowed to set up on map during the scenario of purchase in
any Controlled NON Isolated hex

p Maybe pre-registcred at a cost of I CP per hex (mallimum 3 hexes
per OBA module purchased).
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r May be equipped with a field phone or radio at o••••..ner's choice.
R This module has one fire mission and ;lttacb an impact hex and

eveI)' hex within 2 hexes (lotal 19 hexes) with a 36-2 allack in
addition to the result caused by the DR a kindling check is made for
any bwnable terrain in the hexes attacked. The target hex must be
designated before each side sets up.

z Activates Zoo Flak Tower for the duration of the CO firefight This
RG may not be retained.

A descriptive photo of the boxed Panther turret, aka "Panthcrturm" being
emplaced on the battlefield by German engineers.
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55.4 8JR CampallD Game 4: The Downfall
CG Days:29April. I ~hy 1945

BERLIN, GERMANY: On 28 Apnl, General Hans Krebs made his last
telephone call from the Fuhrerbunker. He called Field Marshal Wilhelm
Keitel Chief ofOKW in Fuerstenberg and told him that, ifrelief did not
arrive within forty-eight hours, all would lx: lost. Keitel promised to
uen the utmost pressure on Generals Walthn- Wmck, commander of
XII Army, and TheodOf Busse corrmander oCme IX Anny. Meanwhile,
Martin Bonnann wired 10German Admiral Karl DOnitz: "ReicbsK3nzlci
is a heap of rubble." During the nighl of 28 April, General Wenck re-
ported to Keitel thai his XII Army had been forced back, and no relief
would be possible for Berlin. Keitel gave Wenck permission to break off
his attempt 10 relieve Berlin. The fale of the embattled city was sealed.

TERRAIN CONfiGURATION; The entire: playarea ofttle Berlin I and
II maps 3TC in play.

CG OBJECTIVES: The Russians win at the end of any CO Firefight
that they accomplish:?: 3 of the following objectives:

I) Control:?: 20 blocks north of the Landwehr Canal and south of the
Spree River. A 'block' is defined as a group of buildings completely
enclosed by roads. including roads eontaining Rubble.
2) Plaeeand mainlain a Red Banner marker in a rooftop location of the
Reichstag for <!: 6 consecutive turns.
3) Control ALL Locations of the Reich Chancellery.
4) Control the two hexes of the FlIhrerbunkerNorbunker.
INITIAL FIREFIGIIT VICTORY CONDITIONS: The Russians must
Control <!: 30 building/rubble Locations.

CG I ~ITIAL nREFIGHTRUlES:
II. All BVR apply. Weather is Clear. EC are Moderate with no wind at
start. Initial Firefight: Russian Attack option; German Idle.
12. After the initial CG Firefightthe German player may purchase unilS
from the OPTIONAL reinforcement group charts at the risk of creating
a Russian Breakthrough.

13: All purchased Russian RG for CG Firefight I and the next non Idle
CG Firefight must enter from off-map.

CG 1 SPECIAL RULES:
CGI. CG RULES: PLATOON LEADER 2.5a CG Rules are used for
this campaign.
CG2. STRATEGIC TERRAIN TYPES: All types listed in PL defini.
tion that are present (EXC; Military Crest is NA). In addition a Woods-
Line is also created by:?: 3 On::hard hexes.

* 1:"iITI.U RUSSIAN on:

ElemenlS or the 150lh and 171st RiOe Ilh.j ••ions Sd up on Ihe
Bcrlin I map south of Ihe Spree River onlbctwccn hexrows P.T
and/or in hexes numbered :s; :'oj onlbetween heuows N-S (EXC:
may not set up in Locations of building P2l containing enemy
units): (l:lR: 4) (SAN: J)

II II 1st Echelon Rifle Company

I I I~ ht Echelon SMG Company
1 I \'5 Light Assault Gun Section

I 1\'4 Heavy Tank Platoon II

Elemt'nts of Mcond Echelon and Support 'Jnils Sl't up on the
Berlin I rn.:lpnorth of the SPI\."e River on/west ofhexrow P:
I I II 1st Echelon Rifle Company

I I 14 2nd Echelon Rifle Company

[Iemenls of tbe 30lst RJne OI\lslon set up on Ihe Berlin IImap
in hexes numbered:S 68 onlbctwcen hexrows ZZ-CCC:

1112 1st Echelon SMG Complmy

I I 14 2nd Echelon Rifle Company

Elements of the 5th Shock Ami). set up on Ihe Rerlin II map
anywhere south ofthe Landwehr Canal:

1112 1st Echelon SMG Company

I )( 14 2nd Echelon Rifle Company

II A-&Light Artillery Battery

~ INITIALGER\1M"i DB:

Elements of the SS Anhalt Rattalion, 9th Fallschirmjager
Division. Kriegsmarine Infantry and Berlin Volk$sturm Set
up <!: 5 hell.es from a Russian sct up areaandlor anywhere north of
the Landwehr Canal and south of the Spree river: (ElR: Sl2)
(SAN: 5)
1:I 11 Para Infantry Platoon -&119 Vo\ks.<;turmPlatoon

3 1 III Volksstunn Tank Hunter Platoon

2xll2 MG Platoon I x 113 Heavy Weapons Platoon

I I A3 Infantry Gun Section 95 CP 120 ••.r

lliller and Borrntnn counters set up in the Flihrcrbunker (hex
marked 'm') and/or Vorbunker Locations ofhell.~ JJ4VKK42.

CG 3. FME: The Russians FME is the west edge of the Berlin I map in
hexes numbered S18. the north edge of he Berlin I map. the south edge of
the Berlin II map and the east edge in hexes numbered 1.18 and ~ 62. The
Germans FME is the west edge ofthe Berlin II map and the east edge of
both maps in hexes numbered 20-60.
CG 4. PONTOON BRIDGES/BRIDGE DEBRIS/CLEARED
HEXSIDE: The Russian player may set up thl"« Pontoon Bridges as
per SR #4 in scenario #12. Mark the bridge in hell. X64 with a Bridge
Debris marker during set up. The Russian player may mark one A-T
Barricade hexside asCleared during set up.
CG 5. CG nates: PM 4129/45 10 PM 5/1/45 (nine po$Sible CO Firefight
dates),
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* RUSSIAN REINFORCEMENT GROUP CHART (.) *RG Ducripdon Qly L.udrrDRM U""' CO IT CGM.I Now. SWID M ••
II ISf Echckln Rifr Coy 12 W+3 4.'j-8 14 3 7141218 1 (3)LMG, AlR SOMTR

12 I SfEchcbn SMG Coy • -11-+2 6-2-8 10 1 313/1/5 1 (3)LMc; DC

13 Red SaInT Sqwd 1 - 6-2-9 2 3 SIS/In - lmererf JWI Bamtr

14 200 Echckm Rifle Coy 12 +1/+5 4.4-7 10 2 41213/6 1 (2)LMG, AIR, 50MTR

IS Prnoner Coy 12 +6 3-3-8 7 2 4f2;\)!6 1 .
16 MMG Semm 3 . 2-4-8 4 2 3131115 - (3)MMG

17 HMG Section 3 . 2-4-8 5 2 4/3/1/5 . (2)HMG, .50 cal HMG

" HQ Secli,m I -61.2 6-2.8 4 I :znJ1I4 1 LMG

"
Assaul ~ Pl,Ioon 3 .2 6-2-8 8 J MM l, (J)DC,(2)fT

AI 1J Arti Tank Om 5ecliln 2 . 2.2-8 5 I 2/2/1/3 m (2) 45LLAT P1B obr. 42

A1 Medilm Mortar Section 2 . 2.2.8 6 I 21211/3 m (2) 82. MIR BM obr. 37

A3 Ligtt Howi:lrr Section 2 . 2-2.8 5 I 2/2/1/3 m (2) 76- PP obr. 27

A4 Ligtt Artillery Baltery 4 - 2-2-8 12 3 9/6/2110 m (4) 76LARI Pobr 39

AS Medilm Artilby SectUn 2 . 2-2-8 6 I 2121113 m (2) 122 ART G ror. 38

A6 llea\'Y ArtiDcrySection 2 - 2.2-8 8 2 4/411/5 m (2) 152 ART GP obr. 37

A7 S~ Hvy Art Seeton 2 . 2-2.8 • 2 4/4/1/5 m (2) 203 ART 9-4

A8 Rocket Secti:m 2 . 2-2-8 8 2 3/3/)/4 m (1) 31 0 RCT M-40

01 Battalm Mortar 82 BaualDn M1R HE,SMOKE 8 2 ",snn d,p.r -

02 u,;.MJby 76 DBA HE,SMOKE 5 2 101812111 d,p.r -

03 MedUn ArtiIery 122 DBA HE,SMOKE, 6 1 413/2/5 p.' .

04 Hea-.y Anillery 1520UAHE 7 2 6/4!']fl OJ .

05 Super Heavy Anillery 2()() OBA HE 8 1 61417J7 p, .

06 tlea\!)' Katu>Jn Rod.cts ]()() Rocket OBA HE 8 2 6141ln p,' .

07 80""""""" Borrbardnrrt 7 2 4131114 b,p .

.CO Firelight ends lutomatically ana second Player Tum on tum asht
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* RUSSIAN REINFORCEMENT GROUP CHART (b) *RG
Description FF

ID Qty Leader DRM Units ep
Max CG 1\1u Notes

VI Med Tank Platoon I 1 T-34 M43 14 I 21211/3 L

V2 Med Tank Platoon II 1 T.)485 16 2 5/412/6 L-- ,- ~-
Vl Heavy Tank Phtoon I 2 15-2 Il I 21211/2 L

V4 Heavy Tank Platoon II 2 IS-2M 19 2 6/412/8 L

V5 LT Assault Gun Sect 2 S1J.. 76M 6 3 9n1SIII L-V6 Med AssauJt Gun Sect 2 SU-1OO 9 I 2/1/1/2 L

V7 Hry AssauJt Om Sect I 2 ISU-Ill 10 I 2111113 L

V, Hvy Assk Gun Sect II 2 ISU-152 II 1 7/5f219 L

V9 FT Tank Phtoon 2 OT.34 Il I 21211/2 L

MI Foltificaoons I 30 FP I 1 15/8/10/16 .
M2 S.",... . SAN+! 2 I 91614110 .

Ml Attack Opfun . 5 I 10/613/10 .

PI Patrol . 2 I 3121114 .

CONSOLIDATED RUSSIAN RG NOTES:
b Bombardment has a radius offive hexes and there are no Immune

hexes.
d 'Dedicated battery': Remove one red chit and add one black chit to

the draw pile; cannot be eliminated for drawing 2 red chits.
e Unit has Assault Engineer (H 1.22) and Sapper (H 1.23)capabilities.

Make a side note of the ID of such units.
Roll for leader on PL2.361 Leader/Armor Leader and use the DRM
indicated in # column.

L Roll for armor leader on the PL2.361 leader/Armor Leader Table
use the DRM indicated in # column.

EX: Hitler's new Riech Chancellery is depicted by building MM45.

m RG is allowed to set up on map during the scenario of purchase in
any Controlled NON Isolated hex.

RGAl.A4 each Gun comes with either aZIS-5 truck or a YA-12 prime
mover (owning player's choice).
RG A5-A 7 each Gun comes with either a IAG-6 truck or a STZ-5
prime mover (owning player's choice).
RG A8 each Gun comes with either a ZIS-5 truck or a YA.12 prime
mover (owning player's choice).
p May be pre-registered at a cost of I CP per hex (maximum 2 hexes

per DBA module).
r May be equipped with a field phone or radio at owning player's

choice.
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BTL. BERLIN- TYRANT'S LAIR

INTRODUCTION:

We1comr to BERLIN-TYRANTS LAIRn., die conclusion of a two-
product depiction of the Battlc of Berlin. This product builds on the first
release, BERLIN~FALL OF THE 3RD REICH'"" with two additional
mapsheets, that link to the bottom (southern) portion of the previous
product

BERLIN-TYRANT'S LAIR'" provides additional scenarios that all
take place on the new map (i.e., none utilize geomorphic boards), as well
as B monSlel"scenario, presented in the same t11aIlneras scenario # 16 from
FIRST WAVE AT OMAHA. There are also fWO new Platoon Leadn'hI
Campaign Games. Players can choose between a Co. monster 'continu-
ous battle' scenario utilizing non-stop game turns 10 depict the hectic,
confused, and ongoing battle, or one of the smaller scenarios.

The new mapsheets au collectively referred to as the BERLIN II map_
This map includes lhe FOhrerbunker, and the new R~ichstag, among
o(her places ofhislorical significance nonh of the Landw~hr Canal.

All rule from th~ BERLIN-FALL OF THE )RD REICH'"" Varianl
Rules booklet apply in all B11. scenarios unless Slated otherwise via
sccnario Special Rul~. These rules, referred to as "Berlin Variant Rules"
(DVR) on the scenario cards, consist of those conlained in th~ BER-
LIN-FALL OF 11IE )RD REICW"'booklct and this additional rules
booklet_

The Berlin II map links direcdy 10 that ofBcrlin I, Cleating an unprec-
edented simulation of the baltle for downloWTl Berlin at 40 meters pn
hell scale. Place the Derlin II map directly ON TOP of Berlin I for
su:nario #12 and nole, the art used in the new map will be utilized in the
nC1l1edition of the Berlin I map when it is reprinted.
III~IORICALSUMMARY:

On January IS, 1945 Adolf Hitler returned 10Berlin. Until mid-February
the diClalor lived in his private quarters in the old Chancellery. Allied air
raids made ellisterlCC'above ground intolerable for Hitler and he moved in
to Ihe FOhrerbunker, an underground residence he wouk! reside in unlil
the 1351 day of his life on April 30, 1945.

Accompanied by Hcinz Linge, his valet, Hitler began his ellislence 55
feet underground. His ill'lllCdiale elllourage joined him, including Eva
Braun. The last days gfthe Third Reich would be led from this subterra-
nean locatign by its Fahrer. !hs adversary, Stalin, ensconced comfort-
ably in the Kremlin wilh an invnense globe at his fingertips, continued
his gu.e upon his quany, Berlin, as the final baltle roared above Hitler's
head in the slree!S aoove.

On 28 April, General Hans Krebs made his las! teleptwne call from Ihe
FOhrerbunker. He called Fidd Marshal Wilhelm Keitel Chief ofOKW in
FUC'J$Ienbergand lold him thal, ifrelief dKi notlllTive within forty-eighl
hours, all would be lost. Keitel promised to ellert Ih~ utmost pressure ()f'I

Generals Wallher Wenck, convnander of XII Army, and Thcodor Busse
cormnander of the IX Anny. Meanwhile, Martin Bormann wired to Ger-
man Admiral Karl OOnilZ; "Reichskanzlci is a h~ap of rubble." The
fC'as(Infor the call was incessant enemy pressure.

That afternoon the soldiers of3rd Shock Anny advanced on the Mohke
bridge (hexes MI9-N 19 on Ihe Bertin I map) over the Sp«:e,just north of

"

ORDER DFPRESENTATIOS:

1. PanlMnunn!Panzcrtunn
2. StalUeS
J. COllen-it Buildings
4. The Reich Chancellery
~.Fnh~hunk~rvorbunka
6 .•.••nluliler and PotsdalTlCT Stations

7. U-8;lhn
3. S-~Im
9. RO\JndhooSC$
10. Landwehr Canal

Ihe Ministry of Ihe Interior and only 660 yards from the ReKhSlag.
Gennan altempls to blow the bridge (ailed, only serving 10damage it but
otherwise leaving me Moltke Bridge: passable: 10 infantry. As dusk. fell
and under heavy anillery bombardmenl the firs! Russian lToops crossed
the bridge. By rnidnighloo 28 April, the Russian I 50th and 17151Rifle
Divisions had secured the bridgehead againsl any counter-llItaCk the
Germans could muster.

By the evening of28 April the 30lsl Rifle Division had taken Ihe Reichs
Patenl Office: on the north bank of Ihe Landwehr Canal (just off map,
east from hell CCC74 on the Berlin 11 map). From Ihis area Russian
conunanders would altempt to send lanks up Ihe Friedriehstras!Oe,
Wilhelmstrasse, and Saariandstrasse (hexes KK37-VV69, heuow XX,
and helles BB51-SS72 on the Berlin II map). The attempts to move
armor north along this axis were unsuccessful as German tank-hunter
teams blunled the attack.

During the night 0(28 April, General Wenck reported to Keilel that his
XII Army had been forced back., and no relief would be possible for
Berlin. Keilel gave Wenck permission to break offbis a1templ to relieve
Berlin. The fale of the embattled city was sealed.

In the early hours 0(29 April, in the FOhrerbunker, Adolf Hiller dictaled
his lasl will and lestamenl to Traudl Junge, his secretary. Shortly there--
after Hitler married his longlime mistreS$ Eva Braun.

In Ihe early hours of 29 April, the 1501h and 1715t Rifle Divisions
started to fan out from their bridgehead across the Moltke Bridge. Rus-
sian soldiers fanned oul into Ihe surrounding streets and buildings. Ini-
tially the Sovier:s w~ unabl~ to bring forward artillery, as the combal-
engineers had not had Ihe time 10 strengthen the bridge or build an alter-
nalive. The only fonn of heavy weaponry available 10 Ihe a-.sauillrOOps
were individual 'Katyusha' rockets lashed to short sections of rolilway
lines. Major-Gencral Shatilov's I 50th Rifle Division had a particularly
hard fight capturing lhe heavily fortified Ministry oflbe Interior build-
ing. Lacking artillery they had to clear il room byroom with grenatks and
sub-machine guns.

Early on 29 April Colonel Anlongv's 301st Rifle Division pressed on
with its assault. After very heavy fighling they managed to capture Ihe
Gestapo Headquarters on Prinz-Albrechtstrasse, but a Waffen SS counter-
attack forced Ihe Russian soldiers to wilhdraw from the building. To Ihe
soulhwest Chuikov', 8th Guards Anny auacked north across Ihe
Landwehr Canal into the Tiergarten.

From 30April on the Russian forces werejoined by Polish unils, prima-
rily Ihe Polish lsi Tadeusz Koaciuszko Infantry Division. AI 06;00 on
30 Aprillhe I 50th Rifle Division had still nOIcaptured the upper floors
of the Ministry of the Inlerior, but while Ihe fighting was S1il1going on
Ihe 150th launched an a1tack from there across Ihe 400 melers of
K6nigsplalz lowards !he Reiehstag. For Stalin, the Reichstag was the
symbol of the Third Reich and one: that he wanted captured hefOlC Ihe
impending May Day parade in Moscow. His corrmanders felt his ur-
gency, projected from the Kremlin, direclly 10 the front lines. Whal
would be one of the final assau!ls of the ever-shrinking Ea.'>IernFron!
would also be one of the bloodiest. The Germans had dug a complicated
nerworic of trenches around the building and acollapsed lunnel had filled
with water from the Sp«:e forming a moat aa'OSSKOnigspiatt. The initial
infantry assaull was decimated by cross fire from the Reichslag and the
Kroll Opera House on the weslern stek of Klmigsplatz. By now the
Spree had been bridged and Ihe Sovieb were: able to bring up tanks and
artillery 10 support fresh assaults by the infantry, some of which were
tasked with flanking the Opera House and altacking it from the north-
w~sI. By. 10;00 the soldiers of the 150th had reached the moaI, but
accurate fire fium guns two kilomelers away coming from the Berlin Zoo
nak tower, pl'n'enled any further sueussful advance: acros& Ihe moal
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during daylight. Throughout the rest of the day. with ninety anillery
pieces, some as large as 203 TTDTl howitle~ as well as Kalyusha rocket-
launchers, bombarded the Reichstag and its defensive trenches, Colonel
Negoda's 171$1Rifle Division, on the left flank of the 15Oth, continued
to capture the buildings of the diplomatic quarter to the north of
KOnigsplatz.
As the perimeter shrank and the surviving defenders fell back on the
center they became concentrated. By now there were about 10,000 Ger-
man soldiers in the city center, who were being assaulted from all sides.
One orthe other main thrusts was along Wilhdmslrasse on which the Air
Ministry built of reinforced concrete was pounded by large concentra-
lions of Russian artillery. The remaining German Tiger tanks of the
Ilermann von Sa1za Battalion look up positions in theeasl of the Tiergarten
to defend the cmler against the 3rd Shock Army(which although heavily
enga~ around die Reichstag was also flanking the area by advancing
through the northern Tiergarten) and the 8th Shock Army advancing
through the south of the Tiergarten. These Russian forces had effectively
cut the sausage shaped area held by the Germans in half and made an
escape to the weSI for those German troops in the center much more
difficult.
During the morning, Mohnke informed Hitler that the center would be
able 10hold for less than two days. Laterthat moming Weidling informed
Hitler in person that the defenders would probably exhaust their ammu-
nition that night and again asked for Hitler's pcrmissionlo break oul. At
about 13:00 Weidling who was back in his headquarters in the
Bcndlerblock, finally received Hitler's permission to atternpl a breakoUI.
During the afternoon Hitler shot himself and Braun took cyanK1e. In
accordance wilh Hitler's instructions, the bodies were burned in the
garden oflhe Reich Chancellery. In accordance with Hitler's last will and
testament, Joseph Goebbels, the Minister for Public Enlightenment and
Propaganda., became dle new ~Head of Government" and Chancellor of
Germany (Reichskanzler). At 3:15 am, Reichskanzler Goebbels and
Bormann sent a radio message to Admiral Karl Donitz informing him of
Hitler's dealh. Per Hitler's lasl wishes, D6nilZ was appointed as the new
~President or Germany".
Because orthe smoke, dusk came early to the center of Berlin. At 18:00
hours, while Weidling and his staff finalized their breakout plans in the
Ekndltrblod:, under cover ofa heavy arti1lery barrage, three regiments of
the 150th RiOe Division, closely supported by tanks, assaulted the
Reiehstag. All the windows were bricked up, but they managed to force
the main doors and entered the main hall. 1be Gennan garrison, of about
1,000 defenders- a mixture of sailors, SS and Hitler Youth - fired down
on Ihe Soviets from abcwe, turning the main hall into I medieval styk
killing field. Suffering many casualties, Ihe Soviets made it beyond the
main hall and SlaTtedto work their way up through the building. 1be fire
and subsequent wllltime damage had turned the building's interior into a
maze of rubble and debris amongst which the German defenders were
strongly dug in. The Ru"ian infantry were forced to clear them out room
by room, facing fanatical resistance at every tum. As May Day ap-
proached Russian troops reached the roof of the Reichstag as fighting
continued inside. Moscow claimed that they hoisted the Red Flag on the
top of the Reichstag at 22:50, however Becvar points out thai this may
have been an exaggeration as "Russian propaganda was fixafed with the
idea orthe Reichstag being captured by I May". W1latevCf the truth the
fighting inside the Reichstag raged throughout Ihe night and through the
morning, untillale inlo the afternoon when about the last 300 German
combatants surrendered. A further 200 defenden wm: dead and another
500 were already hOTsde:combat lying wounded in the basement, many
before the final assault had stancd.
Al about 04:00 on I May, Krebs talked to Chuikov, comrnanda of the
Russian 8th Guards Army. Krebs returned empty handed after refusing

to agree to an uncondItional surrender. Only Reichskanzler Goebbels
now had the authority to agrtt 10an unconditional surrender. In the laic
afternoon, Goebbels had his children poisoned. At aOOut20;OO,Goebbds
and his wife, Magda, IcRthe bunker and close to the entrance bit on a
cyanide ampoule were given acoup de grace inunediatcly afterwards by
the S5 guard detailed to dispose of their bodies. As promised by the
Soviets, af 10:45 on I May they unleashed a "hurricane of fire" on the
German pockct in the cenler to force the Germans to surrender uncondi-
tionally,
BTL. I TilE BATI1..F.FlElD: The following is an overvicwto the Berlin
II map. Unless otherwise noted, all descriptions also apply to the Berlin
Imap.
Btll.lnels: As is the case wilh Berlin I, the map for BC'rlin II is similar
in thai almost all of the terrain is flat, at level O. A slight depression is
found neal the MOckern Bridge(e.g., hex BB70), with hexes IikeAA 70 at
level-I. Almost everything else found on the map is man-malk, with
the exception of the occasional patch of Woods (B 13) in helles like 0059,
Note: When using the Berlin II map 10 play using the ASLRB, simply
remove a UTOfor the e(lITes-pondinglevel in game terms (i.e., -1(1- Level
.1 noting there are no tel'Tllinhexes higher than Level 0 on the B2 map).
8t12. Terrain •.orms: The urban landscape of the Berlin II map is split
alung the southcrn portion by the LandwehrCanal which flows from hex
V62to CCC74. This waler obstacle is treated as a Canal (B21.11) and
may ONLY be crossed on bridges (including any Pontoon Bridges (86.41 ]
placed via scenario SR).
BtLJ. Btrlin RR: The map also contains additional above and below.
ground Locations deptcting Ihe 5-Bahn (e.g., hex TJ72),the raised rail-
way that crosses the southern portion or the map, and the U-8ahn (e.g.,
hex XX72), Berlin's underground electric railway. In both cases the un-
derground r1Iilway system is depicted using thick dashed gr1lY lines.
Rules for these locations are provided in the B3R portion of Ihe BVR.
Entrances to this special subterranean level on th~ BC'rlin II map are
found in the following hexes:

eAny hell marked with a 'U'(e.g., WW6; WW2S).

e Any hex an S.Bahn STATION PLATFORM hex and a U-
Bahn hex intersect (e.g., hex XX73).
.Anyhex containing a building and a U.Bahn symbol (e.g., hex

DDBB50).
• Hexes XX69.XX70-XX71-OO34 represent an underground

station.
8tJ4. NaTTl:lwStrttts: 1be portion of the Berlin II map north ofLandwchr
Canal is heavily built up. Narrow Streets (B31.131) like Koch SInlsse
(e.g., hexside UU561UU57) snake between dense structures and are cov-
ered in rubble in many places. Narrow StrceI rules (B3 1.1) apply with
the following exceptions:

• Vehic1eStopTCArestriction ofB31.121 are NA(i.e., there is
no need for vehicles with MA ~ sOmm and barre1lengtb greater
than '.' to have TeA identical to YCA in order to Stop in a
Narrow Street hu).
• VCA Change restrictions ofB31.122 are changed as follows:

Any vehicle larger than very small may change its VeA byex-
pending '1J3ofits printed MP and may change its VCA as pan of
a Motion attempt by taking a Bog Cheek with a + I DRM.

BtlS- Wkle City Boulnlrds: These wide roads served to cross-section
the portion ofth~ battlefield, specifically th~ Wilhelmstrasse. Any road
hex containing dashed-line artworkd (EX: hex 00(5) is treated as a Wide
City Boulevard (B7). Sired Fighting(AII.8)and Dash (A4,63) are NA
in WKle City Boulevard hexes on the Berlin maps.
8t16. RubblelPlrllllly Collapsed Buildings: Piles of Rubble (treated
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as Prinled Rubble; 824,03, and BVR) are in evidence, depiclingsmashed
buildings, Ihe mulls of Allied bombing and heavy Russian shelling. The
rules for these hexes are tfealed in me B3R portion of the BVR.

Btl 7. Spt"Clal Bulldincs: The new Reich Chancellery takes up an entire
city block along Vossstrasse. Some new rules are provided lalcrto recre.
ate the unique interior of this massive structure. In the garden behind the
Rl!ichskonzlt>i lies the infamous Fiihrerbunker. in Ttality split into two
parts, marked on the map as 'FB' (hex JJ42) and 'VB' (hex KK42), ,he
latter standing for rorbunAe,. and treated as below ground Locations.
Behind the Reich Chancellery is the special greenhouse built for Hiller
by Speer (hex 0041), as well as an ornamental pool (hu 0043), and
vmtilation shaft (1142).
Two major Berlin railway stalions. the Potsdamer and Anhalt Stalions.
are found in the soulhWesI portion of the map, north of the Land~hr
Canal. There are special rules to treat the condition of these structures.
Also found in the southern portion of the Berlin II map is the Belle
Alliance Platz. with a statue in hex XX10.
The Reich Air Ministry (building MMSO) and the Reich Chancellery
(building MM4S) are treated as Fortified Buildings using the rules pro-
vided in the BERLIN-FALL OF TIlE JRD REICH"" Variant Rules
booklet (BVR3.12). He:o;BBB40 is a Marketplace (823.13) hex and
hexes like XX40 are printed Subway Craters (BVR3.SS).

Btl 8. Tlet'lartell: Along the northwest portion of the Berlin II map is
found the wooded Tiergarten. In game terms Partial Orchard (Q2) and
O\lt of season Orchard (814) terrain is used to depict the thinned-out
trees following (ire from previous bombings.
Btl 9. HlHIxnlWalWShellholts: Hedges (e.g., WW7IfWW7I; 89) and
Walls (e.g_. 1l42JJJ41; 89) are found along some hexsides. Printed
Shellholes(82) are found in hexes like HH42.
BTW RR IIEXES: The S-Bahn. the raised railway that crosses tM city
(e.g., hex NN12) as well as Station Plalfonns along il (e.g., hex JJ11 }--is
also found soulh of lhe Landwehr Canal on the Berlin II map. Other
railroad hexes (e.g .•hex AA13) are treated asGround Level RR (B32) and
hexes 8811, CC7I, andAA11 are RR Bridge (B32.14) hexes.

BTL.4 BERLIN BUILDING RULES: All Building (823) rules apply
normally on the Berlin II map eJtcept as modified by BVR. Additionally,
all BVR rules from the BERLIN-FALL OF TIlE 3RD REICHnI Vari-
ant Rules booklet apply with the following additional rules for Concrete
Buildings provided for Berlin II specific buildings_

I. PANTIU:RTIJR.'WPANZERTURMr-.,---,r--,-, 1.1 DESCRIPTION: New S/S" counters are
~\. ~ provided to represent these emplacements.
%~ ~ t used in the defense of Berlin. Treat
7S~ f 7S~ f Panthenurm'Panzertunn counters as ST Ar.

mored Cupolas(D9.S), with the counter val-
ues replacing the need for a corresponding SSR to define armament,
turret type and AF.

2. STATUES
2.1 DESCRIPTION: Hex XX10 contains a Statue. A
Statue is a Half-level LOS Hindrance and has a TEM of
-+I (reduced to 0 vs. Indirect Fire or ifEncirded). It is
flQ' Concealment terrain. Entry by InfantryNehicles is
considered to take pl~ along the road portion of hex

XX10 and the hex is treated as a road hex fOJmovement purposes.

3. CONCRl"TE BUILDINGS

3.1 DESCRIPTION: Any building that has one or more of its hexes
enclosed in a dashed red line to remind playen; it is subject to these
special rules. Nole the addilional, building specific niles that apply for
the Reich Chaneellery, Reichstag, and other specific buildings.
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3.2 T[M: Concrete buildings have a TEM of +4 for fire that passes
through the dashed red line ponion of the hex. If Fortified during play,
this TEM is increao;ed to -+5.Concrete buildings have Cellar and Roof
top locaIions (EXC: Cellar rule B23.41 does not apply; see below for
AFV entry).
3.3 CT An' Entry: A CT Fully Tracked AFVs may attempt to cnler a
Concrete building hex at a cost of ALL their MP (excluding the MP
required to Start/Stop) -+a Bog Ch.cck (08.2-.4). A +6 ORM is applied.
If the Bog Check is passed, the AFV is placed in the building hex and a
Breach (B9.541, 823.111)marker is placed across the hexside entered. If
the Bog Check is failed, the AFV is Bogged in the hex it was attempling
to exit (with its VCA facing towards the building). If the AFV has an Lor
LL MA, the TeA must be the same as the front or rear VCA when
attCfTllting to enler a Concrete building hex. If the AFV becomes Bogged,
the TeA may NOT be changed until AfTER the AFV successfully
effects Bog Removal (OS.]).
3.4 Breach": Breaches may be created as per 823.9221 and byanyHE
CH. A Breach reduces the TEM ofCin: passing through the hexside to -+3
and this TEM reduction ONLY affects the building Location at the same
level of tile Breach.
3.5 Rubble/Collapse: Concrete buildings may only be rubbled by HE
attacks from 120rnrn+- and apply a +2 DRM on the rubble check dr.
Conerete building hexes that contain a Blaze location are not subject to
Collapse (B25.66).
3.6 Gun Set Up: Guns may be sci up in the upper levels of Concrete
Buildings as if they (or Ihe Locations below in the same hex) were Forti.
fied (823.93). The Gun may not be moved from its Location after set up
but mayehange its CA normally.

4. THE REICH OlANCELLERY;
4.1 DESCRIPTION: Building MM4S is Hitler's new Reich Chancel-
lery. It is treated as a Concrete Building and also applies the following
additional rules.

4.2 THE MARBLE IIALL: Hexes FF44, 0044, 0045 and HH44 are
the Marble Hall These Locations are considered to be Factory (B23.74,
0.4. OS, R3) hexes except (EXC; they are treated as Open Ground
{AIO.531, B I] to any fire thai comes from another Marble Hall hex or
the four ADJACENT building hexes. The Marble Hall occupies both the
ground and first level local ions in its four hexes. Marbk Hall hexes do
have Cellar(B23.4I, 06, R4) Locations.
4.3 COURT OF HONOR: lIexside LL441UA3 is treated as a Paved
Narrow Street hexsKie thai can only be entered to/from hexes KK44 and
MM44. A Vehicular-Si7.ed Entrance (B23.742, OS.2) exists along the
MM44IlL44 heuide. A unit in the building portion of hex UMmay not
exit the building into the Open Ground portion of the hex, nor may it
enter hexes KK44, Ll43, nor MM44.
4.4 FANATIC NAZIS: All German infantry in a Reich Chancellery hex
are Fanatic (A 10.11).German Hitler YouthlSSlGestapo infantry may use
SclfRa\ly(AI8.1 I) in a Reich Chancellery hex. The Iron Cross symbol
in hex DD44 serves as a reminder of this Fanaticism.

~FOHRERBUNK~ORBUNK[R
5.1 DESCRIPTION: Adolf Hitler and his entourage
retreated to the complex later known to the world as
the FUhrerbunker. It actually consisted of two bun-
kers, with the Vorbunker attached to the Fiihrerbunku.
The Vorbunker in hex KK42 is trealed as the 'cellar to
theeellar' in hu KK42 and the Fiihrerbunker can only

bereached from the Vorbunker, and although it is adjacent, it istreated as
a Cellar LocaIion to the Vorbunker.
5.11 VORBUNK[R [NTRYISTACKlNG: The Vorbunker may only
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114 HQ sectbn I .51.3 5.4-8 , I I i LMG
AI Arti Tank Glil Seeoon 2 - 2-1-8 , I , m (2) 7SL AT PaK 40
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AJ Infutry GlIl SeeOOn 3 - 2-1-8 , I I m (2)7S"NF k:IGI8, ISO'INF
1033
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V2 Stug Secfun 11 , ., StuH 42 7 , I L .

TI Tra:k SeeOOn 2 - Opel Bliz 3 1 2 - -
n Mednn}fT SecOOn 2 - SdKfz: 11 3 I 2 - -

Enter along tbe north edge oRlns1 of bn:row X. BruktJuvlllh DRM .2. Mn 45 CPpcrCG F1rcfil:bt
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CO~SOLIDATED GERMAN KG NOTES:

d This i; a 'dedi:aled battery". Rermw: one red chit am add one black
chi to the draw pile. Batterycain)! be elirrruled br dra~ 2 red
chao

e Unt has Assauk Fngneer ani Sapper capabillrs (nuke sile record
oflali 10).

RoDilr leader on tre Leader Table and IR the DRM micated WI'#'
,.bm.

L RoD i:lr anmr kader on the PL 2.361 l.eader/Anmr leader Table
and l6e tre DRM micated WI'#' COU1n

m m RG is alklwed to set ~ on II'II.pdlrilgthe CG Fi'efiglt ofplJChase
WIany Controlled, oon lsobted hell

P May be pre-registered at a cost of I CP pc1"ta wth a muIrunof
3 heleS per rmdule pm:hased.

r May be eqq,ped wIh a lieUphone or l1Ido II owni'lg PD)U'S
clnice.
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srWTABlE 1
2 SPW251/22
J SPW251/16
4 SdKfl. 7/1
5 SPW25112
6 SPW25119
7 SPW2SIIIO
8 Sf'W 251/sMG
9 SPW2S112
10 SdKfJ.:6J2
II SdKrl 10/4
12 Flak lKW (dr 1.3 3.7cm; dr4-6 20an)
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CONSOLIDATED GERMAN KG NOTES:

d This is a 'dedicated banery', Rr:rro~ one red chil and add one black
chi to tb:: draw pile. Battery calWlOtbe riinnlled kif drawllg 2 red
ellis.

e Unl has Assaui Engn:cr ;mj Sapper capabiliies (nDke side record
ofllli 10).

RoDfor leader on the Leader Table and use the DRM roi:ated in '#'
",Urn.

L Ron br armJr leader on the PL 2.361 Leadcr/Anmr Leader Table
and use the DRM inlhcated in 'It' eoUm.

m m RG f; albwed to set l4l on fnIpdlrilgthe CO Frefigtt ofplnhase
in any Controlled, oon Isolated lEx.

p May be pre-registered at a cost of I CP per lEx wih a rmxinm of
3 hexes per rmdule plSChased_

r May be eq~ped wih a field poonc or radio at owni1g player's
COOK:c.
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RECOS VEHICLE TABLE:
2 PSW234/4
3 PSW23413
4 PSW 23412
5 SPW25017
6 5PW25018
7 PSW23411
8 SPW25019
9 SPW2Son
10 5PW 250/sMG
II PSW232
12 $PW250113-4-855liS

I"SWTARU:
2 PSW 234/4
3 PSW23413
4 PSW 234/2
5 PSW 234/1
Ii PSW23411
7 PSW232
8 PSW232
9 PSW233
10 PSW222
II KFZ 13
12 KF'Z 4
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A Gennan suldier armed with the
late-war Sturmgewehr 44. The
moniker"storm ritlc" was chusen
for propaganda reasons. but led to
the modem terminology of "assault
rifle" (of which the Stg 44 was the
first of its kind).

9.1 ()ESCRIPTIO:"l: The building in hex W74
is a Roundhouse. A Roundhouse is treated in the
same manner as a Factory (823.74. OS).

9.2 TURNTABLES: Hex.W75 isa Thmtable. A
Turntable hex is considered to be open ground
with an inherent 3 squad Foxhole and may be
only entered by fully tracked or double small

. A target size vehicles. The TEM for an LOS enter-
ing a Roundhouse through a turntable heuide is + I.

9.21 VEIIICULAR-SIU:D ENTRANCE: Each Roundhouse hex.side
facing W75 has a Vehicular.Sized Entrance (B23.742, 05.2).

10. LA.'liDWEIIRCANAL
10.1 DESCRIPTIO:'ll: The Landwehr Canal is considered Deep and all
Canal rules (821.11) apply. The water level elevation is considered to be
at ~\'e1 0 and is at the same e1e"ation as the ground level of the hex,

10.2 BLOWN BRIDGES: The bridges in hexes V62 and LL72 have been
destroyed prior to the actions depicted in BTL. Treat these hexes as
Landwehr Canal hex.es normally. Rubble depicted at the destroyed ends
of blown bridges is purely artistic and has no effect on play.

, 10.3 A.T BARRICADE m:XSIUES:
Hexsides like BB7I/CC7I contain an A-
T barricade. Treat these as Roadblocks
(829) normally, including for the pur-
poses of Heavy Tank Roadblock Clear-

\: ance. with the following exceptions: A-
T barricade hexsides are Level I high and may not be crossed by infantry/
vehicles. Some scenarios will specify via scenario Special Rule that one
or more of these hex.sides have been Cleared. A marker for that purpose
has been provided in BTL. A Cleared A-T Barricade hexside is treated as
a WALL normally for movement and LOS purposes, but may be crossed
by infantry/vehicles.

10.4 BRIDGE DEBRIS: To depict earlier attempts atdcmo-
lilion a bridge hex may be treated as One Lane AND cov-
ered with Debris via scenario Special Rule. A so-marked
hex is tre-dtedas a One Lane bridge normally with Debris in
the hex for LOS purposes AND for TEMJentry by infan-

try and any vehicle attempting to move in Ihe opposite direction during
the same Game Tum.

8. S-BAIIN
8.1 S.Bahn hexes (EX: Tn2)on the Berlin)l map use the (]VR26 rules.

9. ROl!NDIIOIJSt:S

I

be enlered from the Cellar Location of hex KK42. With the exccplion of
one 55 HS, only GeslapctlSS leaders and Hit1erfBonnann SMC are al-
lowed to tnlerthe Vorbunker Location. Russian miry/stacking is treated
as a Cellar U;x:alion nannally.
5.12 n'lIIRERRUNKER ENTRYISTACKING: The FOhrerbunkermay
onlybc entered from the Vorbunker in hex KK42 (EXC: RcichChancel-
lery Tunnel, see 5.121). The only German units that may enter are the
HillcrfBormann SMCs. Russian entry/stacking is treated as a Cellar Lo.
cation normally.
5.121 REICH CHANCELLERY TUNNEl-Before play of any CO
scenario (or scenario) with the Filhrerbunker in play the German player
may secretly designate one Cellar Location ofthe Reich Chancellery as a
tunnel enlrance 10 the FOhrerbunker (hell JJ42). This tunnel has a flla)li-
mum length of FIVE hexes.
5.13 LOS: These locations are only affected by fire from the cellarofhex
KK42 and their own localions and there is no LOS from them other than
to ADJACENT locations.

rJ"",l!I'~1S.:Z VENTILATION SHAFT: Ikx 1142contains a circu-
1/ lar terrain feature depicting the ventilation shaft leading 10'\ rn / the bunkers below. It adds a + I Hindrance to any LOS
I \ thai hits the lerrain art and adds IMP to the cost of
entenng the hex by vehicles. It has no other elre,t on play.

S') OR.'\'AMENTAL POOL: Hex 0043 conlains art depicting an orna-
menial pool. It has no effect on play.

5.4 GREENHOUSE: Albert Speer built Wiler a unique
greenhouse behind the Reich Chancellery, depicted by the

~ building in hex GG41. II did not have glass walls. The
~ building in hex GG41 has tcnain depicting a Grttnhouse. It

is Ire-dtedin the same manner as a Wooden building (EXC:
A Greenhouse provides a +1 TEM).

6. ANIIAI.TERAND POTSDAMER STATIONS
6.1 DESCRIPTION: These
buildings are located in hexes
HH61 and Z51. He,;es 1162 and
JJ62 are Slone building hexes with

1 ground. Levell and Level 2loca-
lions and a Stairwell in hex 1162.

6.:Z ROOf'LESS FACTORY
HEX: All hexes of building ofsta-
tions arc considered Roofless Fac-
lory Hexes (05.4) with Debris
(01) in the ground level. An ex-
ception is made for hexes like X53,
which are treated as Roofless Fac-
tory Hexes that contain Rubble in
the ground level. Hexes IIH62 and

_ ' GG63 have Cellar Locations that
connect to the adjacent underground V-Bahn station Locations.
6.3 St:CONUARY STATIONS: In addition to the major stations such
as Lerherter there were other stations scattered through out the city.
Example hex UU24. Thesc locations use the platConn rules above and
may be entered from the ground level at any location containing a stair-
well. Hexes HH7111171/JJ71 and VV731WW73/XX73 on the Berlin II
map use rule BVR25 for Secondary Stations.

7. U~RAH:"l
7.1 V-Dahn Locations on the Berlin II map use the BVR27 rules. N()(e:
HeJ:es like XXS2 are Subway Craters (BVR27.6).
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Description (lOy ....•, t_ I C1' I IT Ia;••••I '-'
ID DR'" _ -<"C ".
" 55 InfJ.my Platoon 3 .1

12 55 Pionler Pbloon 3 •3 ••••
13 5S Tori. Hunter Platoon l +1 ).J.6 S5 , .

14 55 MG Pbloon , 0 ].4-8 S5 8 I

" 55 HW I'tatoon .\ . 3.4-855 , , • .
••

I. SS Headquarters Sect I .7/.4 6-5-85S , , I .

11 Inf.lfll')' Phtoon 3 0 4-4-7 l I 3 I

18 \bl.sstmn Pbtoon 3 +3 4.).6 I 2 • I .

19 ~l.ssnam Tn HlUeT 3 H 2.2-6 2 I 4 . PSK

Al Anri T:ri. Gm Sectnn 2 . 2.2-8 , I I m (2) 'SLAT PaJ< 40

A2 MediJn Monar Sectim 2 . 2-2-8 • I 2 m (2) 8'* M1R GrW 34

A3 Infmtry Gun Section 3 . 2-2.8 8 J I m
(2) 7S*INF IeIGI8, ISO. INF

1m3

'OJ Battalim Mortar 81 Daltalim MTR IIE.SMOKE 8 I 2 'd,p,r .
'M

VI Tiger SectDo II I ., Pt.Kfw VI B 14 2 , L .

V3 StlIg ScctDn I 2 0 StuG IIlL 12 1 3 L .

V3 SPW SectiJn , 0 ].4.8 " I 2 , 4 SPW 25011

V4 Recon Vehicle PLT l ., • 10 I 2 L rruke 3 DR on Reeon table bckJw

Tl 1hI:k SectJJn 2 . Opel Bliz l 2 , . .

n Ligk liT Sectbn 2 . SdKti.2 l I I . .

1"3 Medi.rn iIT Sc:ctCn 2 . SdKti. 11 2 2 2 . .

T' Heavy HT SectDn 2 . SdKti.7 , , I . .

EHler along IIw south ~dJ:c: oweast of bumw DO. BrukthnHJjth ORM O. Mal 70 CPper CG tlrtfigbt from Ihn chart

CONSOLIDATED GERMAN KG NOTES:
d. This is a 'dedicated battery'. Remove 0fIe red chit and add one black
chit 10 the draw pile. Banery cannot be eliminated for drawing 2 red
chits.
e. Unit has Assault Engineer and Sappc:rcapabihties(mak.e Pde reeord of
unillD).
I. Roll for leader on the Leader TaMe and usc the DRM indued in .".
column.
1- Roll for armor leader on the Leader Table and usc the DRM indicated

in '''' oolurm.
m RG is allowed to set up on map during the CG Firdight of purchase
in any O:mtrolled. non Isolated hex.
p. May be prNcgistered at a c:osrof 1 CP per he, WIth • rrairrun of 3
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hexes per module purchased.
r. May be equipped with a field phoneor radioat owning player'schoice.

BERLIN CREDITS
Ori&lnal Imlgn: Mart Ponerfield
Dndopnwnl: RayntOlld J. Tapio. Drew Donnan, Han. Kor1ing and
David Lamb
",,~iJllfEdiling: pJ Norton, Brian l.aethem. Fred Schwan. Michael
I..aPI.oIe, kn:my Sulli"an, Bob Davis, Man Keurajian, Glenn Hoose-
ID&II. David Lamb. Raymond J. Tapio, Drew Dorman. Hans Konina:.
MId Jan Rychelnik
Photo Cndll5: The National Archives
Notlt: Some historical "miage !\as been obtained from public domain
50UllXS and is duly aedi,ed as such,
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INTRODUCTION: CH uses a VARIANT counter presenta-
tion, debuted in GENESIS 48 and continued in DIEN BIEN
PHU and BERLIN—FALL OF THE 3RD REICH. In all
cases, it is suggested the appropriate Chapter H notes are
referred to in the event of any needed clarification. Note:
The tiny dot on the back our counters simply identifies them
as CH variant counters.
VAR1.1 INFANTRY/SW: The presentation of infantry/SW
counters will be familiar to past CH module customers with
a few updates.
VAR1.11 FIREPOWER/RANGE/MORALE: The front of the
MMC counter presents two (HS/crew) or three (squad)
soldiers. Below them, Firepower-Range-Morale are pro-
vided.
VAR 1.12 ASSAULT/SPRAY FIRE: The availability of As-
sault Fire + Spray Fire is denoted by a SMG icon on MMC
counters. If there is a SMG icon, that squad has both As-
sault and Spray Fire capability. A SMG icon over a white
circle indicates only Spray Fire is available and over an
orange circle is Assault Fire only. On MG counters, if an
MG is depicted (EX: LMG), the SW is capable of Spraying
Fire.
VAR1.13 SPECIAL MORALE CAPABILITIES: An aster-
isk after the morale factor of a MMC counter indictates
UNDERLINED MORALE. On the back, an asterisk indi-
cate Self Rally ability.
VAR1.14 RANGE: On SW, Firepower and maximum Range
are separate by the ‘pipes’ symbol (‘|’). Minimum-Maximum
Ranges for mortars are listed.
VAR1.15 RATE OF FIRE/FIREPOWER: ROF and FP are
indicated on SW in a white square. Ordnance uses a TOP
to BOTTOM (Gun Class; A-D over ROF, if any). Vehicle
MG that have a ROF have it printed BEFORE the MG (EX:
a 1-3 vehicle MG is a ‘3’ Firepower with a ROF of ‘1’).
VAR1.16 CLASS: MMC Class is indicated in the upper
right-hand corner of the front of the counter in a small type.
VAR1.17 UNRELIABLE WEAPONRY: Any Unreliability
(B#) number is found on the front of the counter in red
letters on in a white circle.
VAR1.18 PORTAGE: The Portage number is found on the
front of the counter in a the following format: [Portage
Number]P.
VAR1.19 TYPE: The Type of weapon is indicated by stan-
dard abbreviations such as ATR for Anti-Tank Rifle, MTR
for Mortar, etc.
VAR2.1 AFV/VEHICLES: The presentation of Vehicles/AFV
is new to the CH VARIANT system.
VAR2.11 GUN CALIBER CLASS: Four classes of Gun
Caliber are presented, rated from A-D (best to worst). An
‘A’ rated gun is the equivalent of an “LL” gun; a ‘B’ to an ‘L’,
and so on. The gun size in millimeters is found on the
counter in a large type. The Gun Caliber Class can be found
to the right of the gun size, as superscript.
VAR2.12 RATE OF FIRE: The Rate of Fire can be found to
the right of the gun size, as subscript.
VAR2.13 TURRET TYPE: Turret Types range from ‘fast’ to
small, one-man turrets. A thin black circle around the gun
size denotes the most effective type, a fast turret; a thin
white circle a slow turret, with a thick white circle and dashed

thick white circle denoting restricted and one-man slow
turrets.
VAR2.14 RELATIVE TARGET SIZE: On targets that are
rated ‘smaller’  or ‘larger’ than average, a circular aiming
sight is found on the counter. If the aiming sight has a small
white center with a ‘-’ sign in its left-bottom quadrant, the
target is ‘small’; a large white circle and two ‘-’ signs (in the
bottom two quadrants) is small x 2. The same goes for
large targets, substituting a red center in the aiming sight.
VAR2.15 MACHINE GUNS: Machine guns on a vehicle
are denoted by the use of a ‘T’  in the lower right of the
counter. The ‘top’ of the ‘T’ is any Coaxial machine-guns;
bottom left is any Bow machine-guns and bottom right is
any antiaircraft machine guns. If any of these MG are a
Main Armament, they will be printed in white inside a Green
circle. Any Rate of Fire for such MG is denoted in the same
fashion as on a SW counter (i.e., [ROF] - [FP]).
VAR2.16 ARMOR FACTORS: Armor Factors are pre-
sented on the top and bottom of a horizontal line as fol-
lows: [FRONT AF] / [SIDE-REAR AF]. Any vehicle that is
un-armored is indicated with “UA’ on the counter. Increased
or decreased armor protection for a particular facing is de-
noted by the use of an  icon for superior/increased armor
and  for inferior/decreased armor.
VAR2.17 MOVEMENT POINTS: Movement points for a
vehicle are found inside a large oval on the front of the
counter. A red ‘*’ (asterisk) inside the oval indicates an
unreliable (red) MP vehicle.
VAR2.18 OPEN/CLOSED TOP AFV: A gray movement
icon = Close Topped; a white movement icon = Open
Topped. A yellow movement icon indicates the vehicle uses
TRUCK type MP.
VAR2.19 PORTAGE AND TOWING: The ratings for these
capabilities are found on the front or back of the vehicle
counter in a large Blue type, presented in the following
manner: [Portage] - [Tow].
VAR2.2 HE/AP ONLY: An ‘HE’ or ‘AP’ above the gun size
is the equivalent of an OVERSCORE (HE only) or UN-
DERSCORE (AP only).
VAR2.21 INHERENT FIRE VALUE: These are provided
above the gun size in a large Red type.
VAR2.22 UNRELIABILTY OF GUN: Denoted in the same
manner as a SW. A Blue number indicated Low Ammuni-
tion. A lower case ‘x’ after the number indicates it is an
elimination number instead.
VAR2.23 NATIONALITY OF MANUFACTURE: A small
‘(a)’, ‘(b)’, ‘(f)’ , ‘(r)’, and so on, indicates the country of
manufacture.
VAR3.1 GUNS: The presentation of GUNS is new to the
CH VARIANT system.
VAR3.2 PREVIOUS RULES APPLY: The above-listed rules
(VAR1.-3.1) apply to GUNS with the following additions.
VAR3.3 MANHANDLE: This factor is found on the back of
the GUN in the following format: [Manhandle Number]M.
VAR3.3 SPECIAL AMMUNITION: On the back of counters
APCR, H (for HEAT), Canis (for Canister), and son on, are
listed for Special Ammunition types. A limit on HE is listed
as ‘HE#’.
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Relchstag Large Stack Play Aid '.












