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St. Louis
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Scenario List
	Round
	Scenario
	Roar Balance
	Maps / Overlays
	Errata or
Special Rules

	1
	FT193
FrF68

FrF66

J34

AP90
	En Force!
A Hasty Farewell

Between the Devil and the Deep Blue Sea

Men of the Mountains

Smashing the Hook
	Romanian 1 – Russian 4
German 8 – Yugoslavian  11
German 18 – Russian 26
Italian 45 – Partisan 68
Japanese 6 – British 8
	49, 57 / none
53, q / none
64, 65 / none
45, 3 / X19
7a / B2, B5, Wd2
	none
none
none

yes
yes

	2
	AP70
WP16

FrF65

BFP30

SP180
	Sons of Slava
A Thorn in the Flesh

War Ensemble

Melee Near the Coast

Encircle This!
	German 24 – Russian 17
German 1 – American 2
German 19 – British 13
Japanese 34 – Chinese 31
German 28 – Russian 32
	2b, 61 / none
54, 55 / none

41, 46, 62, FrFA / X19, O4

32, 47 / none

49, 51 / none
	none

none

none

none

none

	3
	ESG104
SP95

AP89

KE19

ESG109
	Pulverized
Burn Gurkha Burn!

To the Pain

Bitter Reply

Backs to the Wall
	German 2 – Russian 1
Japanese 66 – Gurkha 56
Japanese 6 – Gurkha 6
German 3 – American 4
German 7 – British 5
	46, 54, 57, 61 / none
36, 37 / none

62, 8b / none

11, 18, 24 / none

23, 51 / none
	none
none
none

none

none

	4
	FrF67
FT170

J147

J141

ESG106
	Collecchio
The Road to Juniville

Into the Grinding Mill

Riding with the King

Splatter Spray
	German 15 – Allied 18

German 7 – French 7
Japanese 2 –  Chinese 7
German 38 – Russian 23
Italian 5 – American 5
	8, 51 / X19
t, v, x / none

12, 13 / X16, X18, OW1

53, 56 / none

5a, 6a / none
	yes
none

yes
none

none

	5
	SP227
ESG12

RPT72

FT174

FrF64
	Party Boys
Road Kill
Yangtze Doodle

Green Berets

No Time to Bleed
	German 2 – Canadian 2
German 16 – American 18
Japanese 9 – Chinese 8
German 6 – Free French 8
German 15 – Russian 23
	10,43 / 6
4, 46 / none

66 / none

20, 51 / Wd2

4, FrFA / Hi9
	yes
yes
none

none

none

	ANY
	SP218
AP84

WO14

FB10

FB12

126
	Varosliget Park
Double Trouble

For Pride’s Sake

Return of the Black Company

The Black Ravens Are Flying

Commando Schenke
	Romanian 8 – Hungarian 4

Japanese 12 – British 10
Japanese 3 – American 1
German/Hungarian 10 – Russian 9
German/Hungarian 18 – Russian 16
German 40 – Russian 33
	6, 65 / E
5a, 6a, 7a / none

57, 67 / Wd3, X28

FB(SW) / none

FB(SW) / none

1 / none
	none

none

none

none

yes
none


Errata/Q&A

FB12 The Black Ravens Are Flying: footnote * of the Russian reinforcement table, change "’45 FB" to "’44 FB".
AP90 Smashing the Hook: In SSR3, at the end of the last sentence add “and are eligible for er Clearance DRM(B24.7) when attempting to clear a roadblock (B24.76).  A DC placed/set the Sapp by a Sapper receives an extra -1 DRM vs a roadblock (B29.5).”. 
J34 Men Of The Mountains: In Italian set up, change "and/or" to "and".
FrF67 Collecchio

Errata: SSR 3 says "A +1 Dusk LV Hindrance equal to Mist (E3.32) is in effect". Delete "+1". 

Question: The scenario card specifies that only hexes west of the river are in play. There are pair of hexes such that LOS between them cross hexes that are not in play. Are such LOS blocked because of crossing such out-of-play hexes? 
Answer: No. 

Question: SSR 1 specifies that "all buildings are stone". Is the Lumberyard stone? 
Answer: No. 

Question: Per SSR 2, Printed stairwells do not exist. Which of the large round center dot (B31.3), the white square (B23.23) or the white cross (Steeple; B31.2) are considered Printed stairwells? 
Answer: Only the white square is a Printed stairwell. 
ESG12 Road Kill
SSR4) add as last sentence - "Its AFV's are Elite for ammunition depletion purposes."

J147 Into the Grinding Mill

Question: Per SS1 all buildings have ground level only.  Are multi hex buildings a one level LOS obstacle or 1-1/2 level obstacle?

Answer: They remain 1-1/2 level obstacles, but without a level 1 location.
SP227

In the VC building 10oCC4 is worth 2 VP, not 43oCC4.  There is no overlay on board 43.
ABS for St Louis 2012

Round 1

FT193 En Force!
R3: R2 + Add a Stug IIIG to the Axis OB.
R2: R1 + Delete a 6-2-8 squad from the Russian OB.
R1: Replace three 3-4-7 squads with 5-3-7 squads in the Axis OB.

A1: Exchange the 7-0 leader with a 8-1 leader in the Russian OB.

A2: A1 + Delete a 4-4-7 squad and a DC from the Axis OB.

A3: A2 + Add a SU-76M to the Russian OB.

FrF68 A Hasty Farewell
G3: G2 + Add a 4-4-7 squad and a 7-0 leader to the Russian at start OB.

G2: G1 + Delete one 4-4-7 squad from the German OB.

G1: Delete two ? counters from the German OB.

Y1: Increase the German SAN to 3.

Y2: Y1 + Add one 4-4-7 squad to the German OB.

Y3: Y2 + Delete a M3A3(a) tank from the Russian OB.

FrF66 Between the Devil and the Deep Blue Sea
R3: R2 + Add 4-6-8 squad and a PSK to the German OB.

R2: R1 + Delete the 2-2-8 crew and the 45LL ATG from the Russian OB.  

R1: Add one 4-6-7 squad to the German OB.

G1: Add a LMG and 2 ? counters to the Russian at start OB.

G2: G1 + Delete one 4-6-7 squad from the German OB.

G3: G2 + Add a 6-2-8 squad to the Russian at start OB.

J34 Men of the Mountains 
P3: P2 + Add a 4-4-7 squad to the Italian OB.

P2: P1 + The Italian L3/35 may begin the game manned.

P1: Delete a 3-3-7 squad from the at-start Partisan OB.

I1: Delete the 2-4-7 HS from the Italian OB.

I2: I1 + The Partisan reinforcements enter on Turn 2.

I3: I2 + Add a 5-2-7 and LMG to the Partisan at start OB.

AP90 Smashing the Hook
B3: B2 + Add a 4-4-7 squad to the Japanese OB.

B2: B1 + Add one DC to the Japanese OB.

B1: Exchange the MMG with a HMG in the Japanese OB.

J1: Add one 2-4-8 HS to the British OB.

J2: J1 + Decrease the Japanese SAN to 3.

J3: J2 + Add one 8-1 leader to the British OB.
Round2

AP70 Sons of Slava
R3: R2 + Delete one SU-85 from the Russian OB. 

R2: R1 + Add one Pz IVH to the turn 4 reinforcements.

R1:  Exchange the German 6+1 leader with a 8-0 leader.

G1: The German SAN is reduced to 3.

G2: G1 + The Russians are Elite (C8.2).

G3: G2 + Add one T-34 M43 and a 9-1 armor leader to the Russian OB.

WP16 A Thorn in the Flesh
A3: A2 + Add a 6-5-8 squad and a hero to the German OB. 

A2: A1 + In the VC, change “all 4” to “3 or more” stone buildings.

A1:  The American 60mm OBA has scarce ammo.

G1: Add one 6-6-6 squad to the American OB.

G2: G1 + Add a 1-2-6 crew and a BAZ 44 to the American OB.

G3: G2 + Delete a 5-4-8 squad and the PSK from the German OB.

FrF65 War Ensemble
G3: G2 + Add a 4-5-8 squad and a Piat to the British turn 3 reinforcements.

G2: G1 + Delete the FT and one DC from the German on map OB.

G1: Add one 4-5-8 squad to the British on map OB.

B1: Add one 4-6-8 squad to the German on map OB.

B2: B1 + Delete a 2-2-8 crew and the 40L AA Bofors from the British OB.

B3: B2 + Add a Pz IVF2 to the German reinforcements.

BFP30 Melee Near the Coast
J3: J2 + delete a 4-4-8 squad from the turn 3 Japanese reinforcements 

J2: J1 + add a 2-2-7 crew and MMG to the Chinese at-start OB

J1: delete the 2-3-7 HS from the Japanese at-start OB

C1: The Japanese SAN is 4

C2: C1 + add a 8+1 leader and 2-3-7 HS to the Japanese at-start OB

C3: C2 + delete a 4-4-7 squad from the turn 4 Chinese reinforcements 

SP180 Encircle This!
G3: G2 + Add a 2-2-8 crew and 57LL ATG to the Russian OB.

G2: G1 + Delete a 4-6-8 squad and LMG from the German on-map OB.

G1: Add 6 ? counters to the Russian OB.

R1: Add two DCs to the German at start OB.

R2: R1 + Delete the armor leader and a MMG from the Russian OB.

R3: R2 + Add a SPW 251/1 and a 4-6-7 squad to the German reinforcement group.
Round 3

ESG104 Pulverized
R3: R2 + Add a Marder III(t)M and a 9-1 armor leader to the German turn 1 group.

R2: R1 + Delete one T-70 tank and the armor leader from the Russian OB.

R1:  Increase the German SAN to 4

G1:  Add a HMG to the Russian 6-2-8 group.

G2: G1 + Delete a 50mm MTR and the 7-0 leader from the German OB.

G3: G2 + Add a SU-122 to the Russian OB.

SP95 Burn Gurkha Burn!
G3: G2 + Add a 4-4-8 squad and a LMG to the Japanese on board group. 

G2: G1 + Delete a 4-5-8 squad from the Gurkha reinforcement group.

G1: Exchange one of the Japanese reinforcement 9-0 leaders with a 10-1 leader.

J1: Exchange the Gurkha 8-0 leader for a 8-1 leader.

J2: J1 + Delete a 2-2-8 crew and the HMG from the Japanese OB.

J3: J2 + Add a 4-5-8 squad and a hero to the Gurkha on map group.

AP89 To The Pain
J3: J2 + Add a 4-5-8 squad to the British OB.

J2: J1 + In the VC change 12 to 14 CVP.

J1: Increase the game length to 7-1/2 turns.

B1: The Japanese turn 4 reinforcement group enters on/after turn 3.

B2: B1 + Increase the Japanese SAN to 5.

B3: B2 + Add a 4-4-8 squad and one DC to the Japanese on map group.

KE19 Bitter Reply
G3: G2 + Add a 9-1 armor leader, an 8-1 infantry leader, and a BAZ 44 to the American OB.

G2: G1 + Add a 6-6-7 squad to the American OB.

G1: Delete the 8-0 leader from the German OB.

A1: Delete one BAZ from the American OB.

A2: A1 + Add a 5-4-8 squad to the German OB.

A3: A2 + Add a Stug 42 to the German OB.

ESG109 Backs to the Wall
B3: B2 + Add one sIG IB to the German at start OB.

B2: B1 + Delete a 4-5-7 squad from the British at start OB.

B1:  Add a 2-4-7 HS and one ATR to the German at start OB.

G1: Add a 4-4-7 to the British at start OB.

G2: G1 + Delete the HMG from the German OB.

G3: G2 + Add a 2-4-7 HS and a hero to the British turn 3 reinforcements.

Round 4

FrF67 Collecchio
G3: G2 + Add a 9-1 leader and a DC to the American OB.

G2: G1 + Delete one 5-4-8 squad from the German OB.

G1: Exchange two 6-6-6 squads for 6-6-7 squads in the American OB.

A1: Exchange two 4-3-6 squads for 4-4-7 squads in the German OB.

A2: A1 + Add one 4-4-7 squad to the German initial OB.

A3: A2 + Exchange the 10-2 leader for a 8-0 leader.

FT170 The Road to Juniville
F3: F2 + In the VC change 20 VP to 18 VP and the exit requirements to 6 EVP of personnel.

F2: F1 + Delete a R35 from the French OB.

F1:  Exchange three 4-6-7 squads with 4-6-8 squads in the German OB.

G1: Exchange two 4-6-8 squads with 4-6-7 squads in the German OB.

G2: G1 + Add a R35 to the French initial OB.

G3: G2 + Exchange the SPW 251/1 for a motorcycle counter.

J147 Into the Grinding Mill
J3: J2 + Delete the 9-1 armor leader and one tank from the Japanese reinforcements.

J2: J1 + Chinese reinforcements enter on turn 2.

J1: Exchange two 4-4-8 squads for 3-4-7 squads in the Japanese OB.

C1: The Chinese SAN is 3.

C2: C1 + Add a hero and one FT to the Japanese OB.

C3: C2 + Delete two trench counters and the HMG from the Chinese OB.

J141 Riding with the King
G3: G2 + Increase the game length by one full turn.

G2: G1 + Reduce the German SAN to 4 and exchange the Russian 7-0 leader for a 9-1 leader.

G1: Add one Sherman III(a) to the turn 1 Russian force.

R1: Add one 4-6-8 squad and a LMG to the German at start OB.

R2: R1 + Delete one M17 MGMC(a) halftrack from the Russian OB.

R3: R2 + Add a Stug IIIG to the German turn 1 reinforcements. 

ESG106 Splatter Spray
I3: I2 + Delete a 3-4-7 squad and the MMG from the Italian OB.

I2: I1 + Exchange one of the American 8-1 leaders for a 9-2 leader.

I1: Delete the first sentence of SSR2 (no HIP).

A1: Replace two 6-6-7 squads with two 6-6-6 squads in the American OB.

A2: A1 + Add two 3-4-6 squads to the Italian OB.

A3: A2 + In the VC replace 13 with 15 buildings.
Round 5

SP227 Party Boys
G3: G2 + Add a 2-4-8 half squad and a Piat to the Canadian OB.

G2: G1 + Delete the armor leader and the MMG from the German OB.

G1: Add a DC to the Canadian OB.

C1:  Delete the hero and two ? counters from the Canadian OB.

C2: C1 + Add a 6-5-8 squad to the German OB.

C3: C2 + In the VC, change 5 VP to 4 VP.

ESG12 Roadkill
A3: A2 + Add a 4-6-8 squad and PSK to the German 462 Infantry Division.

A2: A1 + SSR 5 is NA.

A1: Exchange the MMG for a HMG in the German OB.

G1: Exchange two 6-6-6 squads for two 6-6-7 squads in the American OB.

G2: G1 + Delete a 4-4-7 squad and a LMG from the German OB.

G3: G2 + Add one M24 to the 87th Recon Armored Cavalry.

RPT72 Yangtze Doodle
J3: J2 + Add a 4-4-7 squad and a LMG to the Chinese group setting up north of hexrow EE.

J2: J1 + Exchange the Chinese MMG for a HMG.

J1: Exchange two 4-4-8 squads for two 4-4-7 squads in the Japanese turn one reinforcements.

C1: Delete the Chinese hero.

C2: C1 + Exchange the two 4-4-7 squads for two 4-4-8 squads in the Japanese OB.

C3: C2 + Add a 4-4-8 squad to the Japanese turn one reinforcements.

FT174 Green Berets
G3: G2 + In VC change 10 VPs with 8 VPs.

G2: G1 + Delete a 4-6-7 squad from the German turn 5 reinforcements.

G1: Add one hero to the initial on-map British OB.

B1: Exchange one 4-3-6 squad with one 4-6-7 squad in the initial on-map German OB.

B2: B1 + Delete the 3-3-8 half squad and one DC from the initial on-map British OB.

B3: B2 + Add a 4-4-7 squad and a fortified building location per SSR 4 to either German group.

FrF64 No Time to Bleed
R3: R2 + Delete a 2-2-8 crew and the 76L ART from the Russian OB.

R2: R1 + Add one 6-5-8 squad and a LMG to the German on-map OB.

R1: Delete one T-34 M41 from the Russian OB.

G1: Delete one 6-5-8 squad from the German OB.

G2: G1 + Exchange the 76L ART for a second 85L AA gun in the Russian OB.

G3: G2 + Exchange one Pz VD for one Pz IVH in the German OB.
Any Round

SP218 Varosliget Park
R3: R2 + Add a 4-4-7 squad and a FT to the Hungarian OB.

R2: R1 + Delete the HMG from the Romanian OB.

R1: Add a 3-4-7 squad to the Hungarians OB.

H1: Exchange one Romanian 8-0 leader for a 8-1 leader.

H2: H1 + Exchange the Hungarian 9-2 leader for a 9-1 leader.

H3: H2 + Add a trench counter and a 5-3-7 squad to the Romanian OB.

AP84 Double Trouble
J3: J2 + Exchange the British 9-1 leader for a 9-2 leader.

J2: J1 + Add one 4-4-7 squad to the British OB.

J1: In the VC change 5 to 4.

B1: Add one LMG to the Japanese OB.

B2: B1 + Delete the first sentence of SSR 2. 

B3: B2 + Exchange the Japanese 8-0 leader for a 9-1 leader.

WO14 For Pride’s Sake
J3: J2 + Delete one Type 97B tank from the Japanese OB.

J2: J1 + Delete one 4-4-7 squad from the Japanese OB.

J1: Add one 3-4-7 half squad to the American OB.

A1: In the VC change 20 to 18.

A2: A1 + Delete one MMG from the American OB.

A3: A2 + Delete one M8 armored car from the American OB.

FB10 Return of the Black Company
A3: A2 + Add a T34 M43 and a 9-1 armor leader to the Russian OB.

A2: A1 + Delete a 4-6-8 squad from the Axis OB.

A1: Add a 1-4-9 hero and a DC to the Russian OB.

R1: Add 6 AP minefield factors to the Axis OB.

R2: R1 + Delete a 5-2-7 squad and a LMG from the Russian OB.

R3: R2 + Add a fortified building location and 4-4-7 SS squad to the Axis OB.

FB12 The Black Ravens are Flying
A3: A2 + The Axis receive zero purchase points on turn 3, but may still spend any carryover.

A2: A1 + The Axis SAN is 3.

A1: The Russians receive 4 purchase points on their first turn.

R1: Add 6 AP minefield factors to the Axis OB.

R2: R1 + The Russian SAN is 3.

R3: R2 + The Russian receive zero purchase points on turn 3, but may still spend any carryover.

126 Commando Schenke
G3: G2 + Add a 4-4-7 squad and a LMG to the Russian OB.

G2: G1 + Add a 9-1 leader to the Russian OB.

G1: Add a 5-2-7 squad to the Russian OB.

R1:  Add a 4-6-7 squad to the German Infanterie Regiment 505.

R2: R1 + Extend the game length one full turn. 

R3: R2 + Add a 8-3-8 squad and a DC to the Sturmabteilung 530.
