WWII: Barbarossa to Berlin High Tide Tournament Scenario
(Updated September 24, 2009)
21.1 Game Length

The High Tide Scenario begins with Turn 6 (Summer 42) and ends with Turn 11 (Fall 43) or Automatic Victory.

21.2 Set Up

The Allied Player sets up first. Units in brackets, e.g. [PAA Army] are set up reduced.

Allied Setup

British

Basra: 1 BR corps

El Alamein: BR [Desert Army], 1 CW [corps] 

Alexandria: 1 CW corps

Reserve Box: 1 BR corps

Eliminated Units Box: 1 CW Corps

Removed from the Game: 2 CW Corps  

Soviet Union

Leningrad: 3 armies

Tikhvin-Volkhov: [Leningrad Front], Volkhov Front, 2 [Shock Army]
Valdai: Northwest Front, 1 [Shock Army]

Kalinin: [Kalinin Front], 3 [Shock Army], 4 [Shock Army]

Mozhaisk Reserve Front, 1 army

Moscow: Level-1 Trench, 1 army, Stalin

Kaluga: West Front, 1 army

Tula: Level-1 Trench, Central Front

Ryazan: 1 army’

Elets: Bryansk Front, 1 army

Tambov: 1 army

Voronezh: Voronezh Front

Mikhaylovska: Steppe Front

Voroshilovgrad: SW Front (infantry)

Serafimovitch: Don Front, 5 Shock Army
Saratov: 1 army’

Stalino: 1 army

Stalingrad: [Stalingrad Front]

Baskunchag: 1 army
Rostov: South Front

Krasnodar: Caucasus Front

Armavir: 1 army

Sukhumi: 2 armies

Astrakhan: 1 army

Reserve Box: 5 armies

Eliminated Units Box: 4 armies

Removed from the Game: SW Front (Mech)

Axis Setup

Italy

Dnepropetrovsk: 8th Army

9 corps  One each in Turin, Rome, Naples, Taranto, Syracuse, Tripoli, Tobruk, Zagreb, Albania

Mersa Matruh 1 mech [corps]

Eliminated Units Box 1 corps

Hungary

Budapest: 3rd Army

Belgrade: 1 corps

Reserve Box: 1 corps

Kharkov: 2nd Army

Bulgaria

3 corps One each in Sofia, Plovdiv, Salonika

Romania

Bucharest: 1 corps

Odessa: 1 corps

Dnepropetrovsk: 3rd, 4th Armies

Reserve Box: 1 corps

Germany

8 corps  One each in Brest, Holland, Trondheim, Bergen, Oslo, Belgrade, Athens, Crete
Occupied France: [1st Army], [7th Army], 1 Pz corps

Mersa Matruh: [PAA Army]

Luga: 2 corps

Novgorod: 18th Army

Kholm-Demyansk: 16th Army

Rzhev: 9th Army

Vyazama: 3rd Pz Army

Smolensk: Trench 1

Bryansk: Trench 1 4th Army

Orel: Trench 1 [2nd Pz Army], 1 corps

Kursk: 4Pz Army, 2nd Army, 1 corps

Kharkov: 6th Army, 1 Pz corps

Melitopol: 1 Pz Army, 17th Army, 1 SS Pz corps

Kerch: 11 Army

Reserve Box: 3 Pz corps, 3 corps

Eliminated Units box: 2 Pz corps

All spacs in the Soviet Union west of the Axis front line are Axis controlled. Buq Buq, Sidi Sulemein are Axis controlled. The Allied Tobruk Trench is eliminated. The Sevastopol fort is destroyed.

Neutral Setup as per 20.1 Campaign Scenario

Turn Record Track markers: 

Turn 1: Barbarossa

Turn 2: OKH Conference, Industrial Evacuation, Sorge

Turn 3: Taifun, Hitler Declares War

Turn 4: Hitler Takes Command, Partisans

Turn 5: Speer, Lend-Lease, U.S. Build Up

Tun 6: Game Turn, Fall Blau, Allied Invasions, Industrial Evac. Tank Armies

Turn 7: Total War Begins

Turn 10: Industrial Evac. +1 Card

The scenario begins with the first Axis round of Turn 6. The Axis player must play the Fall Blau event. The Axis player may place 3 Standfast Markers on eligible Soviet Spaces (Stalin Orders). The Axis player has No Orders this turn.

The following Axis * Event Cards have been played and are removed from the game: 1,3,4,7,8,9,14,16,22,23,24. Deal the Axis player 6 cards from the remaining Blitz deck. Fall Blau has been played as the first round of the scenario.
The following Axis Total War cards are assumed to be at the bottom of the combined deck after TW cards are dealt in, and are not used in this scenario: 36, 44, 45, 52, 54, 55.

The following Allied * Event Cards have been played and are removed from the game : 2, 5,7,9,11,13,1419,24. The following Allied Total War cards are assumed to be at the bottom of the combined deck after TW cards are dealt in, and are not used in this scenario: 32, 33, 35, 42, 44, 48, 51.

How to Win:

The Axis player wins by achieving an Automatic Victory, or by avoiding the Allied Victory Conditions. The Axis player begins the scenario with 15 VP.
The Allied player wins if the Axis player fails to reach 17 VP before the play of Totaler Krieg, fails to play Totaler Krieg, or has fewer than 30 VP at the end of Turn 11.

