
 

STRIKE FOR BERLIN 1920 

 

SCENARIO: War for the Eastern Marches 1919 

 

This scenario for the alternate-history game Strike For Berlin follows up yet another piece of alternate 

history. In December 1918, a general revolt across “Greater Poland” (mostly the territory known as the 

Grand Duchy of Posen to the Germans and the Voivodeship of Poznan to the Poles) led to confused 

fighting between German regular and paramilitary Freikorps units and Polish insurgents and portions of 

the Polish National Army. A ceasefire imposed by the Entente in mid-February 1919 confirmed the 

Polish occupation of most of the area and contributed to the decision to award this and other areas to 

Poland under the Treaty of Versailles in June 1919. 

 

In history, the Germans were disadvantaged in the initial revolt because most of Germany was in chaos 

and revolution, and trustworthy forces were needed to secure order and save the government in Berlin. 

But what if the November Revolution had been settled faster, or if the government was on a more 

secure footing generally, and decided to buck the Entente-imposed ceasefire and fight again for Greater 

Poland, while the Polish main effort was diverted to the east in Galicia? 

 

This scenario uses the rules, counters and map for Strike for Berlin. The directions for this scenario are 

written as additions, changes or deletions to the original rules. 

 

1.0 INTRODUCTION 

 

War for the Eastern Marches 1919 is an alternate-history scenario for Strike for Berlin 1920. It 

presupposes that the Polish Army has taken advantage of the November 1918 revolution in Germany to 

instigate the December 1918 rebellion in Greater Poland and forced a withdrawal of German forces 

from both Greater Poland and West Prussia. In March 1919, the German Army decides to retake its 

“Eastern Marches” (prewar territories) by force. The action stretches from the beginning of March 1919 

to a second Entente-imposed ceasefire some time in May, 1919 (so, 8-12 turns): whoever is in 

possession of the majority of this contested territory at this time will have a stronger claim in the 

ongoing negotiations. 

 

The game is for two players, the German player and the Polish player. 

 

2.0 GAME COMPONENTS, CONCEPTS, DEFINITIONS AND ABBREVIATIONS 

 

2.2 Counters 

This scenario uses the following counters from Strike for Berlin: 

• Germany: all Freikorps brigades (26), all HQ units (4). Optionally some of the Reichswehr 

divisions (13.81). 

• Poland: all Soviet Red Army HQ units (2), all Soviet Red Army brigades (13), all Polish Red 

Army brigades (8), all Spartacist brigades (7) and all Polish National Army brigades (8). 

Optionally some of the Soviet Red Army divisions (13.81). 

• Both players will begin the game with a few Asset Points (white counters). These are generally 

not replaceable during the game. 

• Note that though all counters are represented as brigades, many of them actually represent 

somewhat smaller regiment-size units, or collections of battalion-size units. 



 

2.23 Definitions. 

Control = at the beginning of the scenario, the Polish player is assumed to control all hexes in Poland, 

Greater Poland, and West Prussia (which includes the area of Danzig). The German player controls all 

hexes in Germany and East Prussia. 

Greater Poland = this is the section of the map labelled “Poland (prewar Germany)” that is south of 

the Netze River. It contains the city of Posen (Poznan, when under Polish management). 

Poland = for purposes of this scenario, “Poland” is the area of Poland to the east of Greater Poland and 

West Prussia (marked to the west by the gray border line which marks the pre-1918 frontier). (Note that 

there is some action in southern Silesia, off map to the south; random events during the game may take 

or give units to either player.  Also note that the map artist applied the label “prewar Germany” to 

both zones by mistake; when we say “Poland”, we are talking about the eastern of the two sections of 

Poland.) 

Polish Armies = there are several forces comprising the sum of the units operated by the Polish player: 

• Greater Poland Army: This force was technically separate from the Polish National Army (but 

was integrated into it during the summer of 1919). These are represented in the game by the two 

HQ and 13 brigade counters of the Soviet Red Army. 

• Territorials: These second-line forces were organized from among returned veterans and 

conscriptable males living in Greater Poland. These are represented in the game by the eight 

Polish Red Army brigades (each brigade is a collection of battalions). 

• People’s Guard: essentially an upgraded police force, these units were the first to rise up in late 

1918 to seize control in Greater Poland. These are represented in the game by the seven 

Spartacist brigades (again, a collection of small formations). 

• Blue Army: These units arrive later in the game after being lifted by elements of the French 

fleet from bases in France and deposited in Danzig. These are represented in the game by the 

eight Polish National Army brigades. (Note: at this time, the Polish Army’s main attention is 

focused on the situation in Ukraine, Galicia and Byelorussia and the main body of the Blue 

Army is diverted to this front. The units in this game represent elements of the 3rd, 6th Rifle and 

Training Divisions of the Blue Army, plus a detachment from the 1st Tank Regiment.) 

Prewar Germany = for purposes of this scenario, there is no prewar Germany, only Greater Poland 

and West Prussia (which includes Danzig). 

West Prussia = This is the section of the map labelled “Poland (prewar Germany)” that is north of the 

Netze and Vistula Rivers. It contains the towns of Bromberg and Thorn (Bydgoszcz and Torun, when 

under Polish management) and the city of Danzig (Gdansk). 

 

3.0 SEQUENCE OF PLAY 

 

The Polish player will use the red Operations markers and the red side of the Revolt markers. 

 

4.0 RANDOM EVENTS PHASE 

 

Use the Random Events table supplied for this scenario. 

 

5.0 POLITICAL RULES 

 

5.1 Morale Levels. 

Each side’s Morale is affected only by: 

• such Random Events that may be rolled; 



• capturing towns or cities from the enemy in Greater Poland or West Prussia; and 

• losing HQ units in combat, or losing 3 or more steps in an E or DP! combat result 

 

5.2 Revolts. 

If a Revolt is indicated in Greater Poland, the marker will be placed red side up by the Polish player 

(since this was a Polish majority area); if in West Prussia, white side up by the German player (since 

this was a German majority area). Unlike in Strike for Berlin, Revolt markers may be placed in any 

vacant non-forest hex in these areas. The hex is now considered under the control of the player who 

placed it, but it does not have any units placed with it, nor does it generate any units as in the original 

game. The marker counts as an opposing unit in a hex for purposes of preventing a retreat into its hex, 

and to block Railroad Movement. The marker is removed the instant any unit (friendly or enemy) 

occupies its hex in the course of Overland Movement or advance after combat. 

 

6.0 REINFORCEMENT/REPLACEMENT PHASE RULES 

 

6.1 Reinforcement Steps. 

• In this scenario, Morale is not used to determine the reinforcement steps each side receives. 

• The German player receives 3 Freikorps reinforcement steps per turn. 

• The Polish player receives 2 Greater Poland Army reinforcement steps per turn. These steps 

may also be used to buy Territorial or People’s Guard units. Blue Army units may not be bought 

with reinforcement steps. 

 

6.11 Polish Player Reinforcements. 

• Greater Poland Army units or AP appear in or adjacent to any hex or hexes occupied by a 

friendly HQ unit that is in supply or at any railroad hex on the eastern edge of the map. 

• Territorial and People’s Guard units may appear as above, or they appear in town or city hexes 

in Greater Poland that are not occupied by enemy units, but no more than one per hex. 

 

6.111 Arrival of the Blue Army. 

• Starting April I, up to 3 Blue Army brigades per turn may appear at Danzig if and only if the 

city is currently under Polish control. One Armor AP may enter with any group of brigades 

(also, the optional HQ unit may appear with any group; see 13.4). 

• The units may temporarily violate the stacking limit in Danzig, but if the city is still overstacked 

at the end of the Recovery Phase the Polish player must remove units of their choice from the 

city to the appropriate pool until the hex contains a legal number of units. 

 

6.12 German Player Reinforcements. 

• Reichswehr divisions (if using) and HQ units or AP appear in or adjacent to any hex or hexes 

occupied by German HQ units that are in supply, or at any railroad hex on the western edge of the 

map. 

• Freikorps brigades appear at HQ units or railroad hexes as above, or they appear in town or city 

hexes in West Prussia that are not occupied by enemy units, but no more than one per hex. 

 

6.2 Replacement Steps. 

There are no replacement steps in this scenario (the AF losses in each turn are low enough they would 

normally not be generated anyway; just don’t bother calculating it). 

 

6.3 Replenishing Reduced Units. 



Divisions (if using optional rule 13.81) may not be replenished during the game. 

 

6.4 Asset Points 

AP may not be bought with reinforcement steps unless a Random Event permits it that turn. 

 

6.6 Hexes in Revolt (cancelled) 

 

7.0 OPERATIONS: MOVEMENT 

 

7.3 Movement Restrictions. 

This scenario is assumed to be a limited conflict restricted to Greater Poland and West Prussia (which 

includes the area of Danzig). Therefore, Polish player units may not enter Germany, and German player 

units may not enter Poland. 

 

8.0 OPERATIONS: COMBAT 

 

Cadre Levels 

 

German player units: 

Freikorps: 1 

Reichswehr divisions (if using): 2 

 

Polish player units: 

People’s Guard, Territorials: 0 

Greater Poland Army: 1 

Blue Army: 2 

 

10.0 SUPPLY RULES 

 

• The German player traces a chain of connected railroad hexes to the western side of the map 

(and yes, forces in East Prussia are still out of supply unless there is an overland link to 

Germany – in this case, the French and British fleets are interfering with shipping in the 

Baltic). 

• The Polish player traces a chain of connected railroad hexes to Warsaw. 

• Greater Poland Army and Blue Army units must trace supply to a HQ unit. 

• Polish Territorial and People’s Guard units are always in supply. 

 

11.0 HOW TO WIN 

 

Players judge victory at the end of the final game-turn (this will be some time in the last five turns; see 

11.1). Victory goes to the player who controls the most town and city hexes, as in the original game, 

but only town and city hexes in Greater Poland and West Prussia are counted (therefore there is a total 

of 8 points to be won). A tie is a win for the Polish player. 

 

11.1 Entente Ceasefire 

Beginning turn 7 (April III), roll 1d6 in each Random Event Phase and keep a running total. The 

Random Event Phase where the total score is equal to or greater than the Game-turn number will be the 



last turn of the game. (The Entente is assumed to force a ceasefire on the two parties, so they can finish 

negotiating the Treaty of Versailles in peace.) 

 

12.0 SETTING UP THE GAME 

Consult the Setup Chart for this scenario. The Polish player sets up first. Place the Game Turn marker 

in the Aug I box (representing the first week of March, 1919). 

 

12.1 The First Turn 

• The German player is the first player to conduct an Operations Segment (pick a white 

Operations Chit deliberately from the Randomizer). 

• All German units are considered to be in supply in the first turn, no matter what their other 

circumstances. 

 

13.0 OPTIONAL RULES 

Do not use any optional rules except the following: 

 

13.1 Armored Trains. 

Either player may substitute Armored Train for Artillery APs on a one for one basis at the beginning of 

the game. 

 

13.4 Pilsudski. 

Either do not use, or for play balance have the Pilsudski HQ unit appear with any group of the Blue 

Army at Danzig (in this case the HQ unit actually represents General Haller, commander of the Blue 

Army in France; Marshal Pilsudski is busy on the eastern front). 

 

13.8 Alternate-Alternate-Historical Scenario and Deployment. 

In March 1919, the German government declared the creation of the Vorlaufige Reichsheer (Provisional  

Army) of 43 brigades from the demobilized German Army. This force would in turn become the 20-

brigade Ubergangsheer (Transitional Army) in September 1919, and finally the ten-division 

Reichswehr created in the summer and fall of 1920. As an alternative to the free-form setup in the 

Setup Chart, players may want to try this alternate to the alternate, where the clock and the tension are 

wound back a bit and both sides have to do a bit of scrambling at first. 

 

The German player sets up first according to this deployment, which gives a rough indication of where 

the brigades of the German Vorlaufige Reichsheer were historically placed as part of the Grenzschutz 

Ost (Eastern Border Defence), in the spring of 1919: 

• ArmeeOberKommando Nord: 

◦ I, XX Armeekorps, ReserveKorps: 1 HQ, 1 Artillery AP, 3 brigades (Allenstein) 

◦ XVII ArmeeKorps: 2 brigades (1 each in Danzig and Thorn) 

• ArmeeOberKommando Sud: 

◦ II ArmeeKorps: 1 HQ, 1 Artillery AP, 1 brigade (Stettin) 

◦ V ArmeeKorps: 1 HQ, 1 Artillery AP, 3 brigades (Frankfurt am Oder) 

◦ VI ArmeeKorps: 1 HQ, 1 Artillery AP, 4 brigades (Breslau) 

 

Force Unit Pool: 10 brigades (these are forces that could be detached from the rest of the Provisional 

Army in Germany, or stripped from the defence of East Prussia) 

 

The Polish player will set up second. 



Anywhere in Greater Poland: 1 HQ, 3 Greater Poland Army brigades, 5 Territorial brigades, 7 People’s 

Guard brigades. 

Anywhere in Poland: 1 HQ, 3 Greater Poland Army brigades, 3 Territorial brigades 

Force Pool: 6 Greater Poland Army brigades. The Blue Army may land in Danzig in groups as per 6.11 

in any turns when the Polish player controls the city. 

 

13.81 Unreconstructed Reichswehr. Allow the German player to create Reichswehr divisions with 

their Freikorps brigades and steps. Note that Reichswehr divisions have a Cadre Level of 2. Optionally, 

allow the Polish player to create Greater Poland Army divisions with their brigades and steps, along 

much the same lines: expend one Greater Poland Army reinforcement step and remove 2 Greater 

Poland Army infantry brigades or expend 2 Greater Poland Army steps, and choose a Soviet Red Army 

infantry division at random. 

 

13.11 Blue Army Alternate Routes 

In history, the units of the Blue Army crossed from France into Poland in the spring of 1919 via 

Germany, travelling in sealed trains. This was an alternative to the first plan to have them arrive in 

Danzig on French ships, something the Germans strongly opposed. In the context of this scenario we 

assume that the Blue Army arrives at Danzig on French ships anyway (if the port is under Polish 

control). But perhaps the Blue Army could have arrived in Poland via a southern route: across Italy, 

Austria and Slovakia by rail, or by ship to Rumania and then by rail to Poland. In this case assume that 

the Blue Army begins to arrive April I, in groups of up to 3 brigades per turn, but they arrive in Lodz 

instead of Danzig. 

 

CREDITS 
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SETUP CHART 

(Units are chosen randomly from those available. Polish player sets up first. Opening Morale = roll 6 + 2d6 two times, 

German player gets lower score) 

Force # bdes 

on map 

# bdes 

in pool 

Other Setup Area 

Reichswehr 0 0 4 HQ Reichswehr divisions not used unless using optional rule 13.81. 

Freikorps 26 0 4 AP Any hexes in Germany bordering West Prussia: 13 brigades (no 

more than 6 brigades may set up in East Prussia) 

Any hexes in Germany bordering Greater Poland: 13 brigades 

HQ may set up anywhere. AP should be 4 Artillery/ Armored Train 

(Germany was not permitted armor or aircraft). 

     

Greater Poland 

Army 

9 3 2 x HQ, 

3 x AP 

Anywhere in West Prussia: 4 brigades 

Anywhere in Greater Poland: 5 brigades 

HQ may set up anywhere. AP should be 1 Air and 2 Artillery/ 

Armored Train. Use Soviet Red Army counters, and optional 

divisions if using rule 13.81. 

Territorials 8 0 -- Anywhere in West Prussia: 5 brigades 

Anywhere in Greater Poland: 3 brigades 

Use Polish Red Army counters. 

People’s Guard 7 0  Anywhere in Greater Poland or West Prussia, in or adjacent to towns 

or cities. Use Spartacist counters. 

Blue Army 0 8 1 AP Enters game on or after April I turn, up to 3 random brigades per 

turn, at Danzig if under Polish control (optionally Lodz, see 13.11). 

AP should be Armor and may enter with any group of brigades (as 

may the optional Pilsudski HQ unit: 13.4). Use Polish National 

Army counters. See 6.11. 

 

 

RANDOM EVENTS TABLE 

Die Roll Event name and instructions 

11-16  No event. Lucky you. 

21-24  Revolt x 1.  Roll 1d6: 1-4 = Greater Poland, 5-6 = West Prussia. Polish or German player respectively may 

place one Revolt marker in any hex of the area that is not occupied by enemy units.  See rule 5.2. 
25-26  Revolt x 2.  1d6 twice and place two Revolt markers, as above. 

31-32  General Strike in Germany.  The German player chooses either not to receive any reinforcement steps this 

turn, or to have all HQ units be out of supply this turn. 
33-36  Surplus Equipment Deal. This turn only, both players may buy any amount of AP (to be still sort of 

historical about it, the German player should still be limited to Artillery or Armored Train AP). 
41-42  Refugees Flee.  Neither player may not use Railroad Movement in Greater Poland or West Prussia this turn 

(they may conduct RR movement in hexes outside of these areas, though).   

43-44  The East shall be ours!  Raise German Morale by 1 point. 
45-46  Rally to the Motherland!  Raise Polish Morale by 1 point. 
51-53  Silesian Stirrings.  The player with the higher Morale (choose randomly if tied) must immediately remove 2 

units of their choice from their forces; the Polish player may not remove Territorial or People’s Guard units. 
54-56  Silesian Standdown. Both players enter 1 Freikorps and 1 Greater Poland Army brigade from their 

respective pools as reinforcements (if no brigade available in the pool, no reinforcement). 
61-63  Galician Garrison.  The Ukrainian Army has launched an offensive on Lvov. The Polish player does not 

receive any reinforcement steps this turn and must choose one HQ unit to be out of supply. 
64-65  Logistics snarl-up in Germany.  The German player must choose one HQ unit to be out of supply this turn. 

66  Communique. A Strongly Worded Memorandum from the “Big Four” parties negotiating the peace treaty in 

Paris arrives in Berlin and Warsaw, indicating their desire that the two nations cease and desist. Both 

governments are too busy to read it. No game effect. 
 


