
Kursk Patch 4.02 Changelog 

Bug Fixes 

• Replaced MCI Audio with DirectSound on the Splash Screen. 

• Prevented CTDs caused by "classic" toolbar settings being left in the registry. 

Enhancements 
• Implemented changes to the game architectures in readiness for AI upgrades. 

Content Changes 
• Various minor OOB & scenario changes. 

 

Kursk Patch 4.01 Changelog 

Bug Fixes 

• Fixed an issue where assaults could be initiated with insufficient movement points. 

• Fog of war reveals between turns have been corrected. 

• Supressed an error message in when playing a PBEM campaign in cp_start. 

Enhancements 
• Implemented new Dynamic Toolbars for the Main Program. 

• Implemented Settings > Action Speed. 

• Removed A/I > Fast A/I Processing. Replaced by Action Speed. 

• Implemented View > Roaming Mode. 

• Implemented Units > Arrived > Place All. This mirrors the setting in Panzer Campaigns where 

all arrived units can be placed en masse. 

Content Changes 

• Updated Scenario briefings. 

Kursk Patch 4.00 Changelog 

First Wargame Design Studio Release 

Enhancements 

• The Alternative Assault Resolution (AAR) optional rule has been ported from Panzer 

Campaigns. The AAR rule has been adjusted so that Bunkers, Pillboxes and Forts are not 

considered hard targets for assaults. All units use their assault values rather than their hard 

values when attacking a fortification. This rule is on by default. 

• Revised the indirect fire algorithm to not scale down firepower when adjusting for target 

stacking sizes below that of half the maximum allowable stacking size. 

• Weather is now determined per turn, rather than once per day. If programmed weather is 

elected in the optional rules, weather will change within the programmed values. 



• Storms are now determined per turn, rather than once per day. If programmed weather is 

elected in the optional rules, storms will change within the programmed values. 

• Replacement and Recovery rates are now enabled. The code was directly ported from 

Panzer Campaigns and works the same as in that series. 

• The Frozen Penalty was adjusted to reduce the impact on movement rates. 

• The Frozen Penalty is now halved in terms of adjusting the defense value of units occupying 

a Bunker or Pillbox. 

• Minor PDT adjustments 

• Terrain graphical enhancements will change feature graphics if the ground condition is snow 

or frozen. 

• Other graphical changes are included such as revised river hexsides and marsh. 

• Scenario Descriptions can now have carriage returns allowing paragraphing. 

Kursk Patch 1.03 Changelog 

Enhancements 

• New variable objective victory points. See the User manual for more information. 

• Revisions to AI behaviour. 

• New scenario selection screen. In some cases, on high resolution screens we have seen 

occasional corruption. If this is the case, use the included shortcut; bon - Legacy Selection 

Screen. 

• Newly implemented:  Shortcut key; press TAB and hold to show the Alternative Unit and 

Terrain information. Press TAB and Space to keep the Alternative information showing. Press 

TAB again to revert. 

• Newly implemented:  View > Map Slopes. 

• Newly implemented:  Settings > Scrolling, Settings > Hex Highlights, Settings > Map 

Contours. 

• Newly implemented:  Settings > Cursor > Small / Standard / Large    

• Minor revisions to the assault icons used on the tool bar 

• Updated General Help guide with a revised layout and additional information.  

• Updated User guide with a revised layout and additional information. 

• Updated icons for the game and editor exes. 

• New sound suite based off the revised captures used in the Panzer Campaigns Gold series. 

Graphics Changes 

• All new ground terrain based off the new Crete terrain from Battles North Africa 1941. 

• New airfield graphics (not used). 

• New on-map objectives to cater for variable VPs. 

• National Flags added to the unit boxes. Version without the flag are included as options. 

PDT Changes 
• New values for Wadi and Paddy (set to 0) as these graphics were used for the new airfield 

graphics. 



Map Changes 

• Map has been updated with a lot of additional detail by Chris Maiorana. The focus is on the 

areas that the major scenarios are played on. 

Order of Battle 

• Corrected the movement rate for the British Airborne Brigade HQ's. Rate changed from 

motorised to foot. 

Scenario Updates 

• New scenario; #0712_05 Tolstoye Woods_1 - Tolstoye Woods: The Russian Assault. By Alan 

Arvold. 

• New scenario; #0712_06 Hill 237_9. By Alan Arvold. 

• New scenario; #0712_07 Hill 241_1. By Alan Arvold. 

• New scenario; #0712_08 Hill 233_3. By Alan Arvold. 

• New scenario; #0713_01 Tolstoye Woods_2 - Tolstoye Woods: The German Reply. By Alan 

Arvold. 

• New scenario; #0713_02 Hill 235_3 - July 13 - Hill 235.3 The Next Day. By Alan Arvold. 

• New scenario; #0714_01 Tolstoye Woods_3 - Tolstoye Woods: Birds of Prey. By Alan Arvold. 

• New scenario; #0714_02 Pravorot - July 14 - Pravorot: The Last Chance. By Alan Arvold. 

• New scenario; #0715_01 Tolstoye Woods_4 - Tolstoye Woods: The Russian Withdrawal. By 

Alan Arvold. 

Kursk Patch 1.02a Changelog 

Bug Fixes 

• Fixed the File Selection sort New by Length bug. 

• Fixed the campaign save file load bug. 

• Fixed Classic Small & Standard Small toolbar wrap at 1024x768 screen resolution. 

• Contours & Labels settings now auto-saved on game exit. 

Kursk Patch 1.02 Changelog 

Bug Fixes 

• Adjusted reporting for air attacks 

• Corrected hex stack reporting when a wreck is in the hex     

• Corrected a crash bug when the last man/gun/vehicle is destroyed by defensive fire 

• Corrected a fog of war bug when right clicking 

• Included a check that all off board artillery is not placed on the map. 

• Any fixed unit that is fired on will now instantly un-fix 

• Units could use a bridge while in travel mode to enter an obstacle and then exit the hex, 

rather than lose their whole movement allowance. This has been corrected and units will 

now lose all their movement points if they move into an obstacle hex 

• Engineer units were in some cases isolated when in a minefield - this should no longer occur 



• Engineer units will not clear a minefield in a turn that they recover from disruption 

• Adjacent engineers no longer remove isolation for units in minefields 

• Off map artillery was not firing during the defensive fire phase - this will now occur at the 

same frequency as on map artillery 

• Engineers that attempt to damage a bridge or AT ditch will reveal themselves if currently 

concealed 

• Units can no longer combine if in mismatched travel modes 

• File mismatch due to different encryption setting during PBEM - fixed 

• Campaign auto-advance on wrong password entry – fixed 

Enhancements 

• Newly implemented:  View > Map Elevations, View > Map Coordinates, View > Map Combat 

Modifiers. 

• Optional Zoom to hotspot – Settings > Center Zoom on Hot Spot 

• New parameter file entry - Fatigue factor. Used for scaling fatigue accumulation. Set at 2.0 

for Normandy & Kursk. Will be 3.0 for future titles to match the fatigue calculations in 

Panzer Campaigns. 3.0 is the more appropriate value to use, but none of the Kursk & 

Normandy scenarios were tested with the higher value 

• New on counter broken and disrupted markings - visible when stacked and unstacked. 

• New Getting Started documentation, including Campaign Primer and Terrain & Combat 

tables 

• Updated General Help guide with a revised layout and additional information.  

• Updated User guide with a revised layout and additional information. All manuals are a work 

in progress and will continue to be rationalised over time. 

Order of Battle 
• Corrected Soviet 27 76mm Gun btty (hs) causing scenario crash 

 

Graphics Changes 
• New -small- terrain features. All files are under \Maps\ Terrain Small. Copy all the 8 files into 

the map directory and overwrite the existing. To revert to the graphics released in Patch 

1.01, copy the files out of \Maps\ Terrain - Default directory back into the Map directory. To 

revert to the graphics released in the original game, copy the files out of \Maps\ Terrain - 

Original directory back into the Map directory 

• New Cover art. Various versions available in the \Screen directory 

Map Changes 

• Alternate small map graphics included 

User Interface Changes 

• New Shortcut keys 

• New Toolbar Icons in traditional and standard configuration. Small, Medium and Large 

versions also available for each. 



• File/folder reorganization, with creation of the following new folders:  Data (.oob & .pdt 

files), Logs (.log files), Manuals (.pdf files), Saves (.bt? files), Scenarios (.scn, .map files etc.), 

Screens (various game .bmp files). 

• New logging system (with various .log files in the new Logs folder), to assist in game testing, 

and identifying and fixing bugs. 

Kursk Patch 1.01 Changelog 

Bug Fixes 

• AA range calculation fixed – it was quartering the impact 

• HQ’s & Naval units will now save movement points when save movement cost is selected 

• Isolation determination phase adjusted; corrected a phasing issue for engineers clearing 

minefields.  

• Removed undiscovered minefields showing on the jump map. 

• Corrected railroad unit’s inability to move through stacks in a railroad hex. 

• Fixed a defensive fire issue where indirect firing units were immune to defensive fire when 

the artillery dialog was open. 

• Passengers that disembark from a fixed vehicle/carrier will become fixed. 

Enhancements 

• Hard Fire modifier added to the PDT to allow scaling of combat results 

• Elevation modifier in the PDT additionally has an inverse relationship when a unit fires at a 

unit at a lower elevation. Please note this modifier is per elevation differential. 

• Ability to highlight reconnaissance units. Menu View\Highlight\Recon units 

• Revised Fog of War. The first X strength of an enemy unit’s strength is shown if they are in a 

clear hex (or hex with + defensive value such as beach, shallow or water). Showing the first X 

means single value units would show their exact strength, double digit; #X and triple digit; 

#XX. The rationale is at this scale unit numbers would be able to be approximated in hexes 

without cover. Fortifications (IP, Trench, Bunker, Pillbox) are considered cover for the 

purposes of this rule. 

• Breakdown percentages quartered in the PDT file (1 for both sides). 

• AOF orders revised so that individual unit orders will always override global orders. 

Resetting global orders will reset all individual orders. 

Graphics Changes 

• Nato Symbol for M3 Stuart corrected. 

• HQ Symbols removed from vehicular HQ’s 

• New top down graphics for all units. 

Map Changes 

• Optional terrain, features & symbols files included (see appendix at the end of changelog) 

Scenario Updates 
• New scenario; #0708_07 Gresnoye by Jeff Connor 



Scenario Changes 
#0704_01 Gertsovka  

• Additional AI hold orders included 

• All Soviet units begin in fixed status. 

• +2 turns to 12 turns long 

• VP’s dropped by 10 for each victory level 

• New supply source in NE corner 

• Supply source in (5,4) removed 

#0704_01a Gertsovka  

• Additional AI hold orders included 

#0705_02 Hill 228.6 

• +2 turns to 12 turns long  

• Air support added for Axis 

• Remainder of II./SS-PzGr.Regt.2 LAH enters on turn 6 

#0705_03 III PzK - July 5: The Right Flank 

• HQ in hex (43,46) moved to hex (48,46) 

#0705_04 Krutoy Log - 7th Panzer through the Marshes (HTH & AI versions) 

• HQ in hex (29,2) moved to hex (34,2) 

#0705_05 Solomino - Swamp Tigers 

• Victory points dropped by 5 per level 

#0705_06 XXXXVIII PzK - July 5: The Left Flank 

• Units in Hex (21,21) rearranged to (18,20) & (21,19). Hex (21,21) is now a minefield. 

• Hex (11,12) now a Bunker 

• Objective moved from (21,21) to (21,19). 

• Breaks in the anti-tank ditch between (29,22) to (40,20) corrected. 

• Anti-tank guns adjusted (various hexes) 

#0705_07 Korovino - Clear the Hill (HTH & AI versions) 

• Units in Hex (21,17) rearranged to (18,16) & (21,15). Hex (21,17) is now a minefield. 

• Hex (11,8) now a Bunker. 

• Anti-tank guns adjusted (various hexes) 

#0705_08 Cemetery - Where the Panthers come to die 

• Units in Hex (5,9) rearranged to (2,8) & (5,7). Hex (5,9) is now a minefield. 

• Objective moved from (5,9) to (5,7). 



• Breaks in the anti-tank ditch between (13,10) to (15,10) corrected.  

• Anti-tank guns adjusted (various hexes) 

#0706_01 II SS PzK - July 6: Breakthrough! 

• Number of turns increased from 28 to 35 

• Victory points increased by 300 for each victory level 

• Hexes (28,90), (32,89) & (46,82) now fixed 

• Totenkopf withdrawals changed to 50% chance from 1200 

• Incorrect Totenkopf withdrawals corrected 

• Soviet artillery at (16,48), (31,48), (31,49), (32,47), (36,55), (48,57), (49,58), (50,58), (65,38), 

(65,39), (67,39), (70,48) now unfixed. 

• Soviet front line battalions release on contact with the enemy. This is determined on a 

battalion by battalion basis. 

• AT Ditch breach added in hex (44,99)  

#0706_02 Shuravlivny Woods - 155th Guard's Last Stand 

• Added a hasty minefield to hex (15,5) and obstacles to (16,5) 

• AT Ditch added between hex (0,7) & (19,15)  

#0706_03 Yakovlevo - Breaching the Second Line 

• Soviet artillery at (10,13), (25,13), (25,14), (26,12), (30,20), (42,22), (43,23), (44,23) now 

unfixed. 

• Victory location in (25,16) moved to (18,13). The German player has to commit to the high 

ground on the left flank.  

• Soviet front line battalions release on contact with the enemy.  This is determined on a 

battalion by battalion basis. 

• Axis smoke allocation adjusted to 20 fires. 

• 1st Guards Tank Brigade armored car in hex (25,16) is removed and now controlled as a 

strategy option allowing the Soviet player to choose its starting location. This removes some 

certainty for the German. 

#0706_04 Nechaevka - Das Reich's Full Force 

• Soviet artillery at (29,3), (29,4), (31,4), (34,13) now unfixed. 

• Soviet front line battalions release on contact with the enemy. This is determined on a 

battalion by battalion basis. 

• Axis smoke allocation adjusted to 20 fires. 

• All German StuG’s unfixed. 

#0706_05 Pokrovka 

• Full TRENCH in hexes (19,16), (19,17), (20,15) 

#0706_07 Nepkhaevo - The Meeting Engagement 



• Victory point value in hex (7,1) reduced to 50 from 100. 

• Minor adjustments to the Soviet setup. Hex (24,11) and environs. 

#0707_01 III PzK - July 7: If at First You Don't Succeed... 

• Corrected mis-stacked units in hexes (34,34), (34,37). 

#0707_02 Batratskaia Dacha - The House on the Hill 

• Corrected mis-stacked units in hexes (8,9) and (8,12). 

#0707_03 Iastrebovo - A Tale of No Crossings (HTH & AI versions) 

• +2 turns to 9 turns long  

#0708_01 Voronezh Front - July 8: While the Cats Away... 

• Repositioned  Soviet Katyusha  batteries in hex (52,30) 

• Minor adjustments to German setup 

#0708_03 Kalinin - The Northern Attack (HTH & AI versions) 

• Repositioned  Soviet Katyusha  batteries in hex (52,30) 

#0708_06 Gostishchevo - 2nd Guards Tank Corps Attacks (HTH & AI versions) 

• Minor adjustments to German setup 

#0711_02 Oktyabrskyi State Farm - SS vs Para's 

• Removed the release of SS-Werfer.Abt.102, the unit is not present in this scenario. 

#0712_02 Hill 252_2 – Avalanche 

• +3 turns to 15 turns long  

 

Appendix – Changing Terrain Graphics 
New terrain graphics have been provided with this patch. Two new directories are now present 

under the ‘MAP’ directory. They are ‘Terrain – Default’ and ‘Terrain – Original’. Terrain-Default 

contains the new terrain graphics while Terrain-Original contains the originally released game 

graphics. 

There are three different terrain graphics; 

• Base terrain graphics; these are used for the base hex graphic with differentiation for 

elevations and ground condition. There are 12 files in all with Normal, Soft, Mud and Snow 

included with three zoom levels of 100, 50 & 25. 



• Hex Features; these files include in hex features such as villages, towns, woods, fields etc. 

Items that are within a hex are usually within this file. There are 3 files in total covering the 

three zoom levels. 

• Hex Sides; these files include all graphics that impact hex sides such as streams, rivers, 

bridges, cliffs etc. There are 3 files in total covering the three zoom levels. 

• Symbols; these files include all graphics that modify hexes or are game markers such as 

fortifications, air strikes, supply sources, arrows etc. There are 3 files in total covering the 

three zoom levels. 

• Primary; these files are darkened primary roads as compared to the original release for 

better visibility at lower elevations. There are 3 files in total covering the three zoom levels. 

This patch will automatically replace the originally released graphics. If you would like to restore to 

the originally released graphics just copy the contents of ‘Terrain-Original’ back into your Map 

directory. This can be done selectively if only certain elements are to be changed. For example a 

player who wanted the original fortifications would have to restore only the Symbols files - the 

remainder of the new terrain would remain in place. 

The ‘Terrain-Default’ folder is included to restore the new graphics after any changes are made with 

the Original graphics. 


