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1.	Introduction


These Exclusive Rules are based on the original rules for the Prelude to Disaster game from Clash of Arms. Copyright for this game belongs to Clash of Arms. Modifications of these rules have been made by Mike Rizzo to work with his Winter Storm Standard Rules version 3.0r.  Clash of Arms has given permission for these rules to be published. Copyright for these rules belongs to Mike Rizzo. They may be freely reproduced for non-commercial purposes provided this copyright notice remains unaffected.


Prelude to Disaster covers the time between the end of the Soviet Winter counteroffensive of 1941/1942 and the beginning of the German Stalingrad campaign.  It is early May 1942 and elements of four Soviet armies stand poised in the great Izyum bulge southeast of Kharkov.  Their mission is to liberate Kharkov and seize the Dnepr River crossings so as to destroy the German armies in the south Ukraine.  The Ger�man 6th and lst Panzer Armies are preparing to nip the Soviet salient at its base and thereby smash the Soviets in a great kesselschlacht.  Vic�tory hangs in the balance and the entire course of the summer's campaign will depend upon who can strike first.


In Prelude to Disaster, players represent the Commanding Officers of the armies, von Bock and Timoshenko.  An optional command game can make players simulate the restrictions that both sides placed on their respective com�manders.  Can you outperform history while shouldering some of its most persistent bur�dens?


1.1	Game Components 


Your copy of Prelude to Disaster should include the following parts:


One Standard Rules Booklet.


One Exclusive Rules and Scenarios Booklet.


Three different counter sheets containing 720 playing pieces and markers needed to play the game.


Two Army Display Sheets.


One booklet containing charts and tables


One 34" x 22" map depicting the terrain the campaign was fought over.


Two Dice


2.	Weather 


Forces operating in the campaign ex�perienced generally pleasant weather, with ground fogs being the primary variable.


2.1	Temperature Modifiers


 Any "freeze" or "stream freeze" results will be treated as "cold".  A modified Temperature die roll of 0 or -1 will be treated as "warm" instead.


3.	Supply


The following information on Ultimate Supply Sources applies for all scenarios of Prelude to Disaster.  Ultimate Supply Source hexes are marked on the map with a printed supply symbol.


3.1	Soviet Supply


Soviet Ultimate Supply Sources are any rail hexes exiting the northern or eastern edge of the map, east of the printed Front Line.


South Front Supply Columns may draw on SPs from Southwest Front HQ Supply Dumps.


3.2	German Supply


�German Ul�timate Supply Sources are any rail hexes exiting the western map edges. 


Poltava may also be used as a Ultimate Supply Source. SPs there may be loaded by German Transport units and trucked to wherever the German Player wishes to estab�lish his Supply Dumps. 


German Supply Columns may enter or exit the roads at hexes 1013 and 1014 to pick up SPs in Poltava but may not enter and exit or exit and re�enter in the same turn. Supply Columns must pay the usual MP cost to pick up SPs and may re�enter the map paying the usual terrain MP costs. 


German Supply Columns.  All German Supply Columns are identified by their parent formation. Supply Columns belonging to a particular Superior HQ (e.g., 6th Army, 1st Panzer Army, etc.) may create Supply Dumps only within the boundaries of their Superior HQ's sector of the Front. 


Supply Columns marked AGS (for Army Group South) may pick up SPs from any Supply Dump or other Superior HQ. They may create Supply Dumps anywhere (subject to the usual conditions for creating Supply Dumps). SP's may be drawn from AGS Supply Columns and the Supply Dumps they create by units of either 6th Army or 1st Panzer Army.


3.3	Drawing Supply


Command and Control: If using the Advanced Command and Control Rules, Operational HQ's may draw from another Operational HQ or from Supply Columns or Supply Dumps belonging to a non-controlling Superior HQ by first obtaining permission. 


Exception An Operational HQ that occupies a dump can take the supplies anyway even if permission is denied.


4.	Soviet Armor Brigades


Any Soviet Operational HQ can command one more brigade than its printed rating (even if 0). The armor brigade does not count against the HQ's Command Rating for Command Control and Supply Mode assumption.


5.	Introduction to the Scenarios


Both scenarios use the entire map and the same Front Line printed on the map. Generally speaking, the German side of the Front Line is to the west or south. The Soviet side is inside the salient on the north or east side.  Unless other�wise noted, the following rules apply to both scenarios:


The Strategic Overphase is already presumed completed at the start of the scenario.  Only the Air Superiority Segment is carried out and play then proceeds to the Communications Phase.


Units indicated as setting up reduced will be deployed with their weak side up.


All reinforcements enter the game in Defensive Mode, and all Supply Columns start the scenario empty.


6.	Scenario 1 "Timoshenko Strikes!"


This six turn game covers the historical Soviet Spring Offensive pitting seven Soviet Armies against the German 6th and lst Panzer Armies in a game of attack and counterattack.  


This scenario begins on May 12 (Turn 1) and ends on May 23 (Turn 6). The Soviet Player is the 1st Player in this scenario. The first turn begins with the Soviet Operational HQ Movement Phase; the Communications Phase is presumed to have already occurred. Players will be able to roll on the SST during the next Strategic Overphase (three turns away).





Setup. The Soviet Player sets up first and Setup information is given below using the following abbreviations:





AAD = Anti-Aircraft Division, AAR = Anti-Aircraft Regiment, ARB = Mechanized Recon Battalion, ATB = Anti-Tank Battalion, DHQ = Divisional HQ, EB = Engineer Battalion, ID = Infantry Division, GID = Guard Infantry Division, GMD = Guard Mech Division, CD = Cavalry Division, GCD = Guard Cavalry Divsion, IR = Infantry Regiment, JC = Jaeger Corps, JD = Jaeger Division, MD = Mechanized Division, Ru = Rumanian, TC = Tank Corps, TB = Tank Brigade, MB = Mech Brigade, ATB = Anti-tank Brigade, HA = Heavy Artillery unit, SD = Supply Dump, SP = Supply Point, SC = Supply Column, r = reduced, m = march mode, d = deployed mode





If there is more than one unit/marker in a hex, the contents of the stack is specified in top to bottom order.





Maps Used: The entire map is used.





Initial Weather: Warm and Clear.


6.1	Soviets: First Player


The South Front HQ is placed off the map in the holding box on the Army Display and must remain off the map throughout the game. However, this off map Superior HQ may provide command and support for the two Soviet Operational HQ's that are on the map under its command.


6.11	Soviet Setup


SouthWest Front (SWF)


4317:  SWF HQ, 4 x SWF SC, SD(20 SPs)





28 Army:


3602: 411 ID


3603: 13 GID, 47 ID


3504: 32 CD


3805: 28 Army HQ, 4 SPs, 28 Army HA(m), A marker


3606: 341 ID


3706: 296 ID





21 Army:


3906: 38 ID


3909: 1 GID, 68 CD


4010: 64 CD


4110: 351 ID


4310: 21 Army HQ, 4 SPs, 21 Army HA(m), D marker


4111: 255(r) ID, 49 CD


4012: 337 ID





38 Army:


3913: 393,218 ID


3814: 295 ID


3713: 28 CD, 106(r) ID


3714: 38 Army HQ, 4 SPs, SD(8 SPs), D marker


3613: 130 TC, 54 TB


3512: 253, 270(r) ID





6 Army:


3313: 304(r), 75 ID


3315: 6 Army HQ, 4SPs, 6 Army HA (m), A marker


3214: 349, 343 ID


3114: 5 TC, ATB, 61 TB


3015: HA (d,A),300, 51 ID





Group Bobkin:


2915: 41(r) ID


2816: 103(r) ID


2817: 81 ID


2818: 317(r) ID


2819: 6 GMD, 16, 64, 59, 18 TB, HA(d,A)


3019: Group Bobkin HQ, 4 SPs, Bobkin HA(m), A marker


2821: 275 ID


2822: 23 TC





37 Army:


4820: 248 ID


4619: 37 Army HQ, 4 SPs, 37 Army HA(d), D Marker


4621: 169,11 ID


4419: 79 CD


4118: 261 ID


4720: 344, 261 ID


4519: 38, 70 CD





South Front (SF)


Off-Board: SF HQ





57 Army:


2824: 162 ID


3024: 57 Army HQ, 4 SPs, 57 Army HA(d), SD(8 SPs), D marker


2925: 266 ID


3124: SF SC


3126: 226(r), 78 ID


3326: 15 ID


3425: 124 ID


3625: 335(r) ID





9 Army:


3725: 11, 38 TB


3825: 1 TB


4023: 9 Army HQ, 4 SPs, 9 Army HA(d), D marker


4024: 34 MB, ATB


4025: 99 ID


4122: 11 GID, SF SC


4224: 45,7 TB


4225: 198 TB


4424: 90, 131 TB


4422: 67 TB


4521: 133 TB


4522: 10, 121 TB


4622: 333 ID





6.12	Soviet Reinforcements	


The following units appear in D mode on any major or minor road hex north or east of the Donets River:





May 12th (Turn 1) : 3, 13, 36, 37 TB





May 14th (Turn 2): 15, 6, 57 TB





May 16th (Turn 3): 2, 139 TB





May 18th (Turn 4): 197 TB





May 20th (Turn 5): Cavalry Reserve


5, 6, 7 GCD, 26, 48, 69, 30, 62, 34, 60 CD


The Soviet Cavalry Reserve may appear on Turn 5 if five divisions or divisional equivalents have been destroyed. Five units selected at random from the Cavalry reserve appear as reinforcements. They must be assigned to a specific Operational HQ. The remaining Cavalry reserve units are released on a one for one basis as other divisions or division equivalents are destroyed. Cavalry Reserve units arrive in D mode on any road hex north or east of the Donets River.


6.13	Soviet Supply


To reflect the need to supply other commands not present in the game, the Soviet player will add +2 to his SST roll during the Strategic Overphase. This is in addition to any other SST roll modifiers that may be in effect.


6.14	Advanced Rules


Irregular Operations: Select five Partisans at random from the pool of units and place two Partisan side up in any woods, forest or swamp hex.  The three remain�ing are placed Cadre side up anywhere except city or town hexes.





Transport: Rail Capacity is 1





Command & Control: The Command Track marker is Obstinate in the left box.





Commanding Officer is Timoshenko





Superior/Operational HQ Commanders are as follows:





Southwest Front HQ - Kostenko 





28th Army HQ - Ryabyshev 





21st Army HQ - Gordov 





38th Army HQ - Moskalenko 





6th Army HQ - Grodnyansky 





Group Bobkin HQ - Bobkin 





37th Army HQ - Koslov 





South Front HQ - Malinovsky 





57th Army HQ - Podias 





9th Army HQ - Kharitonov 





Air Operations: Any two Fighters, two Ground Sup�port, and two Bombers.  Any two of these must be assigned to the South Front.


6.2	Germans: 2nd Player


6.21	German Setup


1 Panzer Army


4839: 1 Panzer Army HQ, 3 AAR of 9 AAD, 2 x 1 PzSC, 4 SPs





52 Infantry Corps:


4725: 52 Corps HQ, D Marker, 4 SPs


4624: 97 JD


4524: 257, 384 ID


4325: 295 ID





44 Jaeger Corps:


4626: 101 JD, 9 ID


4627: 44 JC HQ, 1 Pz Army HA(m), D marker, 111 ID





3 Panzer Corps:


3930: 3 Pz Corps HQ, D marker, 4 SPs


4027: 100 JD


3827: 1 MD


3627: 16 Pz Div (5 units)


3428: 14 Pz Div(5 units)


3429: 60 Mot Div (5 units)





6 Army


3006: 6 Army HQ, 1 AAR, SD 10 SPs, 3 x 6 Army SC





11 Infantry Corps:


3128: 296 ID


2828: 389 ID


2726: 380 ID


2629: 11 Corps HQ, D marker, 4 SPs





6 Rumanian Infantry Corps:


2723: 2 Ru ID


2622: 4 Ru ID


2719: 20 Ru ID


2420: 6 Ru Corps HQ, D marker, 4 SPs





8 Infantry Corps:


2618: 260 ID


2616: 108 Hu ID


2513: 8 IC HQ, D marker, 4 SPs


2719: 454 SD


2914: 113 ID





14 Panzer Corps: 


3213: 394 MR


3312: 3 MR


3511: 6 AR, 3 ATB, 3 ARB


3410: 14 Pz Corps HQ, D marker, 4 SPs


3508: 3 Pz Div HQ, 39 EB


3709: 23 Pz Div (5 units)


3812: 44 ID


3910: 71 ID





51 Infantry Corps:


3304: 51 Corps HQ, D marker, 4 SP, IR, 6 Army HA(d)


3403: IR, 79 DHQ


3502: IR


3505: 294 ID


3808: IR


3607: IR, 297 DHQ


3707: IR





Supply Dumps


1631: SD 8 SPs


Poltava (offboard): SD 20 SPs, 3 x AGS SC


6.22	Axis Reinforcements 


The German player receives reinforcements on the turns indicated below:


May 14th (Turn 2) between hexes 3001 and 3301 inclusive:


—62nd Infantry Division


On hex 1841 or adjacent to it east of the Dnepr River:


—4th Corps HQ (Schwedler commanding) with no SPs with the following units attached:


—all units of the 22nd Panzer Division


—75th Infantry Division


—76th Infantry Division


—94th Infantry Division


—376th Infantry Division


Note: With the arrival of 4th Corps the available Superior Headquarters' Operational HQ Command Ratings may be exceeded.


May 16th (Turn 3) between hexes 3001 and 3301 inclusive:


—68th Infantry Division


May 18th (Turn 4) between hexes 3001 and 3301 inclusive:


—371st Infantry Division


6.23	Axis Supply


To reflect the need to supply other commands not present in the game, the Axis player will add +1 to his SST roll during the Strategic Overphase. This is in addition to any other SST roll modifiers that may be in effect.


The Supply Dump in Dnepropetrovsk is actually under the control of Army Group South HQ (not present in the game) but 1st Panzer Army Supply Columns may draw from it. 


6.24	Advanced Rules: 


Irregular Operations: The Hungarian 108th Division  may operate as a security division against partisans (ER of 7 when conducting Small Unit Actions), except it cannot break down into regiments.





Transport: Rail Capacity is 3





Command & Control: The Command Track marker is Uncertain, in the central box.





Commanding Officer is von Bock. 





Superior/Operational HQ Commanders are as follows:





6th Army HQ - von Paulus 





51st Corps HQ - Seydlitz-Kurtzbach 





14th Panzer Corps HQ -von Wietersheim 


- Bayerlein with 3rd Panzer Division





8th Corps HQ - Heitz 





6th Romanian Corps HQ - Dragina 





11th Corps HQ - Strecker 





1st Panzer Army HQ - von Kleist 





3rd Panzer Corps HQ - von Mackensen 





52nd Corps HQ - Ott 





44th Jaeger Corps HQ - Angelic 





Leaders. Leaders are placed with their HQ units. Von Bock is setup off-board in Poltava. He may enter the board by land or by being placed at  any airbase within 50 hexes of hex 1013. 





Air Operations: Any 2 Fighters, any 3 Ground Support, any 2 Bombers.


The German has air superiority at the start of the game and is assumed to have used one of his Fighter aircraft to do it.


Air units may be based off the map (off�map airbases each have a capacity of 2 air units) and may freely enter and leave the map paying the MP costs listed by the off board airfield display.


6.3	Victory 


Victory is determined on a point basis. The criteria for determining victory points are based on historical considerations— the Soviets wanted to liberate their country and the Germans wanted to defeat the Soviet Army. Some points are awarded every Communications Phase while others are determined at the end of the game. The German victory point total is subtracted from the Soviet total and the level of victory varies according to the following:


Net Victory Points Level of Victory


40 or  more 	 Soviet Decisive


30 to 39	 Soviet Substantial


20 to 29	 Soviet Marginal


0 to 19		 Draw


�1 to �10	 German Marginal


�11 to �20	 German Substantial


�21 or less	 German Decisive





6.31	Soviet VPs


The Soviet Player earns VPs each Communications Phase as follows:





2 VPs if the German does not have a continuous line (front) of units or their ZOCs from the north mapedge to the east mapedge. Ignore the ZOC effects of major rivers and allow units occupying Hedgehogs to count as projecting a ZOC for purposes of this victory condition).





2 VPs if no German or German Allied Combat or HQ unit is east or north of the Donets River.





1 VP for each of the following major roads that is blocked by a Soviet Combat unit or its ZOC:





Kharkov�Novomoskovsk Road


 (hexes 2905 to 1928)


Novomoskovsk�Stalino Road 


(hexes 1928 to 4839)


Poltava�Kharkov Road 


    (hexes 1013 to 2905)


Poltava�Dnepropetrovsk Road 


(hexes 1014 to 1631)





The Soviet Player earns VPs at the end of the game as follows:





20 VPs for capturing at least one hex of Kharkov, Dnepropetrovsk or Zaporozhye. These points are awarded if a Soviet Combat unit enters at least one city hex at any time during the game even if the German subsequently recaptures it. Furthermore, the level of victory will be shifted one level in the Soviet Player's favor for each city that is wholly or partially occupied by the Soviet Player at the end of the game.





10 VPs for each German Superior HQ eliminated.





1 VP for each town hex west of the printed Front Line and hex row 2800 that is Soviet controlled at the end of the game.





1 VP for each active partisan behind the German lines at the end of the game.





1 VP for each German remnant eliminated or in play at the end of the game.





6.32	German VPs


The German Player earns VPs each Communications Phase as follows:





5 VPs for each of the following Soviet Operational HQ's that is north or east of the Donets River on any Communications Phase before Turn SIX: Group Bobkin, 6th Army, 9th Army and 57th Army. These HQ's may withdraw across the Donets River during the Operational HQ Movement Phase of Turn FIVE without incurring this penalty.





The German Player earns VPs at the end of the game as follows:


10 VPs for elimination of Southwest Front HQ.





3 VPs for elimination of the Southwest Front Engineer Brigade if it has been deployed separately from its HQ.


2 VPs for each Soviet Operational HQ, division or corps�sized unit, heavy artillery unit, Transport unit, or anti�tank brigade that is eliminated.





2 VPs for each German division or part of a division (maximum of 2 points per division) that is in Command Control north or east of the Donets River at the conclusion of the game.





1 VP for each Soviet tank/mechanized brigade that is eliminated.





1 VP for each surrounded non�remnant Soviet unit of any type. Surrounded units are those that cannot trace a path of any length free of enemy ZOCs to a Soviet Ultimate Supply Source hex. This path may cross the Donets River but only through bridged hexsides (this includes pontoon bridges) and Soviet units negate enemy ZOC's in the hex they occupy. Units that cannot trace such a path are surrounded even though they may not be in an enemy ZOC—regardless of their current command/supply status.


6.4	Variants


The following variants are historically plausible for this scenario. Feel free to experiment.


6.41	Free Setup


The following rules are provided to give the players more control of the disposition of their forces and to enhance playability and to assure maximum variety so that no two games will be precisely the same.


Units may be set-up broken down to component units.





Soviet Setup 


First, all the guards infantry divisions, all the guards tanks and mechanized corps, the two regular tank corps, two heavy rocket artillery units and two anti-tank brigades should be separated from the rest of the units.  Second, place all the infantry divisions in a container or mug.  Then use a separate mug for the tank and mechanized brigades, and another separate mug for the cavalry divisions including the guards cavalry units. (There should be three mugs or containers in use).  Third, remove ten tank brigades from the mug without looking at them and place them on the turn record sheet on the turn they should appear as reinforce�ments.


Now determine the units available for the Southwest Front HQ by drawing 30 infantry divisions, six tank brigades, and eight cavalry divisions from the containers.  To these units add the 6th Guard Mechanized Corps, the 5th Guard Tank Corps, plus the 23rd and 130th Tank Corps.  These units can be assigned to any Operational HQ under the command of Southwest Front HO subject to the HQ's Division Rating limitations.  Except for seven infantry divisions with a strength of six or more which set up reduced, all units under the command of Southwest Front HQ begin deployed with their strong sides up.


The South Front HQ receives the thir�teen remaining tank brigades, and the nine remaining infantry divisions.  The ten cavalry divisions remaining in the mug should be set aside as the Cavalry Reserve.  These units can be assigned to any Operational HQ under the com�mand of South Front HQ subject to the HQ's Division Rating limitations.  Any two in�fantry divisions under the command of South Front HQ deploy on their weak sides but all other units deploy on their strong sides.


The 21st Army HQ, 28th Army HQ and 9th Army HO must receive at least one guards infantry division.  The Soviet player may assign any one guards infantry division of his choice to each these HQs, but only these HOs can have guards infantry divisions assigned to them at the start of the game.  Other than this restriction, the Soviet player may assign units subject to command limitations as he sees fit.


The heavy rocket artillery and anti-tank units may be assigned to any Operational HQ.





The Soviet 28th Army HQ, 6th Army HQ and Group Bobkin HQ start in A mode; all other Soviet HQ's are in D mode. Soviet units must be set up within the Communications Radius of their controlling HQs so that every frontline hex is occupied by a Soviet unit or in the ZOC of a Soviet unit. The infantry may set up in Entrenchments as long as the above requirement is met.





Superior/Operational HQs. The following Superior/Operational HQ units and heavy artil�lery units are set up on the hexes indicated.  Combat units are distributed to these HQ's by the mechanism discussed in Soviet Setup Procedures.





Southwest Front HQ with 4 Southwest Supply Columns are set up in Izyum (hex 4317).  A Soviet Supply Dump with 20 SPs is set up in lzyum too.  A Supply Dump with 8 SPs is set up in Balakleya (hex 3714).  A Supply Dump with 8 SPs is set up in Lozovaya (hex 3024).





28th Army HQ with 4 SPs and 28th heavy artillery in hex 3805.





21st Army HQ with 4 SPs and 21st heavy artillery in hex 4310.





38th Army HQ with 4 SPs in Balakleya (hex 3714).





6th Army HQ with 4 SPs and 6th heavy artillery in hex 3315.





Group Bobkin HQ with 4 SPs and Bobkin heavy artillery in hex 3019.





37th Army HQ with 4 SPs and 37th heavy artillery in hex 4619.  The units assigned to this HQ must set up within 2 hexes of the HQ.





South Front HQ is itself off the eastern edge of the map.  Place it in the Army Display Box.  One South Front Supply Column is in hex 3124 and the other is in hex 4122.





57th Army HQ with 4 SPs and 57th heavy atillery in Lozovaya (hex 3024). 





9th Army HQ with 4 SPs and 9th heavy artillery in Bar�venkovo (hex 4023). 





Soviet Reinforcements:


May 12th (Turn 1): 4 Tank Brigades 


May 14th (Turn 2): 3 Tank Brigades 


May 16th (Turn 3): 2 Tank Brigades


May 18th (Turn 4): 1 Tank Brigade


May 20th (Turn 5):10 Cavalry Divisions





Axis Setup


The German Player sets up second and is the 2nd Player in this scenario. All German Operational HQ's start in D mode. A specific hex location will be listed for each German HQ unit. German and German Allied units must will be deployed on or adjacent to the front line hexes within Communications Radius of their controlling HQ so that every front line hex is occupied or is adjacent to a German or German Allied unit. German infantry may set up in Hedgehogs as long as the above requirement is met. An Army Boundary marker should be employed to mark the boundary of Sixth and First Panzer Armies.


NOTE The Romanian 6th Corps HQ sets up outside of its Communications Radius with the 6th Army Superior HQ and is consequently ineligible to be placed under its command.





Superior/Operational HQs. The following Superior/Operational HQ units and heavy artil�lery units are set up on the hexes indicated.  Combat units are distributed to these HQ's as indicated.





6th Army HQ no SPs is in hex 3006 with Leader von Paulus and three 6th Army Supply Columns. One regiment of the 9th AA division is stacked with the HQ. A Supply Dump is also placed in hex 3006 with 10 SPs The 6th Army heavy artillery unit may be stacked with the 6th Army HQ or with one of its subordinate Operational HQs.


6th Army HQ:


51st Corps HQ with 4 SPs in hex 3304 with the following units set up on or adjacent to the Front Line:


—79th Infantry Division


—294th Infantry Division


—297th Infantry Division.





14th Panzer Corps HQ with 4 SPs in hex 3410 with a pontoon bridge deployed to hex 3309. The following units set up on or adjacent to the Front Line:


—all units of the 3rd Panzer Division 


—all units of the 23rd Panzer Division 


- 44th Infantry Division


—71st Infantry Division.


8th Corps HQ with 4 SPs in hex 2513 with the following units set up on or adjacent to the Front Line:


—113th Infantry Division


—260th Infantry Division


—305th Infantry Division


—454th Security Division


—108th Hungarian Infantry Div.


6th Romanian Corps HQ with 4 SPs in hex 2420 with the following units set up on or adjacent to the Front Line:


—2nd Romanian Infantry Division


—4th Romanian Infantry Division


—20th Romanian Infantry Division


11th Corps HQ 4 SPs in hex 2629 with the following units set up on or adjacent to the Front Line:


—296th Infantry Division


—380th Infantry Division


—389th Infantry Division





1st Panzer Army HQ with 4 SPs in Stalino (hexes 4839-40) with two 1st Panzer Army Supply Columns. One regiment of the 9th AA Division is stacked with the HQ. The 1st Panzer heavy artillery unit may be stacked with the 1st Panzer Army HQ or with one of its subordinate Operational HQs.


A Supply Dump is set up in Poltava with 20 SPs along with 3 AGS Supply Columns. Stack these pieces on the Poltava Airfield box on the Army Display. Another Supply Dump is placed in Dnepropetrovsk (hex 1631) with 8 SPs.





1st Panzer Army HQ:


3rd Panzer Corps HQ with 4 SPs in hex 3930. The following units set up on or adjacent to the Front Line:


—1st Mountain Division


—all units of 14th Panzer Division


—all units of 16th Panzer Division


—all units of 60th Mot. Inf. Div.


—100th Jaeger Division





52nd Corps HQ with 4 SPs in hex 4725 with the following units set up on or adjacent to the Front Line:


—97th Jaeger Division


—257th Infantry Division


—295th Infantry Division.


—384th Infantry Division


44th JAEGER Corps HQ with no SPs is set up in Kramatorsk (hex 4527) with the following units set up anywhere within two hexes of this HQ:


—9th Infantry Division.


—101st Jaeger Division


—111th Infantry Division


6.42	17th Army Involvement  


Add the 17th Army HQ, the 17th Army heavy artillery unit, two 17th Army Supply Columns, and one more 6th Army Supply Column (6th Army HQ can now control 4 Supply Columns, rather than the 3 printed on the counter) to the initial set up. Set up the 17th Army HQ in Stalino (hexes 4839-40) with 4 SPs. In this variant the 52nd Corps HQ begins the game under the command of 17th Army HQ. The third regiment of the 9th Flak Division can deploy with 17th Army HQ. 


The German Player does not have the +1 die roll modifier to the SST in this variant but at least two SPs per Strategic Overphase must be exited off the map between hexes 3001 and 3301 to "feed" 6th Army HQ's other Operational HQ's that are holding the front north of Kharkov; failure to do so will give the Soviets 20 VPs (once per game). Supply Columns may exit these hexes as they would for Poltava. Despite the additional HQ to relieve command problems, German Players will be hard�pressed to achieve a historical result.


Transport: In this variant the Soviet Player may not deploy Motorized Columns.


Command and Control: Hoth is in command of 17th Army. Setup Leader Hoth with 17th Army HQ. 


6.43	The 22nd Panzer Division 


Although the 22nd Panzer Division was withdrawn from the Crimea in response to Timoshenko's Offensive, there is some question as to whether or not it appeared on the battle front during the time of the battle represented in this scenario. Therefore, the 22nd Panzer Division will not appear as a reinforcement in this variant. 


Using this variant will adversely affect play balance and players may opt for a variable reinforcement instead. Starting on Turn Two , on a die roll of "1" or "2" the 22nd Panzer Division will appear during the Communications Phase at Dnepropetrovsk (hex 1530) but may not  move until the next Communications Phase when it may  up to half its Movement Allowance (round down). Thereafter it may move normally. If the unit fails to appear on the first die roll, it will appear on a roll of 1 - 3 on the second attempt, and 1 � 4 on the third and subsequent attempts.


6.44	More Variable Weather 


Do not use the seasonal modifier of �2 for the atmospheric conditions. This will allow for the possibility of mud ground conditions as well as poor flying weather.


6.45	Stronger Soviet Units 


The Soviet units all begin at full strength.


6.5	Soviet Scenario Notes


The Soviet Army is a mixed bag. There are too many weak units and too many of the strong units have low effectiveness ratings. Nevertheless, there are a number of potent, first rate units that can provide a real offensive punch. By massing the good units where they can do the most harm to the Germans, the Soviet Army can prove it is not as hopelessly outclassed as it might seem at first glance.


The Soviet player should analyze the German position. Perhaps the best location to stage a breakthrough is the junction of 8th Corps and 6th Romanian Corps. Both corps are weak and a big breakthrough can result almost immediately allowing independent tank brigades to pour through to block the roads and score victory points. A big enough breakthrough in this sector will result in a hole in the German lines that cannot easily be closed for several turns— and more victory points. However, the lack of follow�up troops makes it hard to surround and bypass the defenders and maintain enough strength to punch through to Kharkov or Dnepropetrovsk. Yet, less than optimal defense by the Germans could result in the loss of a city hex or two � and the game.


The 14th Panzer Corps will have some exposed units at the start of the game which should be picked off on the first turn. It is best to kill the exposed units before they can pull back into the woods so that the Panzers will be tied down holding the bridgehead. The 14th Panzer Corps' relatively low EP rating somewhat constrains the German's offensive capabilities in this sector and should allow the Soviets to seriously threaten this bridgehead. Elimination of the German bridgehead across the Donets River, though not likely, would be a double victory because the Soviet player would gain victory points each turn and the German would lose victory points for not having units across the river.


Pressure should be maintained against the 51st Corps so that the reinforcements will be tied down here. Unless the German is truly inept, the 51st Corps should be able to fend off the Soviet attack in its sector.


The 37th Army will probably consist of the weakest of the weak, but even these units can be valuable helping the 9th and 57th Armies defend. There should be enough strong units to man the front. Stack weak units with them to absorb step losses and note how many of them have two steps. Think ZOCs and try to stagger them behind the front so that advances after combat can be minimized. Also, think die roll modifiers. Most tank brigades, no matter how puny they are, have some armor die roll modifiers and with an Infantry division to build an entrenchment, form a combination to rank with the best of them. The idea is to make stacks of mixed units with enough modifiers to make attacks conducted solely by infantry unlikely to succeed. Doing this puts the burden of attack on the panzers which must often attack in D mode during the first one or two turns of the game. If the 3rd Panzer Corps can be limited to one or two attacks per turn, there is an excellent chance that an intact front can be maintained.


With only six turns the Soviet player must strike hard to gain as many victory points as he can and hope that time runs out before the Germans can bludgeon their way through his defenses and surround his units. 


Irregular Operations: Do not forget the partisan game! Use the cavalry divisions to create remnants behind the Front Line. If the rail line could be interdicted before the Strategic Overphase, 1st Panzer Army would be hampered in its ability to supply its troops. Or, failing that, the partisans could interdict enough supplies to cripple the inevitable counterattack.


6.6	German Scenario Notes


Although the Germans planned an offensive of their own, they were not quite ready when Timoshenko's armies struck. Hence the Germans begin the game spread out along the Front Line and ill�prepared to meet the Soviet's armored thrust. Plus they cannot command every Operational HQ present in the scenario. Even though most of the Soviet tank units are little more than cannon fodder, the 5th Guard Tank Corps in A mode is truly awesome; wherever it appears on the front, the German player can expect trouble.


In fact, the first crisis will appear when the 8th Corps and 6th Romanian Corps sectors of the front crumble. The Romanians may evaporate like butter in a frying pan, but the arrival of the 4th Corps should be in time to save Dnepropetrovsk and protect the supply line to 1st Panzer Army. The second crisis looms in the void south of Kharkov, but the northern reinforcements, the flak regiment, and the 23rd and 3rd Panzer Divisions should prevent a breakthrough to Kharkov. Yet despite the Soviet's breakthrough to nowhere, he can still amass enough victory points to place the outcome of the game in doubt.


Supply is critical to the Germans. With only six turns the 1st Panzer Army will have to attack and attack hard, even in D mode, from the first turn onward. Supply is short, but as long as the 1st Panzer Army HQ can stay in supply there should be enough to keep the 3rd Panzer Corps in A mode.


The German player should find a weak spot in the 9th and 57th Armies' sectors and pound it until he can break through. Once the Soviet line is ruptured, the Panzers must work to keep it ruptured. As many Soviet units as possible should be surrounded for the German infantry to kill after isolation has set in.


The sooner the German can restore a continuous front the better. Any Soviet units on the wrong side of it will count for victory points at the end of the game.


Irregular Operations: As for partisans, unless the Soviet Player becomes too frisky and tries to mass them for attacks on German HQ's or airbases, it will not be worthwhile to divert units to chase them. Accept the likelihood of SP losses and drive on. However, remnants are cause for concern because, unlike partisans, they actually block rail lines. Remnants on the rails must be dealt with. Fortunately, they will usually retreat out of the way or they can be attacked and eliminated. The German must combine audacious offense with a tenacious defense if he is to win.�



Clash of Arms Games
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EXAMPLE A truck exits the map at hex 1013 on Turn 2 It may reenter the map at hex 1013 fully loaded on Turn 4.














