Battlelines: Drive on Stalingrad replay

This is another replay of a mission from the Drive on Stalingrad.  This game was played on 6/15/03.  I have now included card hands for each turn along with a discussion of actions taken following each turn.  The units involved, mission information and locations are as follows:

Axis 9th Panzer Division (9th PD)

Soviet 18th Tank Corps (18thTC)

Mission – Action at State Farm 172

The Germans start with 4 cards and the Soviets with 3 (after discarding 1 each)

(Axis base – 18pts)

Hill 107 (Axis)



Kalatch (Axis 1 control point)

I/10th MRB
Kalatch-Romachkin Road (KR rd –Axis)

II/33rd PzB & 86th Pioneers
Bakka Cyxan (BC – Axis)



Karpovskaya (K – Soviet, 1 control point)

18th Armored Car Batt
The Church (Soviet -5 vp’s)

III/18th MRB

(Objective – 38pts)

State Farm 172  (SF172 - Soviet)

V/18th Arty Batt

The formations shown above are the initial starting locations.  

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Hasty Attack (tactics)
Enfilade (tactics)

Ju-88 Medium Bombers (aircraft)
Hidden Approach (tactics)

Cross of Iron (leader)
Supply Shortage (confusion – free play)

Defense Plan (fieldworks)
Colonel 110th TnkBrg (leader)

11th MRR HQ



Above are the cards in hand as the game begins.

Overview:  The Soviets have recently put up a valiant effort in the defense of Piattisbiansk.  The Axis has renewed its offensive in an effort to flank the town.  Their new objective is State Farm 172 in the neighboring area.  Taking this position will effectively surround the town effectively isolating it (hey, it’s all fun fiction).  The Soviets have set up divided forces in anticipation of the enemy thrust coming from two directions.  Having lost their tank battalions and with the bulk of the 18th MRB in refit, they will have a tough time against the Hun steel.  The Axis plan is to ensure the momentum isn’t lost, supplies are readily available, and proper leadership is assigned in assuring success of this mission.

The Game Play:

Turn 1 – Axis draws 2 orders (Knight Cross).

1. Activate 33rd PzHQ at Hill 107.  Forage 1 yields a Radio Intercept that is played immediately to force the Soviet Player to “Discard one maneuver card”.  It is wasted since the Soviet has none.  Next executed is Plan 2.  Both cards drawn have a Chance Check (CC) of 4 and an Orders of 2 (Liberating Supplies and Tactical Smoke).  The HQ is then March-2 to the K-R road location.

2. The 86th Pioneer at K-R road is activated and Advance-1 moved to K-skaya.  It then executes a CC for 4-Infiltrate which is successful (Tactical Smoke pulled).  The card is moved to the infiltrate position of the location.  Next it uses its text for 4-Shock Attack if Infiltrated.  The CC pull (Liberating Supplies) is again successful and combat begins.  Combat is shock with no First Fire (FF) draw.  The pull (II/11th MRB) yields a 15 to 8 result for 1 hit card.  This is a 1-hit/hold on CC2 (110th Tank Brig HQ).  The CC for holding fails (Captured Supplies) and the Soviet 18th Armored Car Battalion is withdrawn with 1 hit.  The Germans cannot take the location since it has a control flag value of one, and they are out of orders.  The 86th could combat again per their text but there is no enemy at the location.  The Axis player has 5 cards in hand and does not draw for replacement.

Turn 1 – Soviets draws 1 order (Captured Supply Column)

1. With no formations in hand, he decides to draw a reinforcement card to the hand. It is the 458th Cannon Reg.

Discussion:

The Axis started by making good use of their command HQ.  The planning paid off with the knowledge that the next two CC’s were 4’s allowing the 86th to hit first and hit hard in the Karpovskaya drive.  The decision was made to avoid playing the Hasty Attack card as it would only have yielded two more orders.  Better to hold on to this when the planning allows for a higher initiative pull.  Things don’t look good for the Soviets.  Their forward defenses have already fallen the their hand doesn’t hold much prospect for reinforcement.  Without a good initiative orders pull, this could be a short action on the part of the Red Army.  If they can hold on one more turn, they may be able to shore up defenses with the reinforcements.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Hasty Attack (tactics)
Enfilade (tactics)

Ju-88 Medium Bombers (aircraft)
Hidden Approach (tactics)

Cross of Iron (leader)
Supply Shortage (confusion – free play)

Defense Plan (fieldworks)
Colonel 110th TnkBrg (leader)

11th MRR HQ
458th Cannon Regiment 

The cards in hand at the end of the 1st turn.

Turn 2 – Axis draws 4 orders (Lt. Gen Frankewitz) 

1. The Germans again activate the 33rd PzHQ and Forage-1 gaining the 9th PzHQ.  They then Plan-2 (9th MRB and Outmaneuvered, placing the 9th on top since they have a higher orders check).  The rest of the text is not used.

2. Immediately, the Hasty Attack is played for an Initiative 1x Orders Check (OC).  The card pulled is the 9th MRB giving 3 more orders.  This moves the German orders token to 5.  The Soviet now plays his Confusion trump card and resets “Enemy orders to 2”.

3. With the next order, the Axis takes control of Karposvskaya (control cost flag-1).

4. The final order is used to launch a bomber strike on the objective by playing the Ju-88 Medium Bombers, Interdiction: Target unengaged Forces.  This is a shock attack on the V/18th Arty who gain no cover and no FF.  The result is 10 to 5 (Combat pull was Out Maneuvered for red-5).  This yields 2 hit cards.  The first is Hold on 2,4,6 (Colonel 18th TkB) and the next is Hold on 2 (Infiltration).  This means that the CC must be a 2 since it is on both cards.  Unbelievably it is a 2 (Maj Gen I.D.C and this wasn’t rigged!) so the unit holds.  The pulled cards go to the discard pile.  The Germans draw 1 card back to 5 (III/47th Lt. Flak).

Turn 2 – Soviets draw 2 orders (Scouts) 

1. The first is used to draw another reinforcement card which is a Sturmovik.

2. Next, the 485th Cannon Regiment is played to State Farm 172 and placed on bottom of stack.

Discussion:

The Soviets miraculously survive.  The Germans played all the right text in the correct order to optimize their chance for more orders.  If the Soviet had played the reset card as soon as the initial orders were drawn for the Axis, it would have been wasted.  Better to wait and see what the Germans do.  As for the German, it could have waited to play the Hasty attack on the last order, but then it would have had to plan with the HQ on the order before that.  Tough decisions like this make the game great.  There’s no way of the German player knowing that the Soviets could force a Supply Shortage.  With the remaining orders, the Axis did well to take control of K-skaya.  They could have advanced for the attack, but why risk losing a FF when you have a powerful bomber mission planned.  Where to go from here is the question.  What is now needed is an armored thrust into the objective where the units there have no antitank capability.  The Soviets had all the luck on this turn.  Two hit cards for a hold result that succeeded with no damage to the units.  That arty must really have been dug in or behind revetments. The Colonel still can’t be played as he is from a different unit symbol than what’s on the board right now.  Calling up more reserves is probably a smart move at this point in the campaign.  The Soviets have more reserves to call on and if they can hold out on this mission, they have a shot at winning the campaign. A formation would have been a better draw than the Sturmoviks, but we’ll have to see how effective they are.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Cross of Iron (leader)
Enfilade (tactics)

Defense Plan (fieldworks)
Hidden Approach (tactics)

11th MRR HQ
Sturmovik (aircraft)

9th Panzer Division
Colonel 110th Tank Brigade (attachment)

III/47th Light Flak Battalion


The cards in hand at the end of the 2nd turn.

Turn 3 – Axis draws 2 orders (Interceptors)

1. Use an order to play a stack of all 3 formation cards to Hill 107 with the III/47th on top.

2. Advance the II/33rd PzB from K-R rd to The Church and attempt to flank the location.  Flank pull is 3 (I/33rd PzB) which fails.  Initiate combat and pull for FF.  Russians win 7 to 3 (II/110th MRB to 9th Motocycle Batt).  Soviet FF is 8 to 7 (246th Mortar pulled) for 1 hit card of 1 hit/hold on 3,6 (II/102nd Arty).  The CC fails (Panzer IIIj) and the II/33rd is withdrawn with 1 hit.  There is no second fire due to withdrawal.  Germans draw back to 5 cards.

Turn 3 – Soviet draw 2 orders (Covered Approach)

1. Discard the Hidden Approach card.

2. Discard the Enfilade card.  Draw back to 4 cards.

Discussion:

Beefing up German forces in anticipation of a major offensive seemed the way to go.  In retrospect, what seemed to be a quick attempt on The Church turned out to be a major miscalculation of Soviet determination.  The forces should have been used to advance on K-skaya to ready the attack on the objective.  It would have been a good idea if the III/18th didn’t have anti-armor capability.  That’s what gave them the lucky first strike.  Either that or someone let the plan leak out.  The Soviets, on the other hand, didn’t have too many options.  The leader just won’t fit with the units on the table, and moving the 458th out of the objective in order to attach him just isn’t viable.  On the other hand, getting rid of deadwood in the hand paid off.  The call-up of the I/180th and roundup of stragglers should help the oncoming defense of the farm.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Cross of Iron (leader)
Sturmovik (aircraft)

Defense Plan (fieldworks)
Colonel 110th Tank Brigade (attachment)

Medic (fog of war)
I/180th Tank Battalion

Sniper Team (fog of war)
Stragglers (attachment)

Deliberate Attack (maneuver)


The cards in hand at the end of the 3rd turn.

Turn 4 – Axis draws 1 order (9th Recon Batt)

1. Use the lone order to activate the 9th PzHQ and Forage-2 (Envelopment and Major von Holt).  Next with the same card Plan-5.  March-2 the entire stack at Hill 107 forward to K-skaya keeping the 86th on the top of the stack.  Finally, use the 3-Enemy discards 1 CC in the hopes that the Russians have aircraft.  The CC pull is successful (I/102nd Arty) forcing the Soviet to discard their Sturmovik reinforcement (to the bottom of the reinforcement pile).  As a free action, play the Medic card to eliminate 1 result card from the II/33rd PzB in the withdrawal area.  This will allow it to return to play next mission.

Turn 4 – Soviets draw 2 orders. 

1. Activate the V/18th Arty at the Farm and move them to the Church with a March order.

2. Play a stack from the hand of the I/180th Tank Batt with an attached Straggler unit to the Farm.  Keep the Tank battalion on the top of the stack.  Draw 3 cards to fill hand.

Discussion:

Having only 1 order as the Germans is an insult to Deutsches efficiency.  So how best to use it became the question of the day.  Wasting it on a Deliberate attack without any planning would be foolish.  Planning in advance will delay the launch of the attack, thus losing the momentum.  Patton once said “It’s better to attack with a good plan now, than a great one later”.  Unfortunately, any attack in this case would be without a plan, so the choice was deferred to higher headquarters.  On the bright side, a Sturmovik squadron was annihilated on the ground during the preparations.  Meanwhile, in the lull between battle, the Soviets had a chance to reorganize their defenses.  Units of the 18th Battalion were consolidated while stragglers were rounded up and attached to the 180th Tanks.  There may even be potential to launch a counter attack from The Church in the future.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Cross of Iron (leader)
Colonel 110th Tank Brigade (attachment)

Defense Plan (fieldworks)
II/181st MRB

Deliberate Attack (maneuver)
181st Tank Brigage

Sniper Team (fog of war)
Radio Intercepts (intelligence)

Envelopment (tactics)


Major von Holt (leader)


The cards in hand at the end of the 4th turn (maximum German hand is 9 cards).

Turn 5 – Axis draws 1 order (Bypass)

1. Before the German player has a chance to act, the Soviet plays his Radio Intercepts card from the hand for free forcing the Axis to discard a maneuver card if able.  Grudgingly the Deliberate Attack is discarded.  Gone are the hopes of a major assault.  So with the first order, Major von Holt is assigned to the 86th Pioneers at K-skaya.

2. Next and last, a Defense Plan is played on the K-R rd, building up fieldworks to dissuade any Soviet ideas of trying to retake the road.  The Germans draw 2 cards.

Turn 5 – Soviets draw 1 order ((IV/18th Motar Batt)

1. Time to fire a useless colonel.  The order is given to remove the Colonel of the 110th Tank Brigade to the discard pile.  The Soviets draw 2 cards.

Discussion:

This was a slow turn for both sides.  The German strike was preempted due to poor COMSEC.  Time to tighten up the radio net and cut down the chatter.  Meanwhile, the Kremlin purges another worthless commander.  There wasn’t anyplace to play him anyway.  The Germans have plenty of units in position to capitalize on a good order pull.  The Soviets still have a viable defense force in place, and the decks are slowly being depleted…

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Cross of Iron (leader)
II/181st MRB

Sniper Team (fog of war)
181st Tank Brigage

Envelopment (tactics)
18 Sapper Batt

Do-17 Light Bombers (aircraft)
Hasty Attack

Wire and Mines (obstacles)


The cards in hand at the end of turn 5.

Turn 6 – Axis draws 1 order (9th Panzer Supply Column)

1. Activate the 9th Panzer Division and Reorder-5.  Set up good for next turn barring unexpected surprises. 

Turn 6 – Soviets draw 3 orders (Pe-2)

1. Activate the I/180th at the Farm and Advance-1 entire stack there to K-skaya.

2. Activate text on 358th Cannon Reg in K-Skaya to Barrage-Target Cover 3 or less on the 86th Pioneers.  This is a shock attack with no FF check.  The combat pull card is 4 (Colonel 18th BRB) for a 10 to 7 causing 1 hit card.  It’s a Hold on 2 (JU-87 Dive Bombers) which fails with the pull of a 4 (Probe).  The 86th and Major von Holt withdraw.  Next the text on the 458th is Barrage in contact.  This time on the II/47th Flak now on top of stack.  The attack pull is 6 (Drive them Back) for a 12 to 6 and 2 hit cards.  The first is 1 hit/hold on 2,4,5 (Overrun) and the second is hold on 2,7 (HE-111 Med. Bombers).  The CC required is a 2 which fails (II/10th MRB has a CC 5). So the II/47th withdraws with 1 hit.  (What was that stuff earlier about unexpected surprises???)

3. The 3rd order is used to play Hasty Attack for Initiative 1x OC resulting in 3 more orders (Sturmoviks)!

4. The I/180th TkB is now activated at K-skaya.  The combat text is used first on the formation card.  A FF pull is 5 to 7 (Soviet Probe and Axis Camouflage).  The combat pull is 1 (Bunkers) for a 5 to 6 result of no effect (remember that the stragglers add a 1 to the attack for their green chevron).  The 11th MRB now returns with SF, also 5 to 6 (Out Flanked pulled) for no effect.  Note that the text on the company of Stragglers, CC 4-Combat if defender, may not be attempted since the Soviets are the attackers in this location.

5. An order is used to play the stack of remaining cards from the hand to the State Farm location (18th Sappers, II/181st MRB, 181st Tank Brigade on top)

6. Activate the 18th Sappers and Advance –1 to K-Skaya.  Attempt a 3-Infiltrated CC (fails with Commissar 4 pull).  Attempt combat with FF CC.  FF goes to Germans with 4 to 7 (Soviet Sniper and I/11th MRB pulled).  German attack is 3 to 4 for no effect (Captian Kiel).  Soviet SF is 3 to 3 (Interceptors) for 1 hit card.  Result is 1 hit/hold on 4,7 (Hidden Approach) which fails with a 6 pull (10th MRReg) sending the 11th Mreg HQ to the withdrawal pile with 1 hit.  The Soviets draw 4 new cards (see below for list)

Discussion:  

The tide has turned.  A full blown counter offensive by the Russians catch the OKH off guard.  Barely hanging on are remnants of the 9th Pz Division Headquarters who will soon be pulling back to save their skin.  The careful planning of the previous turn on the German part has been shattered.  The Russians are now in a position to effect a push on the German base if the cards hold out, though the game probably won’t go past the next hand.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Cross of Iron (leader)
For the Motherland (maneuver)

Sniper Team (fog of war)
P-39 (aircraft)

Envelopment (tactics)
18th MRB HQ

Do-17 Light Bombers (aircraft)
Colonel 180th Tank Bgde (leader)

Wire and Mines (obstacles)


The cards in hand at the end of turn 6.

Turn 7 – Axis draws 1 order (III/102nd Arty)

1. This could be the death knell for the German advance.  The only safe thing to do is pull back the 9th PzHQ to the safety of Kalatch.  Activate them and Forage-2 for Spear Point and Stuka Dive Bombers.  Next Plan-5, then March-2 back to Kalatch.

Turn 7 – Soviets draw 2 orders (Ambushed)

1. Play Initiative 2x-orders check for 5 more orders (Hidden Ford and 180th Tnk Bgde HQ).  Forage-2 (Rail Supplies and Minefield).

2.   Use order to launch a P-39 Airacobra attack on the 33rd PzHQ on K-R road.  Though the card shows blue and green chevrons, this should be a shock attack per the rules and will have to be clarified with the publisher (for the purpose of this attack, it’s treated as shock-2). The card pulled is a 2 (A Careful Plan) for 2 to 7 and no effect.

3. The III/18th is activated and Advanced-1 to the K-R road.  An infiltrate is attempted effectively drawing the last Soviet card and ending the game (736th Antitank Reg).   

Discussion:

This turn was about saving resources for the Germans.  Drawing 1 order was the kiss of death.  Maybe with a few more orders an attempt could have been made on the Church location and its points.  The Soviets could have done much more with their remaining orders, but why?  They have taken the wind out of the German offensive

Total German Losses – 0 killed, 5 units withdrawn, 2 with damage. Total Soviet Losses – 0 points killed with 1 unit withdrawn with damage.  The Soviets retained control of the objective that they started with for an additional 35 points.  They also get 5 points for the retaining control of the Church.  

The Soviets are down 2 reinforcement, the Germans have used none to this point.

The II/33rd PzB and 86th Pioneers along with Major von Holt will return to the deck .  There are no returning Soviet withdrawn units.

Final Mission Score – Soviets 35/Axis 0

Running Score for 2 Missions – Soviets 78/Axis 35 (another mission will be played)

(note that these points were recalculated after it was pointed out that Battlefield cards only score when they are eliminated and not at the end of a mission.  It’s still not clear whether you can eliminate your own Battlefield cards.)

After Action Report:

This game ended up being a total reversal from what was expected.  It truly appeared that the game would be over for the Soviets by the end of the 2nd turn.  Apparently, the lack of secure communications and hesitation over plan of action cost the Germans the mission.  While the headquarters argued over when and where to attack, the Soviets quickly mobilized reinforcements and began to plan their counter offensive.  The game saw a flurry of activity in the early and latter portions of play.  Once the tide began to turn on the Axis, the Soviets were able to slowly build up and capitalize on German inactivity.  Though the battle was lost for the Germans, they are far from defeated.  They still have all their resources and the ability to use them.  With the right leadership and conditions, they can turn the tide of this campaign and produce a victory.  For the time being Stalingrad is not being threatened, but this too can change.  If one thing alone is learned from this in preparation for the next match, planning is essential.  You can’t entirely rely on the luck of the draw to win.  Use those HQ abilities to Plan!

Overall Impression:

This match was full of surprise.  I thought the game would be over by the end of the 2nd turn with the Germans over running the State Farm.  Their plans were dashed against the wide-open Steppes with their reduction of orders, thus hindering their plans.  It’s events like that making the game more enjoyable.  This game is destined to become at the Operational Level what Up Front is to the Tactical Level.  Where this game will surpass Up Front is in the quantity of operations to draw from.  If the game is kept alive with fresh capabilities it will enjoy a long life span.  The potential is still there for bridging units, bridges, weather, SS units, naval invasion, shore artillery, chemical warfare, V-2 rockets and many more cards with their own characteristics geared towards a specific operation.  North Africa was a logistics nightmare, and the Ardennes were hampered by bad weather and constricted avenues of attack.  I’m hoping to see all this and more in future operations and upper echelon decks.  

I’m still coming across questions that could have been clarified through a better rewrite of the rules.  The rules need to cater to the uninitiated that wants to pick up the game and play.  As they stand now, a good Q&A is needed along with a demo of the game.  Hopefully this and other mission walkthroughs will serve to help the new player understand the mechanics and strategies better.   Cheers.

Walt Mulder.

