Battlelines: Drive on Stalingrad replay

This is final session replay of a mission from the Drive on Stalingrad operation.  This game was played on 6/19/03.  I have tried to do as much record keeping as possible.  The units involved, mission information and locations are as follows:

Mission – Battle for Kalatch (there are 2 versions; this one has 5 locations)

Axis 9th Panzer Division (9th PD)

Soviet 18th Tank Corps (18thTC)

The Germans start with 4 cards after discarding 2, and the Soviets with 5 after discarding 1

The starting cards chosen are shown below at the indicated location (the Russians discarded the III/18th MRB and the Axis discarded the 33rd PzRHQ and 9th Recon Batt.)

Kalatch Bridges

(Axis base – 20pts, 2 control pts.)

10th MRRHQ

Steppes (Axis 1 control pt.)

I/10th MRB

II/10th MRB
Karpovskaya (Axis – 1control pt.)

I/33rd PzB



Dukovka Rd.  Junction (Soviet)

IV/18th Mortar Batt.
Bakka Cyxan (Soviet)

246th Mortar Batt.

II/180th MRB

I/180th TkB
Kalatch-Piattisbiansk Rd.

(Objective – 42pts.)

Kalatch

180th TkBde

I have used the following annotations throughout this replay:

Arty – Artillery

Bde – Brigade

Batt. – Battalion

CC – Chance Check

CR – Combat Results

FF – First Fire

HQ – Headquarters

MRB – Motorized Rifle Battalion

MRR – Motorized Rifle Regiment

Pz – Panzer

PzB – Panzer Battalion

Reg. – Regiment

TkBde – Tank Brigade

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Confused Orders (confusion)
Captured Supplies (fog of war)

Stuka Dive Bombers (aircraft)
Supply Shortage (confusion)

Ju-87 Dive Bombers (aircraft)
Colonel 181st TkBde (leader)

Spear Point (maneuver)
18th Supply Column (troops)

Knight Cross (leader)



Above are the cards in hand as the game begins.  Axis start with 5, Soviets with 4

Overview:  This is the last chance to redeem the honor of the Wehrmacht.  The town of Kalatch must be taken or the operation will crumble.  Winter is coming and a breakthrough to Stalingrad must be accomplished before the first snows begin to fall.  The Russians are expected to put up stiff resistance as demonstrated by previous encounters.  Their stubborn determinedness continues to astound the enemy.  The route to Kalatch is fairly straightforward.  The least resistance will be expected driving up the Dukovka Road and taking the road junction there.  From that point on the natural defense of the Balkas will provide cover.  The only way to the town is through the terrain of Bakka Cyxan where it is expected that the Soviets will make a stand.  They are prepared to do just that.  Though the entire 18th regiment is out of action, the strong elements of the 180th Battalions are expected to do their duty.  There will be no retreats per orders from Stavka.

The Game Play:

Turn 1 – Axis draws 1 orders (81st Replacement Batt.)

1.  Play Knight Cross on I/33rd PzB at K-Skaya.  Draw 1 card (Wire and Mines)

Turn 1 – Soviets draws 2 orders (Infiltration)

1. Play captured supplies Forage – Draw 2 (Bunkers and 736th AntiTk Reg.)

2. Play Bunkers (fieldworks) on Dukovka Rd. Junction.  

Discussion:

The action is starting out fairly slow.  The best play for the Germans was to place the Knight Cross on the table.  If it were attached to the 10th MRRHQ at the base, then its text would have to be executed before the HQ’s.  This would prevent the HQ from using its planning function before the Leader can use his Initiative.  Better to attach the Leader to the I/33rd PzB.  Let the HQ do the planning and let the Leader use his initiative in executing the orders in the battle.  The Russian options aren’t that exciting also.  The decision is made to stockpile the captured supplies in the hopes that drawing a few more cards will yield better options.  There are plenty of units on the table, so better to use the second order and beef up defenses at the road junction.  It’s still the most likely route of attack so why not prepare it better with fieldworks.  The extra boost in cover and defense provided this early in the game is worth the order.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Confused Orders (confusion)
Supply Shortage (confusion)

Stuka Dive Bombers (aircraft)
Colonel 181st TkBde (leader)

Ju-87 Dive Bombers (aircraft)
18th Supply Column (troops)

Spear Point (maneuver)
736th Antitank Regiment (troops)

Wire and Mines (obstacles)


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

Turn 2 – Axis draws 3 orders (Marder) 

1. Play Spear Point for Initiative 2x Orders check for 4 more orders (Do-17 & Smoke and Cover) bringing orders total to 6.  The Soviets immediately play Supply Shortage to reset German orders to 2.

2. Activate 10th MRRHQ at Kalatch Bridges and Forage-1 (Medic), then Plan 2.

3. Activate formation of I/33rd and Knight Cross at K-skaya using text on the KC first for 4-Initiative 1x Orders yielding 2 more orders (Out Flanked).  Then use text on I/33rd to Advance 1 to Dukovka Rd. Junction.  Then combat text is used.  The IV/18th Mortar Batt has no armor attack value so there is no FF CC.  The combat draw is I/11th MRB with a green 3 dot for 8 to 8 (the mortar Batt has defense 3 + 3 for location + 2 for Bunker) causing 1 hit card.  It’s 1 hit/hold on 4,5 (V/18th Arty Batt) which passes the CC (A Careful Plan).

4. Use order to play Ju-87 Dive-Bombers for a Strike – Forces in Contact on IV/18th Mortar Batt at the Junction.  Shock attack with no FF, card draw is “-“  (II/33rd PzBatt) so strike fails.

5. Attack again with last order using Stuka Dive Bombers in same location.  Card draw is red 8 (Major von Holt) for 15 to 8 yielding 1 hit card.  This yields 2 hits (18th MRB) and the IV/18th Mortar goes to the German victory point pile.  The hit cards go to the discard pile, and the Germans take the Junction.  The Battlefield card is automatically eliminated (rules p.11) since there is no control flag on it.  It also goes to the victory point pile.  Germans draw 2 cards (Cross of Iron & 86th Pioneers).

Turn 2 – Soviets draw 2 orders (Minefield)

1. Play a stack from the hand of 18th Supply Column and 736th Antitank to Kalatch.

2. Activate entire stack at Kalatch using the 180th TkBdeHQ and move it to Bakka Cyxan.  Draw 3 cards (see below).

Discussion:

Once again, the Russians manage to foil the plans for a major strike by stealing the initiative.  Despite this, the Germans managed to react by planning and regaining some of the momentum quickly by mobilizing the I/33rd for a strike on the Junction.  Supported by airstrikes they were able to knock out the light resistance there and take control.  The rest from here on out won’t be so easy.  The Soviets have brought up the entire 180th Brigade to set up entrenched defense in the terrain of Bakka Cyxan.  It'’ going to take more than 1 German tank battalion to punch through this wall.  Meanwhile, the Axis player is burning through cards at a high rate, which is not good.  Lots of strong units have already gone to the discard pile with no chance of retrieving them.  

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Confused Orders (confusion)
Colonel 181st TkBde (leader)

Wire and Mines (obstacles)
Colonel 180th TkBde (leader)

Medic (fog of war)
II/181st MRB (troops)

86th Pioneer Batt (troops)
Interceptors (fog of war)

Cross of Iron (Leader)


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

Turn 3 – Axis draws 2 orders (Sniper Team)

1. Activate the 1/10th MRB in the Steppes and March 1 the stack there to the Junction (under Axis control).  Next use the Advance 1 to move the stack from the Junction to Bakka Cyxan.  Still using the text on the 1/10th MRB initiate combat with them.  The top Soviet Batt is the 1/180th TkBatt so a FF CC is required.  The soviets win (HE-111’s and Rail Supplies) 7 to 4 and get 1st fire.  The draw is a blue six (Stragglers) for 10 to 6 and 1 hit card that is a 1 hit/hold on 3 (Panzer IIIj).  It passes (9th Motocycle Batt).  Second fire pull is blue 2 (Deliberate Attack) for 3 to 9 which fails miserably.

2. Activate the I/33 PzB with Knight Cross and pull for 4 Initiative 1x Orders which fails (II/102nd Arty).  Next use KC text for combat.  FF Check is 7 to 4 for Soviets (Hasty Attack & Bypass).  Soviets pull a 1 blue (Sturmoviks) for a 5 to 9 result for a miss (the KC adds 2 defense vs. armor attack).  SF pull by Germans is a 6 blue (9th Pz Supply) for a 11 to 9 resulting in 1 hit card.  It is 1 hit/hold on 1,4,6 (Sniper) and passes on 4 (Probe).  The text on the I/33rd PzB is now used to attempt a 4 Flank which passes (Interceptors) and the formation moves to the flank position.  It now uses combat text for attack.  The FF CC fails 7 to 4 (Covered Approach & Envelopment).  Soviets pull 4 blue (Radio Intercept) for 8 to 10 and miss.  Axis SF pulls 7 blue (Out Maneuvered) for 12 to 9 for 1 hit card that’s a hold 1,4,5 (Enfilade).  The common hold numbers are 1,4 and the CC is a 5 (181st TkB) which fails.  The I/180th is withdrawn.  The I/33rd PzB remains in the flank position and the I/10th MRB are on top of the stack at the attack position.

Turn 3 – Soviet draw 2 orders (Hidden Approach)

1. Play the Colonel 18th TkB leader to attach to the 736th Antitanks (on top of stack).  

2. Order the 246th to Barrage – In contact on the 1/10th MRB in the Attack position of Bakka Cyxan.  No FF CC and the pull is a yellow 4 (Scouts) for a 12 to 6 for 2 hit cards.   A hold on 4,7 (Liberating Supplies) and 1 hit/hold on 6 (50th PzB).   There are no common Hold numbers so the check would result in an automatic failure (H3, H4,7, H6).  The I/10th MRB is withdrawn with 2 hits.  The Soviets draw 1 card (Maj Gen IDC)

Discussion:

The Soviets have put up a formidable defense at Bakka Cyxan.  The Colonel will give them the needed leadership and ability to plan on the spot and make the needed decisions that the plain vanilla variety of Red Army troop dares not make.  Controlling the Bakka effectively cuts off the German’s ability to make an end run for Kalatch via the Piattisbiansk road.  As for the Germans, they must make the best of their position and continue to press the attack.  The decks are dwindling down and this is the last chance to regain the initiative in this operation.  Troops are backed up to the rear and the prospect of air support looks weak.  If the Antitank units in the Bakka can be knocked out, the offensive still stands a chance of success.  Otherwise it will be a long train ride back to Germany.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Confused Orders (confusion)
Colonel 181st TkBde (leader)

Wire and Mines (obstacles)
Maj. Gen. ID Cheryakhovskiy (leader)

Medic (fog of war)
II/181st MRB (troops)

86th Pioneer Batt (troops)
Interceptors (fog of war)

Cross of Iron (Leader)


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

Turn 4 – Axis draws 2 orders (Tactical Smoke)

1. Use order to activate 10th MRR at base and perform a Plan –2.  

2. Activate the I/33rd formation at Bakka Cyxan.  Use KC text for combat.  FF CC pull goes to Soviets 7 to 4 (Drive them Back and Radio Intercepts).  Soviets 7 blue (II/10th MRB) for 10 to 10 and 1 hit card.  It a 2 hits hold on 4 (II/11th MRB).  The CC fails (Lt. Gen Frankewitz) and the unit is withdrawn with 2 hits.  

Turn 4 – Soviets draw 3 orders (Pe-2)

1. The Germans Immediately play Confused orders setting the Russian orders to 1.  With this lone order, Major General IDC is brought in to take control and attached to the 180th Tank Bde.  Soviets draw 1 card (Colonel 18th MRB).

Discussion:

It’s plain to see now that the Germans are pretty much lost.  There aren’t enough orders remaining to pull them out of this one.  A concerted push by the Soviets may even take the Axis base though it would take quite a drive.  Better to stay put and hold on the objective.  The fight is going good enough that the Big Kahuna I.D. Cheryakhovsky has been brought in to direct the battle.  More glory for the senior staff when things are going apparently well.  His appearance should accelerate depletion of the Soviet draw pile and end the mission sooner.

AXIS CARDS IN HAND
SOVIET CARDS IN HAND

Confused Orders (confusion)
Colonel 181st TkBde (leader)

Wire and Mines (obstacles)
Colonel 18th MRB (leader)

Medic (fog of war)
II/181st MRB (troops)

86th Pioneer Batt (troops)
Interceptors (fog of war)

Cross of Iron (Leader)





The cards in hand at the end of the 4th turn.

Turn 5 – Axis draws 3 orders (I/102nd Arty Batt)

1. Play Cross of Iron on II/10th MRB at Bakka Cyxan.

2. Activate 10th MRRHQ at base and Plan-2.

3. Activate formation at Bakka Cyxan using Cross of Iron 4 Infiltrate to pull a good CC (Hasty Attack) and move to infiltrate position.  Use Col text to attack.  FF CC fails with 7 to 3 (Partisans and 9th MRB).  Soviets fire 4 to 9 for a miss (Colonel 110th).  SF pull is 4 green (JU-88) for 9 to 8 and 1 hit card.  It’s a 1 hit/hold on 1,6 (18th Sappers) and fails (P-39).  Unit is withdrawn with 1 hit.  Now to repeat the process with the text on the II/10th.  The FF CC passes 7 to 9 (For the Motherland and 9th PzHQ).  Damage is 4 green (Camouflage) for a 9 to7 and 1 hit card, a hold on 3,4,7 (Ambushed) which passes (Hidden Ford).  SF draw is Commissar that ends the game.

Discussion:

Kalatch is successfully defended.  The last hurrah by the Germans falls short.  A final attempt is made to gain some victory points but it won’t compare to those the Soviet will get for holding the town.

German Losses – 0

German Points – 13 (6 for IV/18th mortar and 7 for Bunkers)

German Reinforcements –2 remaining

Soviet Losses –  IV/18th 

Soviet Points – 42 for holding Kalatch

Soviet Reinforcements – 6 remaining

Final Mission Score – 42/13

Campaign Total Score for 3 Missions – Soviets 120 /Axis 48

After Action Report:

This is actually quite an upset for the Germans.  The mission pulled made it more difficult since there was only 1 viable route to Kalatch.  All the Russians had to do was sit on the defensive and build up forces.  The poor drawing of orders on the Part of the Germans hampered their progress while the Soviets were content to fight from their defensive positions.

Final Comments:

This final game of three brought the score over 100 for the Soviets and effectively ends the operation.  The Drive on Stalingrad is a failure for the Germans.  But, lessons were learned.  You burn through lots of cards in a battle.  The Chance Checks alone for First Fire will burn through two or three before even pulling cards for damage.  It’s imperative to save up cards for the big battles.  Use artillery and air support wherever possible to avoid pulling for FF.  One bothersome issue that has come to light for me is the ease in which a player in the objective has no incentive to drive on the opponent’s base even if he has the upper hand.  In this final mission, the Russians could have pushed for taking the German base, but would only gain 20 Victory points while losing the 42 for just sitting and holding the objective.  I don’t know what the designer’s logic is on this.  I guess it does make some sense that the defender stands to lose more from a poorly planned counter offensive, but should still be able to gain more if they have the upper hand and can pull it off.  This will be a question for the forum.  Maybe I’m just scoring the points wrong or missing something.  Maybe a larger deck of cards is needed on the part of the attacker.  The 55 card deck is just a minimum according to the rules.  By the end of this mission both sides had about the same number of units withdrawn.  I don’t think that another mission would have helped turn the tide for the Axis.

Finally, with completion of this operation, my mind is made up.  This game firmly falls into my category of great card games with a WWII Operational theme (I have lots of categories).   Despite the fact that the Soviets thwarted the Germans on their drive on Stalingrad, I like this game.  Maybe even more so because of the German failure (or mine since I was playing them).  It shows that the game is not heavily weighted for one side.  Most of all, it is fun to play.  As any card game, it has its share of luck, but I didn’t find it detracting in any way.  I look forward to many hours of enjoyment fighting through the Streets of Stalingrad in my next operation.  Cheers.

Walt Mulder

