
The Third Winter Scenario 2 (Game Start 26 Jan 44)
Scenario 2 starts at the time of the Korsun Pocket battleτa very uncomfortable time for the Axis.  
They feared a strike southward to cut off all the units in the Dnepr bend, the Soviets were pressing 
west to Shepetovka.  Historically, the Korsun pocket battle (and concurrent evacuation of the Nikopol 
bridgehead) took place through mid-February, then a series of running battles as the Axis pulled back 
ǘƻ ǘƘŜ ǿŜǎǘΦ  ¢Ƙƛǎ ŎǳƭƳƛƴŀǘŜŘ ǿƛǘƘ ǘƘŜ άIǳōŜΩǎ tƻŎƪŜǘέ ōŀǘǘƭŜΣ ǘƘŜ ŎŀǇǘǳǊŜ ƻŦ ¢ŀǊƴƻǇƻƭ ŀƴŘ hŘŜǎǎŀΣ 
and the Soviets reaching Iasi before the mud season made operations impossible. 

Note to Axis players:Our Soviet players looked carefully at the setup, noted the hole in the lines 
around D19.23, as well as several weak units in the Axis setup.  They planned to take full advantage.  
Another element of this scenario is that the Axis start the game with only a certain amount of SP.  
Neither player makes supply rolls on the first turn.  This means that if the Soviets go first on the 
second turn, the Axis must make it through two Soviet turns plus their own with the initial SP 
allocation (43.25 SP).  43 might seem like a lot, but you burn through it fast!  

As you will see, the scenario is named Gotterdammerung for a reason. WHERE you position your 
¢ǊǳŎƪǎ ŀƴŘ ²ŀƎƻƴǎ ƛǎ ŜȄǘǊŜƳŜƭȅ ƛƳǇƻǊǘŀƴǘΦ  5ƻƴΩǘ Ƨǳǎǘ ǎǘƛŎƪ ǘƘŜƳ ƛƴ ǘƘŜ ōŀŎƪŦƛŜƭŘΣ ǇƭŀŎŜ ǘƘŜƳ 
thoughtfully in an area where they can become Extenders to return cut off units to supply.  Choose 
your Reserve units so they may respond to problems (Move Mode is best).  You may need to 
conserve SPτ42 SP will be 12 SP if you fuel 15 multi unit formations to move over two turns.  Place 
4-6 SP with the Panzer divisions you will most need to move (3rd Pz, 13th Pz, 14th Pz, 1st SS Pzand 
maybe 7th PzDivisions) so they can fuel and overrun even if cut off.  Put the other SP with Trucks or 
with the MUF that are in Move Mode/Reserve and can immediately occupy bridge crossing hexes. 
Some SP might also go with Trucks that can move and turn into Extenders, dropping the SP enroute.  
hƘΣ ŀƴŘ ǘƘŜ ǿŜŀǘƘŜǊ ƛǎ άbƻ CƭƛƎƘǘέ ǎƻ ȅƻǳ ǿƻƴΩǘ ōŜ ŀōƭŜ ǘƻ Řƻ ŀƴȅ IƛǇ {Ƙƻƻǘǎ ƻǊ !ƛǊ .ŀǊǊŀƎŜǎΦ  wŜŀŘ 
the rules regarding Extenders VERY CAREFULLY. Then buckle up, because this scenario usually gets 
straight into mobile warfare action.



OCS Mini-Holiday, 8-16 October 2022
Before I get into details, I have tothank hosts 
Antonello Salvatucciand Paolo de Francesco for 
arranging such a unique venue in a lovely setting.  
Our group gathered at the ConventoSan Bernardo, 
formerly a Monastery and Convent.  Founded in the 
мпллΩǎΣ ǘƘŜ ōǳƛƭŘƛƴƎ ƛǎ ƻƴŜ ƻŦ ǎŜǾŜǊŀƭ ǘƘŜ ŀǊŎƘŘƛƻŎŜǎŜ 
has converted into facilities for meetings and hotel 
stays.  It is in the middle of the Italian region of 
Umbria, some 90 minutes northeast of Rome.

This proved a great location, and whilst our 
opponents were making their move, we could visit 
nearby towns, an olive oil factory, and the highest 
waterfall in Italy. 

Throughout our building and play area were paintings 
from the 16th and 17th century.  The original church 
ŦǊƻƳ ǘƘŜ мрллΩǎ ƛǎ ǘƘŜ ƭƻǿŜǊ ƭŜŦǘ ǇƘƻǘƻΦ CƻǊ this 
reason, we called it a Mini-Holiday instead of a Mini-
Convention. Imagine if every year we could have a 
gathering in a unique and different European venue, 
preferably near a historic site . . .



But is it on the map? The ConventoSan Bernardo is located on the playtest map for 
OCS Italy, close to the river where two hexes meet.  The rolling hills nearby were a 
beautiful backdrop for gaming, and the weather was mostly sunny throughout.

Rome



Team Soviet, above, is (left to right) Peter 
Mogensen, Antonello Salvatucciand Paolo de 
Francesco.  Antonello and Paolo have been 
playtesters for several OCS games including 
Hungarian Rhapsody, Third Winter and the 
upcoming Luzon.

Team Axis, below, is (left to right) Adam 
Hansen, Mark Fazarkaleyand Chip Saltsman.  
Mark was a playtesterfor Third Winter and 
/ƘƛǇ ǘƘŜ ƎŀƳŜΩǎ ŘŜǾŜƭƻǇŜǊΦ ²Ŝ ŀǊŜ ǎǘŀƴŘƛƴƎ 
on a terrace just outside the game room.  



This scenario picks up the campaign game on 26 Jan 
1944.  The Soviets have 2 VP (Kiev) and the potential to 
lose 1 VP each if the Axis player has units on the Dnepr 
upriver of Dnepropetrovsk or occupies the Nikopol 
bridgehead.  The Soviet needs to obtain 10 more VP to 
win, with 2 each coming from capture of Uman, 
Vinnitsa, Tarnopol or Odessa and the possibility of 
more for exiting units off the northwest or southwest, 
destroying Axis HQ or forcing a Rumanian surrender.

But there is no time to waste.  
The game ends in roughly 25 
turns (the last turn is variable), 
and you have only 10 turns of 
Freeze weather remaining.  
March and April bring Mud that 
slows movement to a crawl two 
turns out of three.  The pressure 
is on the Soviet player to move 
far and to move fast.This is the starting position in the northern part of 

the map.  The red circle indicates one potential 
Axis headache, where little stands in the way of a 
{ƻǾƛŜǘ ŀŘǾŀƴŎŜΦ  {ƻǾƛŜǘ ƭƻƎƛǎǘƛŎǎ ǿƻƴΩǘ ŀƭƭƻǿ ǘƘŜƳ 
to move far, but west is the right direction!



Here are two other weak points in 
the setup.  The two Flak battalions 
are single-step, 2-AR units.  The one 
on the left is in Light Woods, but the 
one on the right is in Open.  Looks 
like a great spot for a breakthrough!  
The two units circled in yellow were 
ƳƛǎǇƭŀŎŜŘ ƛƴ ŜŀŎƘ ƻǘƘŜǊΩǎ ƘŜȄŜǎτ
we corrected this when we noticed.



¢ƘŜ !Ȅƛǎ ŘƻŜǎƴΩǘ ƴŜŜŘ ƳƻǊŜ 
challenges, but here they 
are.  A four-hex gap in the 
front between Krivoi Rog 
and Kirovograd (red oval) is 
particularly inviting.  The 
overall position is a 
challenge, with a huge 
Dnepr Bend force that 
needs to be extracted.  
Historically, the units
furthest east reached the 
DnestrRiver 62 hexes to 
the west over the next 10-
12 turns.  The Soviets 
would love to pocket the 
lot of them.



Our Soviet opponents identified more weak 
ǇƻƛƴǘǎΣ ŀƛƳƛƴƎ ŦƻǊ ŀ άǎǳǇŜǊ-ǎƛȊŜŘέ YƻǊǎǳƴ tƻŎƪŜǘ 
battle:  D13.28 is defended by a 2-step 14-3-3.  
D13.34 contains a one-step 5-3-3 KG.  The initial 
attack they planned would surround three mobile 
divisions (10th PG, 3rd SS Panzer and the 13th

Panzer is under the Reserve Marker in D8.27).  
But this was hardly the end of their dastardly 
plans!  



Axis Reaction Phase, 26 Jan 44, Uman. 
¢ƘŜ {ƻǾƛŜǘǎ ōŜƎŀƴ ōȅ άŘǊƛƭƭƛƴƎ ƘƻƭŜǎέ 
and send forces to occupy key rail lines, 
thus cutting Trace to a large group of 
!Ȅƛǎ ǳƴƛǘǎΦ  ¢ƘŜȅ ŘƻƴΩǘ Ǝƻ ŦƻǊ ŀ ǎƳŀƭƭ 
pocketτthey are intending to cut off a 
huge group. Their die rolls were 
extremely fortunate (said with the best 
of envy)!  This is a very aggressive 
opening for the Soviets.  

Near Uman, their first incursion places 
several units onto rail lines at the key 
rail line intersection at Christinowka.  
Axis reaction forces rush to the area to 
contain the breakthrough.  Note all the 
Reserve markers you can see as Soviet
Mobile formationsmoveto enter the
fray.



Axis Reaction Phase, 26 Jan 44, Uman. 
The Soviets drill two more holes 
according to plan and send bothersome 
units into the Axis backfield.  Note the 
Flak division and Motorcycle Regiment 
which are positioned to block reserve 
unit movement through Open terrain.  
A 4-AR Guards Tank Brigade is sitting in 
Pervomaysk(C62.25), having already 
reached the Bug River.

The Axis 13th Panzer division was in 
reserve and managed to poke back one 
of the surrounding units.

In the very bottom right, Soviet 
divisions are pressing into that four-hex 
gap.  



End Soviet 1st Player Turn 26 Jan 44, Uman-Korsun. Did 
I mention this scenario gets moving fast?  Here is the 
pocket at the end of the Soviet first turn.  Rail lines into 
the Korsun area have been cut, with the Soviets sitting 
ƻƴ Ƴŀƴȅ Ǌŀƛƭ ƘŜȄŜǎΦ  ¢ƘŜȅ ƘŀǾŜ 5DΩŘ ǎŜǾŜǊŀƭ tŀƴȊŜǊ 
divisions and pressed forward to the gates of Uman
(which became a Fortress in a hurry).  Their dice rolls 
were excellent, nearly always getting attacker surprise 
(if the dice are in your favor, then you are a brilliant 
wargamer!)

.ǳǘ ǘƘƛǎ ƛǎƴΩǘ ǘƘŜ ǿƘƻƭŜ ǇƛŎǘǳǊŜ Φ Φ Φ


