- | -y B L ; The Third Winter, Campaign Game AAR
-THE THIRD WINTER by Chip Saltsmar
The Battle for the Ukraine Septemher:1943-April 1944 -
o i OO R s ¢ SRR Our regular gaming group played the entire Third Winter
2 campaign game to a conclusion during 2@2P2. Here is a

record of the game and some of our observations.
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Right off the bat, this game is huge. There are 27 Axis-Maualti
| Formations (plus some allied and optional ones), and 37 Soviet. It
M O20SNRA UGUKS YIraaagsS orddatsSa A
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: -~ Rumania. The entire campaign lasts some 60 turns (it has a
AT variable ending date. It allows both sides to attack, counteratte
deceive, and recover from disasters. Players can map outa g
strategy and see it through to fruition (or changed it several
times).

- In a weird parallel, most of the events in the current War in
B PR Ukraine were simultaneously occurring on places represented
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e gioe o peme .= Mariupol and other locations which were in the news every da
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Our gaming group included Mark Mazer and Curtis Baer playi
Team Axis and Team Soviet consisting of Kéadierien Chip
Saltsman and Mar&tille(during the first part of the campaign).
We had a blast and hope you enjoy this aféetion report.
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TE 1§ 2 ¥ Rhas $' The Game Space:

ADnepr Riverg The
main initial barrier,

; stretching from Kiev

Zeacgess SPiT T etngasaRaieceqegags in the center north

to Kherson in the

jege o , '8 \ center south. The

oot oy ¢ SuTas et Aelr e segat ol T southern portion s

‘ . ! - NN ¥ ax2f Bl aace
very difficult to

- Cross.

. AMoldovan Hillsg

. The big blob of
Hills/Rough terrain
comprising then
Bessarabia (modern
Moldova) between
the Dnestrand Prut
Rivers (where it say:
awdzYl YA €
map.

ACarpathian
Mountains¢ the
snow-peaked

neege western map edge.

=== ANumerous minor
riversand estuaries
lie across the path
of advance, as well
as Woods terrain in
the north.
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Victory:
The Soviets must

capture:

~ ACities (2 VP each)
Red stars from north
to south: Kiey,
Tarnopol, Vinnitsa,
Umanand Odessa.

AMap Edge (2 VP
each)¢ Occupy
northwest or
southwest map
edges (green stars).
Exiting units in
southwest or
occupying lasi
(green star) will
likely force
Rumanian surrender
(another 2 VP)

AAxis HQ; Destroy
Army (1 VP) or Army
Group (2 VP) HQ

AAvoid Axis VR,
Yellow stars arel
VP if Axideld on a
specific date.

Points needed:

A6 or lesx; Axis win

A7-11 ¢ Draw

A12+- Soviet win

Historically, the

Soviets got 8 VP.




The Axis Game Plan:

AHold the Dneprg Because the Dnepr is so

formidable, they felt they could mass Panz

units to batter or contain Soviet

bridgeheads until winter (when the Dnepr

freezes and can be crossed).

ARun for the (Moldovan) Hillg Once the
Dnepr froze, withdraw to the Hill/Rough
terrain, ceding Kiewmanand Vinnitsa.

APrepare counterattack lanes Avoid

defending Open Terrain; make the Soviets/ :

the Open areas. Strike deep if the
opportunity presents itself.

Alocal Air Superiority when needeglAfter a
few turns of being battered by Soviet Air

Base Barrages, the Luftwaffe kept its plan nﬁ

out of Soviet mission range limits. They
chose to establish local superiority if
needed over a specific area.

Game Start
Team Axis had several general principles? 26 Sept 1944 is Turn 1. Poltava is a surrounded fortress deep behind th&Create Multiple Problemg We wanted the
lines. The Soviets forces parachuted into the Kanev area and have se@urécis reacting to more than they could

oa small bridgehead across the Dnepr. Anothédivision bridgehead exits

The Soviet Game Plan:

handle. Initially that meant multiple

at the very top of the map. The lines are solid from Dnepropetrovsk s@utlipothersome Dnepr bridgeheads. Later we
0 dzi
G0 NBFIASS/T R NUzyy Ay 3é

I Y R Y NB Ylanyied fodatiltiple br8aktbrough®. S (i
ACrestroy KSs Infaftsg XHeyihave & Iyt ofl |
Panzers and get decent replacements.
Infantry is much harder to replace, so we
would concentrate on killing infantry steps,
v = forcing Panzers into the front line.
: "--_WQ\ AAnti-Air Campaigrg Destroy the Luftwaffe
i by Fighter Sweeps or bombing it at every
.= ¢/ opportunity. Once they pulled out of range
~ 7 setup overlapping Patrol Zones and Flak
~ "L Divisions to force them to engage our best
fighters when they needed air superiority.
~ We hoped to wear their air units out.

- AAvoid their Panzerg We intended to fight
GKSNBEOSNI tFylI SNE ¢S
. preserving our mobile formations.
~~ AFront Switching; Team Soviet probably

" RARY QO R2 GKAA 27F0S
keep a Front on Offense as long as possib
or switch between Frontiequently? The
Note to Reader: Axis particularly feareds1& 24 Ukrainian

>§ RARY QU a0l NI (2 LK2G23IN} LK-GKEG h%? ;\S'gt nggm “tig#igﬁ\%;ddimfhmg
by-turn capture going in mi@ctober 1943. But the narrative is Aleltsc While there ARE 37 SO\}iet MUE. 7
straightforward. We got better at managing light, so the picture quality ust stay in the RVGK and each Front n’1u
improved over the course of the game. Some of these pages were posteFr]a“Ve a minimum of 2. The maximum
periodically on the OCS Facebook page or on the Consimworld OCS For, WMiable to 2 Offensive Eronts is 26.

and they have been updated since.
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Oct 1 1943 end Axis"?Player
Ukrainian Front Ja
A The First Ukrainian scored a major g &
success on 26 Oct when overruns g
into the northernmost Soviet Dneprig\
bridgehead established a lodgments = Ny M
GKS 1 EAa O2dz Ry Qi &f '
Kanev bridgehead is occupied but 8/ as
hemmed in by Axis forces. Attacksfg 2
into Kiev went nowhere, and the  [g¢
Axis still occupies several hexes org
the east bank of the river. {
A Near Cherkassy, part of thé 1 >
Ukrainian Front at present, Soviet S
forces are massing, but have not h@BNEE =
sufficient SP to assault the area, anéd 2
the Axis players well aware of the
NBIAZ2Y Q& 1 Arthyiaghdl ||
make it impregnable. |
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1 Ukrainian Front
mara 7 A2 K| (i Q&  téeRskyRronividtSa
2R 15-mile front line?? The first

mission of the 2 Ukrainian Front is
to capture Poltava (a-Bex Minor
City under all the Soviet units near
the shiny lightreflecting spot). The
Soviets have four turns to do this, o
they lose 1 VP. Sometimes the city
falls easily, sometimes you have to
really pound it. We needed three
turns, but the city finallyaptiulated
this turn. We reduced the"?
I N AYALFYQa aFNR
carry this out, as most SP was sent
1st Ukrainian.

A We were using the colored blocks t
indicate HQs assigned to a given
Front (same color as the Front).
Green blocks indicate HQs which a
2dziaARS (0KS CN2Ry
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Oct 1 1943 end Axis"?Player

Ukrainian Front

A The Front is in Regrouping Posture
a2 AayQid O2yRdzOi
operations.

A ¢KId R2SayQid YSI
happening, however. The Soviets
need to move up Pontoons to
establish potential crossing sites,
build Air Bases, and generally get
ready for action.
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Oct 1 1943 end Axis"®Player 4

Ukrainian Front

A

A

¢KS ! EAa LJX I @ SNH
to stand in a line in the open at
Melitopol and get crushed. They
begin a slow back step, softly callin
a9l ae & & & 9l ae
R23I3IASHE G2 GKS
their heels.

¢KS {20AS0Ga Ol y¢
can advance, building infrastructure
as they go. Rail lines in particular
need to be converted, so that the
Front HQ can move into position fol
later advances, and the RVGKs
repositioned. There are six rall
conversion units, and they need to
be active every single turn.



Oct 5 1943 end Axis'2Player

Ukrainian Front

A The Pt Ukrainian Front goes on
Regrouping Posture to allow eithe 8r
4" to go on Offense.

A The Red Expo Marker lines on the map
indicate Rail lines that have been
converted to Soviet gauge.

4™ Ukrainian Front
A Also in Regrouping Posture, the Front
continues to advance. It encounters the
first sneaky Axis roadblock in the form of
units squatting on the rail line.




