
The Third Winter, Campaign Game AAR
by Chip Saltsman

Our regular gaming group played the entire Third Winter 
campaign game to a conclusion during 2021-2022.  Here is a 
record of the game and some of our observations.

Right off the bat, this game is huge.  There are 27 Axis Multi-Unit 
Formations (plus some allied and optional ones), and 37 Soviet.  It 
ŎƻǾŜǊǎ ǘƘŜ ƳŀǎǎƛǾŜ ōŀǘǘƭŜǎ ƛƴ ǿƘŀǘ ǘƘŜ {ƻǾƛŜǘǎ ŎŀƭƭŜŘ άǊƛƎƘǘ ōŀƴƪ 
¦ƪǊŀƛƴŜέ ŦǊƻƳ ǘƘŜ 5ƴŜǇǊ wƛǾŜǊ ǿŜǎǘ ǘƻ tƻƭŀƴŘΣ .ŜǎǎŀǊŀōƛŀ ŀƴŘ 
Rumania.  The entire campaign lasts some 60 turns (it has a 
variable ending date.  It allows both sides to attack, counterattack, 
deceive, and recover from disasters.  Players can map out a grand 
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 
Ukraine were simultaneously occurring on places represented on 
ǘƘŜ ¢ƘƛǊŘ ²ƛƴǘŜǊ ƳŀǇΦ  ²Ŝ ŘƛŘƴΩǘ ƴŜŜŘ ŀƴȅ ƘŜƭǇ ŦƛƴŘƛƴƎ YƘŜǊǎƻƴΣ 
Mariupol and other locations which were in the news every day.

Our gaming group included Mark Mazer and Curtis Baer playing 
Team Axis and Team Soviet consisting of Kevin Valerien, Chip 
Saltsman and Mark Stille(during the first part of the campaign).  
We had a blast and hope you enjoy this after-action report.

CƛǊǎǘΣ ƭŜǘΩǎ ƘŀǾŜ ŀ ƭƻƻƪ ŀǘ ǘƘŜ ƳŀǇΦ



The Game Space:
ÅDnepr River ςThe 
main initial barrier, 
stretching from Kiev 
in the center north 
to Kherson in the 
center south.  The 
southern portion is 
ά±ƻƭƎŀ-/ƭŀǎǎέ ŀƴŘ 
very difficult to 
cross.
ÅMoldovan Hills ς
The big blob of 
Hills/Rough terrain 
comprising then 
Bessarabia (modern 
Moldova) between 
the Dnestrand Prut 
Rivers (where it says 
άwǳƳŀƴƛŀέ ƻƴ ǘƘŜ 
map.
ÅCarpathian 
Mountains ςthe 
snow-peaked 
western map edge.
ÅNumerous minor 
rivers and estuaries 
lie across the path 
of advance, as well 
as Woods terrain in 
the north.



Victory:
The Soviets must 
capture:
ÅCities (2 VP each) ς
Red stars from north 
to south: Kiev, 
Tarnopol, Vinnitsa, 
Umanand Odessa.
ÅMap Edge (2 VP 
each) ςOccupy 
northwest or 
southwest map 
edges (green stars). 
Exiting units in 
southwest or 
occupying Iasi 
(green star) will 
likely force 
Rumanian surrender 
(another 2 VP)
ÅAxis HQ ςDestroy 
Army (1 VP) or Army 
Group (2 VP) HQ
ÅAvoid Axis VPς
Yellow stars are -1 
VP if Axis-held on a 
specific date.

Points needed:
Å6 or less ςAxis win
Å7-11 ςDraw
Å12+ - Soviet win
Historically, the 
Soviets got 8 VP.



The Soviet Game Plan:
ÅCreate Multiple Problems ςWe wanted the 
Axis reacting to more than they could 
handle. Initially that meant multiple 
bothersome Dnepr bridgeheads.  Later we 
planned for multiple breakthroughs.
ÅDestroy Axis Infantry ςThey have a lot of 
Panzers and get decent replacements.  
Infantry is much harder to replace, so we 
would concentrate on killing infantry steps, 
forcing Panzers into the front line.
ÅAnti-Air Campaign ςDestroy the Luftwaffe 
by Fighter Sweeps or bombing it at every 
opportunity.  Once they pulled out of range, 
set up overlapping Patrol Zones and Flak 
Divisions to force them to engage our best 
fighters when they needed air superiority.  
We hoped to wear their air units out.
ÅAvoid their Panzers ςWe intended to fight 
ǿƘŜǊŜǾŜǊ tŀƴȊŜǊǎ ǿŜǊŜƴΩǘ ǇǊŜǎŜƴǘΣ 
preserving our mobile formations.
ÅFront Switching ςTeam Soviet probably 
ŘƛŘƴΩǘ Řƻ ǘƘƛǎ ƻŦǘŜƴ ŜƴƻǳƎƘΦ {ƘƻǳƭŘ ȅƻǳ 
keep a Front on Offense as long as possible 
or switch between Fronts fequently?  The 
Axis particularly feared 1st & 2nd Ukrainian 
working in tandem, but the rapid switching 
might have been more effective.
ÅLimitsςWhile there ARE 37 Soviet MUF, 7 
must stay in the RVGK and each Front must 
have a minimum of 2. The maximum 
available to 2 Offensive Fronts is 26.

The Axis Game Plan:
Team Axis had several general principles:
ÅHold the Dnepr ςBecause the Dnepr is so 
formidable, they felt they could mass Panzer 
units to batter or contain Soviet 
bridgeheads until winter (when the Dnepr 
freezes and can be crossed).
ÅRun for the (Moldovan) Hills ςOnce the 
Dnepr froze, withdraw to the Hill/Rough 
terrain, ceding Kiev, Umanand Vinnitsa. 
ÅPrepare counterattack lanes ςAvoid 
defending Open Terrain; make the Soviets 
occupy it so Panzers can counterattack into 
the Open areas.  Strike deep if the 
opportunity presents itself.
ÅLocal Air Superiority when needed ςAfter a 
few turns of being battered by Soviet Air 
Base Barrages, the Luftwaffe kept its planes 
out of Soviet mission range limits.  They 
chose to establish local superiority if 
needed over a specific area.

Game Start
26 Sept 1944 is Turn 1.  Poltava is a surrounded fortress deep behind the 
lines. The Soviets forces parachuted into the Kanev area and have secured 
a small bridgehead across the Dnepr.  Another 1-division bridgehead exits 
at the very top of the map.  The lines are solid from Dnepropetrovsk south, 
ōǳǘ ƴŜŀǊ YƛŜǾΣ /ƘŜǊƪŀǎǎȅ ŀƴŘ YǊŜƳŜƴŎƘǳƎ ǘƘŜ άwŀŎŜ ǘƻ ǘƘŜ 5ƴŜǇǊέ ƛǎ ŀ 
άōǊƻƪŜƴ-ŦƛŜƭŘ ǊǳƴƴƛƴƎέ ǎƛǘǳŀǘƛƻƴΣ ǿƛǘƘ ǘƘŜ {ƻǾƛŜǘǎ ƻƴ ǘƘŜ ŎƘŀǎŜΦ

Note to Reader:
²Ŝ ŘƛŘƴΩǘ ǎǘŀǊǘ ǘƻ ǇƘƻǘƻƎǊŀǇƘ ǘƘŜ ƎŀƳŜ ǳƴǘƛƭ ¢ǳǊƴ оΣ ŀƴŘ ƻƴƭȅ Ǝƻǘ ŀ ǘǳǊƴ-
by-turn capture going in mid-October 1943.  But the narrative is 
straightforward.  We got better at managing light, so the picture quality 
improved over the course of the game.  Some of these pages were posted 
periodically on the OCS Facebook page or on the Consimworld OCS Forum, 
and they have been updated since.



Oct 1 1943 end Axis 2nd Player 1st

Ukrainian Front
Å The First Ukrainian scored a major 

success on 26 Oct when overruns 
into the northernmost Soviet Dnepr 
bridgehead established a lodgment 
ǘƘŜ !Ȅƛǎ ŎƻǳƭŘƴΩǘ ŜƭƛƳƛƴŀǘŜΦ  ¢ƘŜ 
Kanev bridgehead is occupied but 
hemmed in by Axis forces.  Attacks 
into Kiev went nowhere, and the 
Axis still occupies several hexes on 
the east bank of the river.  

Å Near Cherkassy, part of the 1st

Ukrainian Front at present, Soviet 
forces are massing, but have not had 
sufficient SP to assault the area, and 
the Axis playersτwell aware of the 
ǊŜƎƛƻƴΩǎ ƛƳǇƻǊǘŀƴŎŜτare trying to 
make it impregnable.

North



Oct 1 1943 end Axis 2nd Player 2nd

Ukrainian Front
Å ²ƘŀǘΩǎ ǿƛǘƘ ǘƘŜ teenseyFront with a 

15-mile front line??  The first 
mission of the 2nd Ukrainian Front is 
to capture Poltava (a 2-hex Minor 
City under all the Soviet units near 
the shiny light-reflecting spot).  The 
Soviets have four turns to do this, or 
they lose 1 VP.  Sometimes the city 
falls easily, sometimes you have to 
really pound it.  We needed three 
turns, but the city finally captiulated
this turn.  We reduced the 2nd

¦ƪǊŀƛƴƛŀƴΩǎ άŦǊƻƴǘŀƎŜέ ǳƴǘƛƭ ǿŜ ŎƻǳƭŘ 
carry this out, as most SP was sent to 
1st Ukrainian.

Å We were using the colored blocks to 
indicate HQs assigned to a given 
Front (same color as the Front).  
Green blocks indicate HQs which are 
ƻǳǘǎƛŘŜ ǘƘŜ CǊƻƴǘΩǎ ŎƻƳƳŀƴŘ ǊŀƴƎŜΦ



Oct 1 1943 end Axis 2nd Player 3rd

Ukrainian Front
Å The Front is in Regrouping Posture, 
ǎƻ ƛǎƴΩǘ ŎƻƴŘǳŎǘƛƴƎ ƻŦŦŜƴǎƛǾŜ 
operations.

Å ¢Ƙŀǘ ŘƻŜǎƴΩǘ ƳŜŀƴ ƴƻǘƘƛƴƎ ƛǎ 
happening, however.  The Soviets 
need to move up Pontoons to 
establish potential crossing sites, 
build Air Bases, and generally get 
ready for action.



Oct 1 1943 end Axis 2nd Player 4th

Ukrainian Front
Å ¢ƘŜ !Ȅƛǎ ǇƭŀȅŜǊǎ ŘƛŘƴΩǘ ǎŜŜ ŀƴȅ ƴŜŜŘ 

to stand in a line in the open at 
Melitopol and get crushed.  They 
begin a slow back step, softly calling, 
ά9ŀǎȅ Φ Φ Φ 9ŀǎȅΣ ǘƘŜǊŜ Φ Φ Φ bƛŎŜ 
ŘƻƎƎƛŜΗέ ǘƻ ǘƘŜ {ƻǾƛŜǘǎ ǎƴŀǇǇƛƴƎ ŀǘ 
their heels.  

Å ¢ƘŜ {ƻǾƛŜǘǎ ŎŀƴΩǘ ŀǘǘŀŎƪΣ ōǳǘ ǘƘŜȅ 
can advance, building infrastructure 
as they go.  Rail lines in particular 
need to be converted, so that the 
Front HQ can move into position for 
later advances, and the RVGKs 
repositioned.  There are six rail 
conversion units, and they need to 
be active every single turn.



4th Ukrainian Front
Å 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.  

Oct 5 1943 end Axis 2nd Player 1st

Ukrainian Front
Å The 1st Ukrainian Front goes on 

Regrouping Posture to allow either 3rd or 
4th to go on Offense.  

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


