From:  Commander, 3rd Guard Shock Army





Via:  Commanding General, 716th Guards Armor Division





SitRep: 





The initial onslaught of your comrades in the forward echelons of 3rd Guards Shock Army succeeded in smashing the opposing capitalist forces in the course of the first day of the War of Liberation.  While your comrades paid heavily for their success, intelligence reports indicate that the Allied resistance in this sector was broken with the destruction of the US 2nd Armored Division.





We are seizing the opportunity to strike a decisive blow before the enemy can regroup, and are therefore committing the Army’s Operational Maneuver Group (OMG) of which your command is a part.  Comrade General, although we believe the opposition in your sector is light and disorganized due to the disintegration of the US line, we calculate that the rough terrain reduces the correlation of forces and helps the defender.  That is why the OMG’s main effort will be made to your south, in the open plains.  However, your sector contains a key strategic objective-- a major US POL and ammunition storage depot the GRU had detected before the war.  Furthermore, although the terrain is rugged, there are a number of major roads that might allow you to make a breakthrough into the US rear.





Operational Orders:





Your Primary Objective is to attempt to penetrate the western edge of your operational sector along the roads and reach US 7th Corps rear areas.  Due to the rugged terrain, only a road-based penetration will suffice.





Your Secondary Objective is to capture the US POL and Ammo depots located in hex 3422 as soon as possible.  This objective will serve as a gauge of your progress towards attaining a strategic breakthrough.  If you capture it expeditiously, we will reinforce your attack to continue your forward momentum.





Should you fail to capture the POL depot before we commit the OMG’s reserves to assist your sister assault column to the South, you are expected to establish a defensive line along the North-South ravine west of the POL depot, and guard the flanks of your comrades’ decisive maneuvers elsewhere.





Your initial forces comprise a reinforced regiment--two bn.s of medium tanks carrying a bn. of infantry and elite assault engineers, plus an attached motorized rifle bn.  You will be supported by two regiments of the Army’s rocket artillery firing according to the schedule your senior artillery officer coordinates with 3rd Guards’ HQS before the assault.  Four batteries of tube artillery from the OMG will be available to support your attack continuously.  Screening and reconnaissance for your assault will be provided by two companies from the OMG’s reinforced reconnaissance battalion.





Should your attack proceed well, you may expect us to commit up to a full Bn of elite heavy armor and accompanying motorized infantry from the OMG’s reserve regiment to support you.  Additional commitments of reserve heavy armor will be contingent upon further success..  Good luck with your assault, Comrade General!


�
Player’s Notes





Starting forces:  In HPS terms, the first Bn (A, B, and C co.) is a composite representing essentially an entire regiment of two “Class B” (70% strength) T-34 bns, a bn’s worth of SMG tank-riding infantry, and a company of elite assault engineers.  Second Bn is a standard motorized rifle bn with mortar and transport attachments.  These forces should begin the game off-map, and may arrive on Turn 1 or as soon thereafter as you desire, representing an advance to contact.  All HQS units may also be set to arrive at this time as well.





Your D/S recon elements begin the game on-map, since they are already screening your advance.  








Artillery:  The D/S artillery should remain off-map for the duration of the game, but is available from T-1 onwards.  The six Rocket artillery batteries placed in “I” company for lack of space elsewhere are also available starting on turn 1.  These units may ONLY be targeted against PPDs, representing the relatively inflexible nature of Russian fire support from superior HQS.  Your “tube” artillery may be targeted as usual against either PPD or targets of opportunity.  The heavy artillery of “H” company should enter on turn 45 along with H co.’s armor, and may NOT be used until then.  Since these are towed artillery systems--and will be stranded in their entry hex, I suggest you use the 9 vehicle Improved Position points I gave to create 3 level 3 firing points on the map edge that you can plot as the artillery’s arrival positions.  (Sorry for the kludge, but it’s a game system limitation).


NOTE:  you may not target artillery at the POL depot OR the immediately adjacent hexes, for what I hope are obvious reasons.  :)  All available artillery units may be used for a turn 1 zero-delay artillery barrage.





You should also avoid targetting the POL depot or surrounding hexes with flame weapons.





Reinforcement schedule:  You should set up “G” company’s tanks and infantry to arrive on turn 30, “H” company’s tanks and supporting artillery to arrive on Turn 40, and “I” company’s tanks to arrive on Turn 50.  (The “I” co. rockets--already discussed above--should remain off-map indefinitely.)





Variable reinforcement:  Soviet military doctrine stresses only reinforcing success, unlike Western militaries where attacks facing heavy going could expect help.  In the Russian school reserves would be committed only to exploit success; failures would be left to stall and at least keep their opposing forces busy without consuming more valuable reserve assets.





As a result, actual size of your reinforcements arriving from the OMG’s reserves will depend on your progress--in this case, your performance in capturing the POL depot in hex 3422. “Capture” is defined as having one or more LINE (not D/S recon) units in undisputed possession of the hex (i.e., not locked in overrun or close-combat).  Whenever you capture this depot, your armor reinforcements for the rest of the game will be TRIPLED in size (use the Supply Officer menu to do this).  I’ll be happy to certify that this is legal to your opponent when you start suddenly trebling the size of arriving heavy armor.  <g>  I leave it to your imagination to execute the increase whenever you want once it has been achieved.  (i.e, maybe you want to increase all of the tanks at once, wait until they reach the front, or some combination.)  Hopefully this is an inducement to attack fast and hard, since success is rewarded with the resources to keep your momentum going!


 


Let me know if you have any questions, either before setup or during play.


JBR006@aol.com


