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From the Publisher

July 25, 1997
Dear SPI Revivalist,

I'd like to take this moment to welcome you to
the premiere issue of SPI REVIVAL. This
“virtual” publication is dedicated to the in-depth
review of a single SPI game title per issue.

How THIS IDEA STARTED

The brainchild of this project is in large part due
to how | was first introduced to consim gaming.
Back when | was a teen in the mid ‘70's, my
brother was playing some of the old AH’s clas-
sics: MIDWAY, GUADACANAL, TACTICS I,
and BLITZKRIEG - just to name a few. At the
time, | thought Avalon Hill was not only the
“last” but “only” word in the hobby. Their games
could be found in every toy store.

Lo and behold and | somehow stumbled upon a
game catalog from Simulations Publications, Inc.
| looked over the catalog, which at the time had a

topics, and decided to go with WACHT AM
RHEIN as my initial purchase. Considering all |
knew about the hobby and that “monster”
BLITZKRIEG game | was enjoying with my
brother at the time, | was in for quite the shock.
Guess what my reaction was when that SPI
monster package arrived?

The rest is, as they say, history. | was hooked.

modest selection of games on varying themes and question the quality of reviews that will be magazine. Once | received Ted’s initial draf
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Fast forward nearly 20 years, and SPI is long game. If you do not have access to a quality
gone from the game publishing scene as a viable laser printer, you may contact me and recei

b/w
ea

business entity. Of the boardgame publishers hardcopy. The cost for printing, shipping gnd

doing business back then, only Avalon Hill handling is $5.00. Please send orders to:
remains. Gone are Battleline, Nova, GDW,

Taskforce, RAND, Sim. Canada, 3W, etc. - the John Kranz

list goes on and on. Yet if one combines all the Attn: SPI Revival
games published by other publishers, they still 13426 E. Cindy St.
don't match the volume of games SPI was Chandler, AZ 85225

pumping out in its prime. To this day, many enjoy

a good SPI game now and then, while lamenting It is my hope, of course, that you will be ablg

about the poor development of many other SPI rely on a friend to access a quality laser print

titles. to forgo any expense. Please only rely on me
last resort...this publication is meant to

This brings up back full circle to how this project accessible free of charge.

got started. SPI still enjoys a large following,

witnessed by internet discussions and the many SPECIAL THANKS

game auctions. However, nowhere out there can This publication would have not been poss

one find a publication which discusses their were it not for the tremendous effort put in

products in depth. This is the niche area SPI Skip Franklin, Danny Holte, John Leggat, §
REVIVAL will now command. Ronald Wright. Saving the best for last, howe

| want to take this opportunity to recognize 1
WHAT 1O EXPECT Kim for his herculean effort in putting togeth

Being the premiere issue, one can safely say that what is, | feel, the best darn game review | h
this is a grand experiment of sorts. While | dont read since the early days of Fire & Movem

presented within these pages, | am certainly eager realized the responsibility placed before me ta
to see the response this publication generates. Ashis piece justice. The future success of

to
out
asa
be

ble
by
nd
er,
ed
er
ave
ent
|
do
his

long as their is a healthy interest in SPI games publication will certainly not be based on the

and the opportunity to revisit them, | know effort | put in to get the next issue out, but h
improvements can be made in the format many Ted Kim's are out there interested
presented herein for your reading enjoyment. reviewing SPI titles. Based on correspondeng

preparing future issues, I'm confident that
While | would have liked to provide the review benchmark set in this issue can be replicate
for online viewing, the size of the publication is the future.
best suited for printing and storage in your SPI
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CSR AVARDS releasing it sometime in September if all goes as Random Thoughts on PGG
Needless to say, the next time the Charles S. expected.

Roberts award are upon us to select the Best “Back in 1976, an Ops Sgt by the name
Review/Reviewer, please make a mental note that FEEDBACK PLEASE Charles Sharpe (who subsequently has mal

this effort would have not been possible without This being the premiere release, feedback from name for himself in this hobby) loaned me
Ted Kim. His execution was flawless. Of course, the readership is critical. Please let me know what copy of PGG. It became, and remains, one of
the supporting cast played a big part as well. you think of the format presented herein, and all-time favorite solitaire games. There are sh
| certainly don't mean to downplay their own what improvements you would like to see in the comings to the game, but the untried Soviet U
efforts. Anyway, | don’t know if Ted will make  future. Since | won’'t be able to track who is still guarantee no two identical games for me
ORIGINS next year, but it would be an absolute downloading the Acrobat document, it would be

his behalf and present it to him. He’s definitely issue as well. ensured that | had to go be a Friday ni
earned it. playtester when | went to NYC in 1980. That v

There is also a discussion board available on the the experience which launched me into
Naturally, SPI REVIVAL now qualifies as an  web so you can chime in with your comments testing and development | have done since th
amateur publication, so if you want to give regarding SPI REVIVAL (in the Game Magazine
BROG (a publication | thoroughly enjoy) a run Discussion area). This web site is The Virtual - Tony Curtis, developer GMT's BARBAROS
for it's money, you now know how to cast your Wargamer Headquarters, located at the following

next vote as well. [URL: http://www.manzana.com/webx “One of the secret joys of playing the Soviets

PGG is confounding the German player who
THE INK NEVER DRIES Please also feel free to contact the authors of this so enthralled in the glamour of panzer pushin
One nice feature worth noting is that each issue issue as well. They would welcome your that he does not recognize the limitations of t
can be easily updated, so what you have before comments and feedback. magnificent weapon he wields. High summer
you now is simply version 1.0 of issue #1. Should 1941 means the Soviet player must think and

others wish to provide feedback or additional | look forward to hearing from each one of you. | defensively, but not passively. He must throw
materials on PANZERGRUPPE GUDERIAN, |  hope you enjoy the SPI REVIVAL, and tell your repeated blocking lines in front of the Germar
will gladly update and release a new version of friends where to find it. In closing, I'd like to  advance, harry the German flanks, marshal
this issue. One thing | will do for certain is share with you some player comments regarding scarce resources for limited ripostes, and
publish the feedback you provide in version 1.1 PANZERGRUPPE GUDERIAN. confound the concentration of German armor
of this publication.

Sincerely, What Dunnigan has forged in this jewel is a n
NEXT ISSUE perfect wargame.”
| hope to get an issue out at least once every two John Kranz
months. Scheduled for issue number two is SPI's |kranz@earthlink.net - Doug Dery
WINTER WAR. Contributors are presently Chandler, Arizona
working on this piece and | look forward to continued on page 2
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privilege and honor for me to pick up an award on nice to find out who is receiving and reading this This game also kindled my interest in SPI, and
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Game Review
by Ted Kim

A. Introduction

PANZERGRUPPE GUDERIAN (PGG) made
quite a splash when first published in Strategy &
Tactics (S&T) magazine, issue 57 (July/August
1976). It was well-liked, innovative and widely
played. It was republished in other packaging at
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To search out this battle, we must dissect PGGS strength is its play value and interesting

Operation Barbarossa and follow the actions of
Army Group Center (AGCMWe can briefly sum
marize the context of the battle as follows.
Smolensk was the third encirclement in a chain
leading from East Prussia and divided Poland
some 400 miles towards Moscowhe Battle of
Smolensk was the climax of the initidlGC
thrust. Fighting around Smolensk took place
throughout July 1941; resistance finally ended in

least three times. It spawned several other Easternthe Smolensk pocket on August 1941 While

Front gamesWay back when in 1978, Ralph
Vickers, in F&M 12, was asking if PGG was a
classic [22]. Today many regard it as a watershed
design that still arouses interest. Many place PGG
on their top ten list of SPI games and even on
their all-time top ten list. Designer Notes for
recent releases (e.g. SPIRES ODHE KREM-
LIN) still pay homage to PGG as if claiming
descent from a famous progenitéiew games
can make similar claims. In this reviewe take a
look at the parts that make the whole of this
famous game.

Before proceeding, though, a note is in order
about the game’subject. So what is the subject
of this popular game&lmost everyone knows
that PGG is about an Eastern Front battle.
However Smolensk is not exactly a battle with
immediate name recognition like Stalingrad,
Kursk or Kharkov In fact, one would be hard
pressed to think of any other game which treats
this battle with more than passing interé&igtie
same can be said about books. How many publi
cations have even one chapter focusing on this
battle?

there were still major problems with the Soviet
forces at both an operational and tactical level,

“PGG’s strength is its play
value and interesting sys-
tem. It is both an exciting
contest and a game that
evokes the feel of Eastern

front armored warfare.”

Soviet forces put up a much more tenacious
defense than befor&his included an escalating
series of fierce counterattacks, which at times
stopped the Germans. Howeyvtilis was not the
massive victory that Soviet propaganda has
claimed. On the other hand, this was a much bet
ter showing than before and foreshadowed much
greater potentialAfterwards, this sector of the
front moved relatively little as German meeha
nized forces were diverted south for the Kiev
operation. Only in Octoberdid the Germans
renew the densive in this area with Operation
Typhoon.

system. It is both an exciting contest and a g
that evokes the feel of Eastern front armg
warfare. Some may gwe that the game fal

victim to stereotypes of that titanic conflict (p¢

haps, even in its title! [7]). Howeveahe game i
just plain fun. On the simulation side, PGG h3
lot of minor faults. For better or worse, many|
the abstractions would probably receive
“design for efect” label had the game be
designed todayNevertheless, the game mech
ics were innovative for the time and are an in
esting study in game design.

B.Components

When first published in S&b7, PGG consiste
of a 32" x 22" map, a countersheet with 2
counters and eight pages of rules. SPI also
flattray and “Collectois Edition” bookcase bo
versionsThe bookcase box version had a mey
ed map.The flattray version was also used a
free bonus for subscribing to S&T

Panzergruppe Guderian:
The Battle of Smolensk, July 1941

SPI, 1976 (S&T57)
AH, 1984

Design:James FDunnigan
DevelopmentRichard Beg
Physical Systems and Graphics:
RedmondA. Simonsen
Production:Manfred E Milkuhn, Larry
Catalano, Kevin Zucketinda Mosca
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B.1.Map

track and terrain keyAlong the mapedge are
marked reinforcement entry zond$ie hex grid
and framing is standard SPI tan over drdiite

games with BREITENFELD (S&%5). The stan

dard “cottage cheese” blue forests were given a
green overprintingAlso, the city artwork is olive
drab, and the swamp graphics are green.
Definitely, graphics have come a long way in two
decades. In this respect, the map of PGG shows
its age. It is definitely functional, but there is not
much artistry shining through. On the other hand,
the wide open spaces do suggest room for fluid
maneuverwhich this game certainly delivers.

The map is actually slightly longer than most,
about 32.5” longThe playing area uses a short-

seem a hair smaller than 16mmt)10.5 km per

Moscow the east edge is probably around
Mozhaisk. Near the western edge are the cities of
Vitebsk, Orsha and MogileGoing east from the
three cities, one crosses a relatively empty area to
the next set of objectives: Smolen¥klnya and
Roslavl.The Dvina and the Dnepr are prominent

ly featured as well as other river$he gap

between the rivers is known as the “Orsha
landbridge”; this route is the direct path to
The map includes the playing area, turn record SmolenskAlso, a road and rail net is printed on
the map, including the main highway and rail

links running towards Moscaws with any hex-

grid map, distance distortion is most severe
background. Map features and lettering use other (about 15%) in lines parallel to hex-spines (i.e.
standard SPI colors: dark brown and blue. PGG zig-zagging against the grain). In this case,
also used green, which came into use in S&T probably the greatest impact is on those portions
of the transportation net that are rendered as

exactly east-west on the map.

“The most serious issue with
the eastern half of the map is
the distortion of the east-
west transportation links.”

The topography is not all that accurathen

compared to many sources (e.g. Rand McNally

Atlas, CIAWorld Fact Book, [5], [15]), it is clear
distances are distorted from real#yccording to

grain 16mm hex grid with 59 columns of 31 Bem (the developer) the published map is a<com
hexes. (As actually printed, though, the hexes posite, replacing the first map given to him by
Dunnigan (who was the designer) [19]. In the
hex, the map covers roughly an area of 535 x 325 same source, Bgrespouses a philosophy where
km. The top of the map is oriented towards north map fudging can be done to fit the gase’

with Rzhev appearing on the edge. On the east objectives. It not clearthough, if that was done

edge is Kaluga. Further north near the road to for PGG. It is possible some inaccuracies are
intentional. In general, the terrain interpretation is

rather sparse on forest and swaitipere are also

some oddities. For example, Gzhatsk and Kaluga

are on the wrong side of the rivét's not clear

include any of the reservoirfhese are, as or

would hope, relatively minor issues with litfle

effect on play

One might ask why lge portions of eastern pa
of the map are even included, since fight
rarely extends out ther€o this reviewerthe map
has a nice indicator #fct. Because victor

e

rt
ng

y

conditions are primarily based on geographjcal

objectives, the front line at game end is usual
good indicator of who won. If the front line is f
to the west, the Soviets have won. I§ifirmly
into the eastern half, then the Germans have

ya
Al

fvon.

The most serious issue with the eastern half of the

map is the distortion of the east-west transpq
tion links. The bend in the road and rail lin
between Gzhatsk andyazma is overly exagge
ated and overextends by about 40 km. Ove
there is probably about 60 km extra distanct
the main Soviet reinforcement routes from ¢
edge to Smolensk including hex-grid distorti
There is some uncertainty in this estim
because some terrain features are hard to-G
late. For example, the Moscow river should
north of the rail at the east edge but south w
the river ends in the west, not the other V
around Anyway, it appears the size of Russia ¢
be a surprise even to Russians.

On the western half of the map, the distance f
the western cities (tébsk, Orsha, Mogilev) t
the next set of game objectives (Smolern
Roslavl andrelnya) is simply not accurate. Ors
should be aboutlD km from Smolensk. On th

ra
KS

f
rall,
P in
ast
DN.
Ate
orre
be
nere
vay
an

fom
D
sk,
ha
e

what the lake in the northeast corner represents, map, it is roughly 170 km in a straight-line path

since this map does not go far enough northeast to or 190 km moving along the hexgrid (this equd

ites
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to six additional hexes!). Roslavl aelnya are important to identify regiments of the same
likewise displaced eastward by 30 km or more division. Reading the historical designations of
(an additional three hexedlso, there are other ~ German mechanized units is important.
issues with the terrain around Roslavhere is Unfortunately PGG does little to help in this task,
too much forest and river in the Roslavl peime since the historical designations are in a fairly
ter; in essence, this area has more defensive ter small font. Today many games use color banding
rain than in realityThe Iput and the Oster rivers  to easily identify each formationahits. At that
should not join togetheThough roads are often time, a colofcoded approach was probably
a judgment call in Russia, it seems there ought to beyond the graphic scope of the S&kagazine
be a road from Roslavl to Kriche8uch a road
would be a a tremendous asset to German supply KHARKOV, S&T 68) recognized this problem
in the southThe net result is that the Germans and enlaged the divisional designation on the
must go further to get to Smolensk, Roslavl and counter
Yelnya.At the same time, reinforcement of any
forward Soviet defense is tougher The decision to design at the division/regiment
level is probably both an intentional design
choice and a result of format restrictions of S&T
publishing.The game had to fit in 200 counters
The unit counters are depicted using the standard [19]. PGG abstracts away the non-divisional
NATO symbology with the expected combat and units. On the Soviet side, much of their strength
movement factorsThe counters are backprinted probably ended up with the army headquarters.
to support German step-reduction and Soviet For Germans, probably a proportional “slice” was
untried unit status. Soviet infantry divisions have given to each division. If there is arfesit on the
separate attack and defense factors. Other unitsgame, this abstraction probably impacts the
just use a single combat strength. Historical Germans slightly more, since it is not possible to
designations are also printed on the couniérs. use non-divisional units to temporarily hold
counters are clear and functional and esthetically flanks or stretch the line. For example, Guderian
satisfactory speaks of Machinegun Battalion 5 and its role in
the campaign [9].

B.2.Counters

Soviet units and German infantry units are -divi

sions. German mechanized forces are representedSoviet counters are orange-red with black letter
at the regimental kampfgruppe levEhis design ing. The Soviet side also has army commander
gives the German panzer and motorized infantry counters which list the leader name and historical
divisions more flexibility than other units, which  army designation as well as leader rating and
is probably warranted given their training. movement allowanceThere is also a Soviet
Because of the divisional integrity rule, it is interdiction marker The back sides of Soviet

format. Some games descending from PGG (e.g.

SPI REVIVAL e Issve One  July 1997 —

divisions show type and movement allowance
with the combat factor given as a “?” to shpw
untried status. Unit strengths vary widely and|{do
not follow a discernible distributiorhe armor
and mechanized infantry pool has values ranging
from zero to eight. Infantry combat factors |go

from zero to nineThe zero units represent cages
where units literally dissolved in combat. Ror

example, Gorbatgvthe deputy commander pf

25th Rifle Corps, reported an example of that
happening with the 162nd Rifle Division ndar

Vitebsk [16]. Ironically in PGG, this particulalr
division is given a non-zero strength of 2-5-6] In
general, infantry attack strengths average lower
than defenseThis is by design, according o
Berg, to put realistic limits on Soviet counterat
tacks [19].

Untried units are perhaps the most famous fegture
of PGG.This type of uncertainty certainly adds|to

“fog of war” and the excitement the game gener

ates. Its historical basis comes from the idea|that
Soviet units were of uneven quality and most had
never seen combat befor€hus, even Soviqt
commanders did not know how units would-per
form in combat [19]. Some have felt the distrilpu
tion of strengths to be too random for historical
fact and good play balance [4, 22}ttack and
defense strength for infantry divisions can glso
differ by as much as five points and the correla
tion between the two is not very strong. Here
again, some might say there is too much random
ness. In this case, st'not clear if there was any

intent to show a dichotomy between attack and
defense unit quality or if it is merely accidental

randomness.

—
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German counters are grey with black lettering. solution (“all comes out the same in the end” - see Soviet divisions are much more fragile than their
The one SS division is black with white lettering. Editor's Note below) or simply that no historical German counterparts. Soviet divisions have anly
There is also one cavalry division, air interdiction research was applied on a unit by unit strength one step, while German divisions have four to|six

markers and some game markers in German col tabulation basis. steps. (The German cavalry division is an exg¢ep
ors. Panzer divisions are made up of three units: tion.) The diference in unit size alone canrjot
a panzer regiment and two pargrenadier regi [Editor's Note]: Design for Cause describes explain the vast diérence.The disparity wag

ments. Motorized infantry divisions have two process-driven mechanics that focus on input, intended by Dunnigan to show fdifences in
motorized infantry regiments, which curiously while Design for Hiect simplifies processes i.e. cohesion and training [19]. Combat events that
use only the standard infantry type symbol with  simpler game system, to focus on appropriate shattered a Soviet division merely resulted in

out any motorization “wheel” symbolsThe output. some strength loss in a German division. Each
Reich SS motorized division is an exception and step loss approximately halves the current
has an extra motorized infantry regimehhere “The difference in unit size strength.Thus, unit strength losses result i a

are also two independent mobile regimeAts.
regiments have a reduced strength backside

exponential decaysome other games usefeif

alone cannOteXpla'n the ent models such as linear loss (e.g. Pepple

which is roughly half of full strength. German vast difference. The disparity Wargames’ DUEL FOR KHARKOV) or a

infantry divisions have four steps and thus need a was intended by Dunnigan “cadre” model (where casualties accumulate yntil

second counter to represent the last two steps. . . there is a catastrophic loss in strength, €l
to show differences in GamersARDENNES)

The German units are the direct opposite of the cohesion and training. ” .

Soviet unpredictability; they represent pure vanil B.3.Rules and Avalon Hill

la-coded strengthsTheir strengths are exactly German units are generally stronger and faster

known and within each unit type categddentt than Soviet unitsThe average Soviet armor or As with all S&T games of this period, the rules

cal in strengthThere is no variance whatsoever mechanized unit is a 4-18.German panzer divi folder could be removed from the center of the

as one would expect to encounter from the histor sion has a 4-10 panzer regiment and two 2-10 magazineThe text is typeset in three columns.
ical situation.There were certainly dérences regimentsA German motorized infantry division  All charts are printed on the back page, tholigh
between individual units! One might expect-dif has two 3-10 regimentsAn average Soviet  victory conditions and some reinforcement
ferences between the veteran and newly estab infantry division is a 3-4-6. German infantry divi  listings are on the previous pagée errata fo
lished “waves” of German infantry divisions and sions are 9-7. German divisions weregyérthan the game, which amounts to a half-column| of
between the Panzer divisions, some of which dif Soviet ones, but much of the strengtHatiénce text, was published in S&%8. It is easy to mis$,
fered by more than 100 tanks in strength [12]. By also comes from the fact that the troop quality because it is on page S4, an advertising insert
the time of their appearance in the game, some gap between the two sides was greatest during page in the center of the magazine.
units had experienced significant strength loss. BarbarossaAccording to Brad Hessel, designer

For example, one might reasonably expect some of PGG spin-df game DRIVE ON SALIN - After the death of SPI, PGG reemed under the¢
step losses already inflicted on infantry units GRAD (SPI, 1977), some of the German combat Avalon Hill label in 1984. It remained there until
coming straight from reducing the Minsk pocket. strength advantage also comes from an abstrac going out of print. It still appeared in the limit¢d
It's not clear if this was a “Design for f&¢t” tion of German air power fefcts [10]. supply “collectible” game section in a 1988

14

page 8 —




— PANZERGRUPPE GUDERIAN

TAHGC's version of PGG pictured above.

catalog. Exactly who was in clygr of theAH
version is uncleasince no credits are giverhe

Avalon Hill version was in bookcase box format

with mounted map. Overall, th&H version is
nicely done.

The map was reduced slightly from the SPI

version, measuring 31.375" x 21.%s a result,
the hexes are slightly smaller as wdlhe AH
version has 260 counterBhe units and leaders
remain the samé&here are additional disruption

markers. New markers, not in the SPI version, are
included for: out of supply status, German control

of objectives and rail cutélso, a fair number of
blanks are included.

The rules were reset in two columns of 12 pages added a few ideas such as overrun, trading Ig
in a lager, more readable font. lllustrations are

now shaded in pinkKThe errata from S&B8 is

incorporated, and some minor clarifications were

addedThe only new rule is for rail cut¥he note
about play balance from S&%8 was omitted.
(More on this lateJ The tables and the reinforce

ment schedules appear on cardstock player aid even appealed to those who were Watrld War
cards. Also, two appendices are added to the Two enthusiasts of tank warfare or the Rus{
rules, listing some magazine articles on the game front in generalThe system is relatively clea
and the distribution of untried unit strengths.
(Note, the first two columns on the infantry table

have their labels reversed.)

c.System

“PGG set a new standard for
Eastern Front operational
games, and its influence still
looms large today.”

The PGG system was quite innovative in a

number of respects in 197§et, many of its
mechanisms were not original. Rathiey were

crafted together in a way that produced new and
exciting results. PGG set a new standard for
Eastern Front operational games, and its influ

ence still looms laye today Before PGG, the

established pattern for the Eastern Front was pri
marily corps/division level games such as

KURSK (SPI, 1971), BATLE OF SRALIN-

GRAD (SPI, 1972), DRANG NACH OSTEN
(GDW, 1973),WAR IN THE EAST (SPI, 1974)
and VON MANSTEIN (RAND, 1975). PGG

moved down to the division/regiment level and
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for retreats and untried unit$he result was
much more fluid, exciting and sweeping view,
mechanized warfare.

SSes

of

PGG was very widely played when it was fiyst

released. It seems safe to believe that the ¢

ame

Bian

playable and fast movingA game can b

completed in a day or les$he system is ndt

overly complex.The rules, themselves,
reasonably clear; though, there are still some
unresolved ambiguities still lurking to this day

c.1.Force Differences

A fair part of the rules center around modeling

re
tiny

the

differences between the Soviet and Gerfan

forces.The Soviet forces were not wellgamized
and lacked in tactical training and cohesion w

nen

compared to German force3he discussio
about unit values touched on some elemen

of

this. Other elements are reflected in the sydqtem

through the sequence of plagerman division
integrity, Soviet leaders and untried units.

The sequence of play for PGG is rather con
tional. Each turn, which represents two dayg
made up two player turns. Each player turn
movement followed by combathere is a mech
anized movement phase after com@dtis turn
seguence was not nggoing way back to sug
games asALL OF FRANCE (S&T27) or even
STRATEGY | (SPI, 1971)What is unusual, bu

en
, IS
has

—
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by no means unique, is that the turn sequence is Some aspects of the integrity rule are rather the idea was just some extra chrome. In PGG, it
asymmetric. Only the German gets a mechanized strange A division loses integrity if other divi takes center stage. In fact, since PGG has peen
movement phaseThis small diference has sions are present. One would assume that units much more widely played than IMBION:
dramatic results. Even though mechanized units obeying stacking limits are not squeezed sotight AMERICA, in the hearts and minds of many
on both sides have the same movement factor ly that they become randomly intermixed. PGG is really where the concept of untried upits
German mechanized units get twice as many Another odd interaction occurs with retreat rules. initially appeared. I8 a key aspect to the “fog pf
movement pointsThey are given the opportunity  Because the enemy controls the direction of war” and excitement of the game.
to drive through a combat breakthrough at full retreat, mechanized units are routinely split up to
speed.The Soviet player must be content with deny them this integrity bonu3his does have C.2. Stacking and Movement
advance after combat. He must wait until next the efect of temporarily lowering their useful
turn to exploit; thus granting his enemy a greater ness for overrun, as perhaps intended. On the Stacking for both sides is three combat units|per
chance to recoveiThe mechanized movement other hand, there is no historical foundation to hex. Stacking three divisions roughly implies a
phase also allows the German cavalry division to believe that mobile divisions have less cohesion corps could be put into a hex. For some reason,
move faster than infantry divisions despite its than other divisions that cannot be split up. though, German mobile regiments are counted as
lower movement factor just as lage as divisions for stacking purposés
Soviet leaders (army headquarters) are an advan best, you can only get one German panzer glivi
German mechanized forces are represented at atage for German forces because there are no sim sion into a hexTheoretically other units can b
regimental levelThis allows these divisions to ilar command restrictions imposed on German present with a motorized infantry division.
split up or stay together as desirdthe penalty forces. EssentiallySoviet forces need leaders to However the divisional integrity rule generally
for using the ability to split up is captured in the be in supply attack or overrunThey also have means motorized divisions do not stack with
German divisional integrity rule. On the surface, another role in representing support capabilities other divisions eitheMobile formations do tak

D

German panzer and motorized division combat by adding strength factors to an atta€his is a more room but not that much. Most games fate
factors look less powerful than German infantry rather simple, clean way to show Soviet eom panzer divisions as no more than 50%darthan
divisions and some Soviet divisionshe divi mand limitations.This rule makes Soviet cem infantry divisions in stacking “size”. For exam
sional integrity rule doubles unit strengths when mand control a vulnerabilitywhich can some ple, TYPHOON (GMT, 1995) makes panzer di\i

a complete German mobile division is stacked times be exploited. For example, pocketed Soviet sions one-third larer than infantry divisiong.
together This places the strength of German units without a leader will be unable to break out, Within a 10.5 km hex, it seems quite reasongble
mobile divisions above all other divisions, because they cannot attack. In fact, because ofto have space leftover for another divisipn.

German or Sovief full-strength German Panzer  locking ZOCs such units do not even have to be Whether for simplicity or some other reason, the
division has 16 combat factors under this rdle.  surroundedThey will just sit there indefinitely stacking rule does not address this distortion. It is

motorized infantry division has 12 factors, except until destroyed. interesting to note that the spin-ghme DRIVE
for the three regiment SS Reich division which ON STALINGRAD (SPI, 1977) made stacking
has a strength of 18. PGG has no “combined Untried units have been alluded to befores It' three divisions of any type per hex, although this
arms” modifier for combat.The divisional worth noting that untried units was not a new change was only made in the errata.

integrity rule, however basically encapsulates concept.The idea appeared first in IM&ION:

this efect. AMERICA (SPI, 1976). Howevelin that game,

page 10 —



— PANZERGRUPPE GUDERIAN

overrun, which is discussed belois expected,
mechanized units have higher
allowances than infantry or cavalryn clear

more valuable for blocking supply

there are none for ordinary movemehli. road

and bridges do exist for supply purposes.
Soviet player gets any rail capacityis is appre
priate since the German rail conversioloefhad

achieved so early into the campaigrhe AH
version adds a rule about rail cufhis addition

Movement is fairly conventional except for
movement

terrain, mechanized units move faster than
infantry. While forest allows the infantry to
outrun mechanized forces, remarkably the swamp
does not. Both players have interdiction markers
which can slow ordinary enemy movement.
However these markers are rarely used this.way
For the German, rail movement is usually the
preferred taget. The Soviet interdiction marker is

Bridges receive unusual treatment. Essentially

links are broken where intersected by rivers. Not
only that, Germans pay a bigger penalty to cross
rivers. It's not clear what this models. Guderian
does speak about Soviet attempts impede cross
ings by bombing bridges [9]. One has to wonder
though, if the Luftwdke wasnt even more harsh
on Soviet forces. Maybe it has to do with a lack
of bridging equipment or the home field
advantage. Oddly enough, rails do cross rivers,

Rail movement is fairly conventional. Only the

in no way caught up to the rapid advances

al rule eliminates the need for German forces to
garrison the rail lines. Under the SPI version,
Soviet forces could sometimes rail troops behind

German linesThus, it became mandatory in that
version to assign some units to guard the rail.

c.3.Closing With the Enemy

“One expects units with
superior mobility to be able
to escape regardless of
what the enemy did.”

Zones of Control (ZOC) in PGG are semi-active
(attacking is optional) and locking. Locking
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units can be pinned by infantt®ne expects uni
with superior mobility to be able to esc
regardless of what the enemy did.

Locking ZOCs, howeverare not all bad new
The idea of “nailing the enemy down” and th
maneuvering to concentrate at a schwerp
actually seems to have validity in this gariso,
being anxious to avoid the “sticky” enep
reserves are actually held out of the front li
Unlike other games, a high movement facto
not enough to qualify as a reservEhough
advance after combat ignores ZOCs, s

means that units entering the ZOC must stop, and advances go at most a hex beyond the vag
they cannot voluntarily leave except as a result of hex.Thus, defense in depth will still entangle {he

combat.This leads to the tactic of pinning enemy

units by placing them in ZOCThis is a fairly

controversial element of the PGG design.
Locking ZOCs are rather unusual for a game in
this historical periodThis certainly made sense

in some other historical periods where all control
was lost after the enemy made contact (e.g.

hoplite warfare)Why it would be so dffcult to
disengage from the enemy iMaNI1l simulation,

though, is harder to understand. Units can
extricate themselves, but they must attack (or
overrun) to do sofo become mobile again, they

must destroy or retreat the enemy or retreat them

victorious forces in ZOCs. Defense in depth
also limit penetration from overruns as well.

PGGS5s CR calls for elimination or step losse
Some results call for losses on both sidéhile
first contact in combat can be dramatic dusg
untried units, the CR itself, is actually someg
what deterministicAt 3:1, one loss can be gud

pe

D.
en
inkt

y
he.

a5

Lch
ated

Can

to

\I

anteed At 7:1, two or more losses are assuled.

(Defender eliminated results start appearing
6:1.) In many cases, steps are more importa
defense than actual combat strength. PerH
something like a D10 or 2D6 could have ad

selves. In essence, they must “force the issue” to more “fog of war” to the CR without distorting

leave a ZOC. Howevethis view doesr’always

the averagesThe unusual feature that PG

make sense. If the defender has enough steps,added to combat resolution was that step lo
higher odds can actually lead to a lower chance of could be converted to retreat hex€se concep
being able to leave a ZOC, since there is a lower of trading losses and retreats already appear

possibility of attacker retreats. (If the attacker

some other games (e §/ORLD WAR 1, S&T

wants to retreat out of ZOC, the best odds are 51).The efect was that combatants could dec
1:1.) Also, it hard to believe that mechanized between holding their ground and taking lose

) at
Nt to
aps,
led

G
5Ses

bd in
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retreating and giving wayThis softened the
effect of locking ZOCs, so that it did not always
degenerate into a deathly choke-hold or endless
stalemate. Interestinglythe direction of retreat
(which is also the path of advance) is controlled
by the enemyit gives the impression that retreat
ing forces are in a panic and always do the wrong
thing.No one gets to retreat in good order in PGG.
In combat, the defendear strength is doubled in
forest, cities and behind rivers. Strangslyamp

is no help for the defender nor a hindrance to the
attackerAlso, PGG seems to show a paranoia for
fractions, especially for combat strengths.
Halving involves roundingThus, doubling does
not always undo halvind\s a result, the order of
applying modifiers (for overrun, terrain, supply
and divisional integrity) becomes important.
There is some ambiguity in the rules about
whether halving and rounding should be done on
a unit by unit basis or only on totalEhe appar

ent simplicity of having no fractions is a mirage.

Overrun as implemented in PGG was a novel
idea. According to Beg, this was perhaps the
most dificult rule to develop in the game [19].
An overrun represents a hasty attack right out of
march formation (i.e. during movement phase).
This differs in intent with “automatic victory”
rules that model attacks so overwhelming that the
defender can be ignored during movement.
Obviously hasty attacks have little time for
coordination or force concentratiohhus, in the
game, overruns are limited to single stacks and

carried out at any odds as long as the required
three movement points are available. Since

combat strengths are halved. But, overruns can be double lines of weak units are anfeetive
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“Overrun as implemented in gnd swept awayOverrun is an early attempt
integrate movement and combat togetHdris

PGG was a novel idea. rule helps the game achieve a fluid flgudespite
According to Berg, this was the presence of locking ZOCs. Mechaniz

ogge forces can roam freely and overrun we
p erhap s the most difficult positions, but they are encouraged to byyp

rule to develop in the game. ” strong ones. Since many unitsgiated for over
run are of untried strength, there is often ad
overruns are partly based on “momentum”, uncertainty and anticipation about the result.
combat results are interpreted slightlyfeliéntly,
allowing the attacker to be stopped in his tracks. c.4.Supp|y and Partisans
Defending units that were successfully overrun,
but not destroyed, become “disrupted” for a turn. The efects of supply are fairly simple. Loss
Disruption robs the unit of many of many of its supply halves movement and combat streng
normal capabilitiesThe successful attacker can  Supply is cut by enemy units and ZOChe loss
continue to move unless entangled by ZOCs. of supply is, in fact, the payofor executing
Obviously this mechanism is most dramatic with  sweeping encirclement¥he pocketed units a
mechanized units, which have a high movement impaired and probably easy to destrdlie fear
allowances, but it is not prohibited for infantry  of being the victim of this type of developmen
units. what causes many unit retreats to occur du

play.

The implication of overrun is that essentially

extra (albeit weaker than normal) attacks can be As noted earlierSoviet supply is dependent up
mounted in the same turn. If these extra attacks the presence of army leaders. Units must
are mounted against the same hex, a defenderwithin a leader radiusThe army headquarter
may be worn down by successive attacks before itself, must also trace a supply path to a frien

he has a chance to act. For example, if a German map edgeAgain, there is a nit to pick regarding

attack conducted during the combat phase is not the swamps. Supply (Soviet or German) car
enough to eliminate the last step of the defender be traced through swamp terrairhis is stranggq
then he can try to overrun the weakened because all types of units (mechanized, foot
defending force during the Mechanized -cavalry) can move through swamps. Q
Movement Phase to clear the position before the wonders how supply is transported if not by
Soviet playes turn. In some other games, of these modes.

defense, because there is only one combat phase German supply is either traced through 20
But with overrun, such lines are easily penetrated fewer hexes to a road leadind thfe western ma
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edge or directly to the west map edge in 20
movement points or less. Units drawing tife
road network are probably being supplied by
army-level truck feedsThe road method of
supply has a drawback; there is a bottleneck (a
single road) at the western ed@jbe Soviet play

er has a partisan/air force interdiction unit
which can block supply Obviously the
bottleneck is the preferred locatiohhe Soviet
player can place the interdiction unit on the
bottleneck for three turns in the game.

Those units drawing directly from the western
map edge are limited by movement points,
because they are probably using their own
divisional supply aganizations. Unfortunately

checking supply by counting movement points

differences between mechanized and infantry/

for one type of unit may not be in supply for the
other To muddy the waters furthdoridges exist
for purposes of this supply rule, though not for
normal movement. It may be necessary for each
German unit to check supply more than once in a
turn: in each movement phase, in each overrun
and in combat, whether attacking or defending.
This is one place where the relatively clean rules
of PGG might benefit from further simplification.

should simply be a given number of hexes.
Alternatively a supply range line could simply be
drawn on the mapAny German units behind the
line capable of tracing a pathf dfie western edge
would then be in supply

can be somewhat of a nuisance. Because of thedifference. Destroying divisions or retaking cities that the expected and historical result wal
are rare occurrences as one might suspect. German maginal victory For play balance puf
cavalry movement, hexes that are in supply range Usually, the Soviet player takes reinforcements poses, it was recommended that a German

Perhaps, the range to the western map edge German to clear the main road to Smolensk. Deep While the German has to do the bulk of attack
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D. Victory Conditions and taken to achieve afxis victory. Usually Yelnya

Strategy or Roslavl is chosen. It is practically impossi
to win without Smolensk.

While some comments on PGG game

experiences and lessons learned are presented inThe rules, themselves, suggest that the opti

the Battle Report Section, a strategic framework Leader Evacuation Rule can tilt the balance of

for game play is provided her€éhe victory con gameAlso, since victory is determined by a po

ditions of the game are based on victory points. count, it is obvious a bid system could useq

Points are accumulated by the German by rectify any perceived imbalancinother sugges

occupying cities and east map edge entry zones. tion is to vary the Soviet reinforcement rate fr

The Soviet player can reduce the German total by Moscow [11]. A German advantage can

=

e

pnal

the

nt
to

destroying entire German divisions and liberating countered by adding a fixed number of rifle

cities from the Germanslhe Soviet may also  divisions to any reinforcements entering fr
concede some points by taking optional entry area “X". But the dicial word on balancg

reinforcementsThe total is compared to a table came with the errata published in the following

to determine the winner and level of victoty issue of S&T (issue 58, September/Octoh
most games, only the city points really make any 1976).Among the errata was the pronouncem

up to the four point level (four divisions), since Marginal victory be considered a draw and t
all city points and most levels of victory are based other German levels of victory be shifted d
on multiples of five points. level in favor of the Soviets. Practically speaki
this means that Smolensk, Roslavl arglnya
No German forces setup on the board; all of them must all be taken as well as other objectiv
enter from the west map edge or northwest further east, e.d/fyazma. For manyhis has bee
corner Drawing supply directly from the western the last word on play balance. Howeveot all
map edge will only carry you so fdeventually agree with this errata.
road supply must be usedhis forces the

independent thrusts in the north or south are and has several tactical choices, his strategic
really not possible without some support from the is relatively constrained by victory points

main roadA victory point count reveals that the supply Meanwhile, the Soviet player has m
western cities (Websk, Orsha and Mogilev) plus  strategic optionsThe shape of the game is det
Smolensk leaves the German just short of a mined primarily by the Soviet plawhile the
maiginal victory One more objective must be Soviet commander must react tactically

er
ent
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German moves, he must also keep his overall
strategy in mind. On the first turn, the Soviet

fleeing east from the Minsk pockéefhere are
three other armies, but two of them require die
rolls to determine if they can even move on the
first turn. With these five armies and one
reinforcement armythe Soviet player must form
the beginings of his defense on turn one. During
the first half of the game, the Soviet player is also
prohibited from moving to the western map edge.
This gives the German a protected corridor to
shuttle his forces north and south.

Only a month after the errata, one of the earliest
strategy articles appeared in Moves 29
(October/November 1976) [17]. In this article,
Redmond Simonsen advocates a Soviet “Main
Line of Resistance” back as far as Smolensk and
Roslavl. Only minor forces defended further west
to form speed bumps along the road to Smolensk.
This strategy relies on the adjustment of victory
point levels in the errata. It also paints a rather
gloomy picture of Soviet playSimilar thinking
has led some to feel that that the Soviet role is
frustrating and not interesting to play [4].

Somewhat later in Moves 33 (June/July 1977), a
new Soviet defense called the “Egg” was brought
forth [6]. The Egg was a much stronger forward
defense in an arc-shaped defensive position from
northeast oVitebsk following the Dvina south to
the woods just northeast of Orsha astride the main
road to Smolensk he authors of the Egg felt that
this strategy was sofettive that they advocated
using the original victory conditions. In F&M 12

commander has two armies near the west edge moves the Soviet shield south so that the northern e.1.0rder of Battle
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(July/August 1978), a variant of the Egg strategy E.Game as History
is advocated [22]The “Southern Egg” strategy

end blocks the road to Smolensk. Howevbke
author does not endorse reverting back to the The order of battle in PGG for the Germang
original victory conditions. fairly accurateThere are some minor errofithe

regiment numbers of the 10th Motorized Divis
“The authors of the Egg felt should be 20 and 4The numbers printed on tf

that this strategy was so
effective that they advocat-
ed using the original

victory conditions.”

from the 10th Panzer Division. By this period,
Das Reich SS division should have Der Fuh
Deutschland and the 1ih regiments. The
Germania Regiment was detached earlier to
form the Wiking SS division.Also, Lehr wasg
officially a brigade and not a regiment.

When published under th#H banney the victe
ry conditions did not include the adjustment from The Soviet order of battle is, as one would Hg
S&T 58. Since all other S&B8 errata is includ fully suspect, much less certaiit.the time PGG
ed and reference is made to the above articles, it was designed, there was little information ab

appears this was intention&lpparently the AH

developer felt the game was balanced under the material slowly coming out of Soviet archivg

original victory conditions. (& cannot confirm
this, sinceAH does not name their developer
Anyway, after publication byAH, another wave
of Soviet strategies appearedH players must
have agreed with their developsince each new

Soviet strategy seems to be more aggressive thanought to include some of the 100 series divisic

the last. Among them was the “Quagmire

the details of the Soviet armi§£ven now with

many details remain sketchyccording to

Glantz, the 13tirmy should probably only staf
with four rifle and no armor divisions, though

somewhat later a mechanized corps did join it
It also appears that the armor division counter|

which were renumbered when absorbed into

Defense” in General 22/4 (1986) [14]. In this Reserve Front. In particulathe 101stTank
plan, the Soviet forward defense is expanded and Division appears to have participated in coun
becomes a full-fledged line defending all the attacks to relieve the Smolensk pocket [5].
western citiesAn even more aggressive Soviet

defense is highlighted in General 24/1 (1987) [8].

The “Second Stalingrad” is, of course, not

chronologically correct, but it does convey the

result that the author feels is possible.

is
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E.2.German View

The history of the battle is well-described in S&T
issue 57. Here, we only consider if the game does
a good job at simulating histaryGerman
campaign objectives certainly included taking
Smolensk. It was intended that Pamgappe 3
with 9th Army and Panzgruppe 2 (commanded
by Guderian) with 2nd and 4#trmy would meet

at Smolensk in a pincer actiowhile a pocket
was plainly intended, it is not clear exactly
whether Smolensk or destruction of Soviet forces
was the primary objectivelhe infantry armies
were not immediately availabl&hey were tied

down by the operation to reduce the Minsk pocket. |4

Actually, Panzegruppe 2 and 3 fged ahead on a
fairly broad front with five diferent thrusts [16].
Historically, Panzegruppe 3 mounted an attack
in the north.Vitebsk was taken on 9 July 1941
[9]. Further attacks included action north and east
of Vitebsk. Panzgruppe 2 attacked in the south,
eventually including attacks along the Sozh river
and the main road to Smolensk. On 9 July 1941,
the Minsk pocket capitulated, finally releasing
the infantry forces for this battl& small pocket
was formed around Mogilev on 13 Juljhese
defenders of the Soviet 13#tmy held out until

26 July [5]. On 16 JulyPanzegruppe 2 took
Smolensk[9]. HoweverPanzegruppe 3 did not
effectively seal the leaky pocket from the north
for about a week. Persistent Soviet attacks were
also mounted to relieve the trapped Soviet 16th,
19th and 20thArmies. Exactly what was to
happen after forming a pocket is somewhat hazy
There was bickering throughout the campaign

The B
Smolensk Campaign
TJULY-5 AUGUST 1941
by Wichor Madej and Sheltry famton
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Historical Essay as appeared in S&T issue 57.

about objectives and this continued. By 20 July
forward elements of Panzguppe 2 had gone on
to Yelnya, but were subsequently subjected to
fierce counterattacks [9]. Operations along the
southern flank captured Roslavl odigust [9].
The Smolensk pocket finally yielded oM\Ggust
1941 [16].

The victory conditions certainly make Smolensk
essential to any German plan. Howevére
supply rules make it ditult to conduct indepen
dent thrusts in the north and south as was histori
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perhaps overly restrictive.

Historica,:ﬁ/
Panzegruppe 2 did not have access to the main

road near Orsha as late as 20 July (game tu
but was fighting around Smolensk aldinya

[9]. One could even gue whether German

victory should be so heavily tied to geograph
objectives. Certainly by doing so, it forces
Soviet player to defend these objectives, wk
does seem to have a  historical basishe end
of a well-matched game, front lines tend to §
up near the center of the board which would b
accurage depiction. Historicall{poth the taking
of Roslavl and the capitulation of the Smole
pocket occur after the game ends.

Depending on how you read thegamentg
between commanders, OKH and Hitldestrue
tion of the Soviet army could also be considg
a major goal. Perhaps some accounting
destroyed Soviet units should be reflected in
victory conditionsThis would encourage pocke
ing Soviet forces, though the Soviet playel
likely to be more careful than his historid
counterpartAnother approach would be to al
some variability to the victory conditions

reflect the confusion and dischord about

operational objectives.

At a lower tactical level, the game seems
provide a good illusion of armored warfa
Massive breakthroughs are possible with armq
units brushing aside (overrunning) weak uriiis

cally the case. Perhaps, the supply rules overly we have already examined the various nits of
focus the German assault on the road to Smolensk system, we do not delve into them héxs far as
and discourage a true pincer attack. Even along the troops go, the game does reflect a Ger

the direct path to Smolensk, supply rules are

advantage in several areaBhe question i
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whether the size of the gap is properly reflected.
Here you could get conflicting opinions. But for

such an early part of the strugglesitlear that
the diference was fairly lge. On the whole,

things seem to go as a tank enthusiast exp&its.
the same time, the German player experiences &

shortage of infantry early ofhus, at times his

mobile forces become bogged down in locking

ZOCs and attritional fighting.

E.3.Soviet View

From the Soviet point of vievihe German thrust

“From the Soviet point of
view, the German thrust had
to be stopped. Smolensk was
the next logical target on the

road to Moscow.”

Fierce battles in Smolensk, eventually forced the

16th Army out of the city [5]. In the north,

Rokassovski assembled an ad hoc group to try to

prevent Panzgruppe 3 formations from closing

the pocket. Rokassovski went on the attack-start

had to be stopped. Smolensk was the next logical ing 18 July [5]. Starting 21 Julyfour armies

taget on the road to MoscovRemnants that

(24th, 28th, 29th and 30th) attacked German
escaped the Minsk pocket, armies from Reserve forces along a front from north of Smolensk south

Front (19th, 20th, 21st and 22nd), and a steady to Yelnya and Roslavl [5]. On 23 Julyrom
stream of reinforcements were gathered together inside the pocket, 20thrmy attacked as welA

underWest Front command [16]The 16thArmy
under Lukin was positioned near SmoleriBke

few days later renewed attacks occurred to
attempt a relief of the pocket. Some forces did

24th and 28th were positioned further back near breakout [5]. On 26 JulyMogilev finally fell. On

Vyazma [5].The 13thArmy held Mogilev and
was surrounded by Pangeuppe 2 advanceAs

the German attack progressed, counterattacks

were repeatedly ordereWnhile they did exact a

price, they were very costly as well. Starting from

11 July the 19thArmy under Koniev was railed

in and went straight into the attack towards

Vitebsk [5]. By 13 July the 19thArmy had
almost been destroyedl.few days laterthe 20th
Army resumed the attacks néétebsk [5].These

and other attacks to the north and south were
supposed to part of a coordinated plan. However
many went dfso badly that the Germans felt that

they were isolated frts [5].

5 August, resistance ceased in the Smolensk

pocket.

The game has a few discrepancies with more
regarding army

recent historical accounts
designations and arrival dates. Howewgiven

the untried units, they probably have no apprecia

ble efect on play In general, the Soviet player

can attempt a better handled defense than

occurred historicallyWith historical hindsight,
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points for destroying German entire divisions
justified, but very hard to achieve. Similarthe
points for retaking a city are generally 1
awarded. The minor morale and propagan
victory that retaking a city represents may
ought to be extended to western edge cities w
hold out a long time. Mogilev was a historig
example of this. (In game terms, it falls on the
turn!)

True to history the Soviet commander fing
many factors outside of his control, such as
ability of his armies to react on turn one 3§
untried unit strengths. In these aspects, the fg
war is quite thick and appropriate. Likewise,

leader rules are fairly good at simulating

problems of command and control in the So
Army. Historically there were several maj
Soviet attacks. Many of them $eifed from
coordination and other problems. In PQ
leaders, untried units and generally low att
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strengths discourage the Soviet player fijom

trying many attacks. Perhaps, the Soviet pla
knows too much to attempt what the histori
participants did. Certainlythe paydfin victory
points for retaking cities is not didient to take
many risks.Also, it appears the average ga
sees lower than historical German casual
Perhaps, there ought to be a greater gayo
victory points for successful attacks or so
additional attack capability is called for in sel

he has a better chance of avoiding encirclement. leaders like Rokassovski.

In terms of victory conditions, though, st’not

that easy to do much better than a historical
result. The game generally comes down to to

avoiding German conquest of citi@he victory
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F.History of the Game

In S&T 53 (November/December 1975), a

number of game proposals for folio games were
placed into the Feedback Questions. The
proposed games would be folios with 22" x 17"

maps. A version with mounted maps would also
be available. One of the proposals read as
follows:

Question 66. Smolensk, 1941: Guiderian [sic]
leads outnumbered German armored forces

in one of the decisive battles of the German
invasion in 1941.

This was the begining of PGG. Obviously, a
different scope or scale was contemplated with
only a folio size map. Also notable was the first
of many misspellings of Guderian. Berg states
that the game was hit in feedback [19].
Apparently, a larger format was already contem-
plated to counter resentment about smaller folio
size games and less traditional topics in S&T.

In fact, by the time S&T 54 (January/February
1976) reported on “Work in Progress”, the game,
which was scheduled for S&T 57, was described
as having a 34” x 22" map at 7 km per hex, 200
counters, division/regimental level and many
“new design elements”. The map was not at the
final scale, but the size of the game had
definitely grown. The title of the game was

reported as “PanzerGruppe Guderein [sic]: The
Battle of Smolensk”.

Dunnigan’s initial design centered on a few key
elements [19]. He worked up an initial CRT.
Relying on his background in the area, his initial
historical research on the game was completed in
only a few hours. The initial map an adapted from
the one in DESTRUCTION OF ARMY GROUP
CENTER (S&T 36). Dunnigan also set down the
basic pattern of overrun, supply and untried units.

Dunnigan wrote all this up in short paragraph
form, including an order of battle and preliminary
countermix, and then looked for a developer to
work it all out. Kip Allen, the developer of

against massive, but disorganized Russian forces WORLD WAR 1 (S&T 51), was chosen. Greg

Costikyan notes that this was Dunnigan’s style.
He would hand his developer “8-10 pages of
scribbled notes, a preliminary map and a suggest-
ed reading list” [2]. Of course, Dunnigan would
monitor progress and be available to consult
during development, but it was the developer’s
responsibility to see that things moved forward.
Dunnigan’s own recollection was that PGG was
an easy game to design [3].

Unfortunately, Kip Allen was in the process of
relocating (PGG was his last assignment at SPI).
These circumstances prevented him from giving
the game the attention it needed. The game
needed major work. Results were wildly unstable
and had no resemblance to history. Either the
Soviets were completely wiped out, or they
counterattacked and pushed the Germans back.
“With time running out”, Richard Berg was
called in to replace Kip Allen as developer [19].
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Moves 25 (February/March 76) described the
game as “Panzergroup Guederian [sic]: The
Battle of Smolensk”. Many elements of the fipal

design were present at this time. ZOCs were
semi-active. The range of Soviet leader values
was two to five. Soviets could use rail movement.
Soviet units were single-step, untried and negded
to be in the radius of a Soviet leader to recgive
supply. German motorized units were represefpted
at the regimental level with two steps and ivi-
sional integrity. German infantry divisions had

four steps. From the onset, Dunnigan intended
the larger number of steps in German unit$ to
reflect their superior training and cohesion.

However, there were elements reported in Mgves
25 that differed from the final version. The game
was slated to contain “numerous scenarips”.
Untried units were reported to have strengths
from zero to eight in value. It appears at this time
that rifle divisions still had a single combat
strength. The final version added separate [and
mostly lower attack strengths. This reduced [the
Soviet counterattack ability to realistic levels.
The final range of combat values for infantry was
zero to nine.

Moves 25 reported that divisional integrity
applied when at least two units were together.
Dunnigan’s original rule also only applied [to

attack strength. Berg changed this to requirg all
regiments and to include an effect on defgnse
strength. This further encouragement to keep
mechanized divisions together made the German
attacks more concentrated and encourgged
divisional cohesion on defense.
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somewhat dierently It was implied that overrun
was available only to the Germans; it was
possible to overrun at half or one-third of
strength. The efects of Disruption were also
slightly different. Overrun proved to be the
hardest rule to debug. Behad to rewrite the rule
several times, especially to clarify the interaction
with ZOCs. Dunnigars original rule allowed for

a two movement point expenditure for one-third
strength overruns and four points for half
strength. Further development simplified things
into the final  version of half strength for three
movement points.

Also, ZOCs were reported to be rigid (allowing
units to leave next movement phas&).some
point in the design, ZOCs were apparently active
(making combat mandatory) as well as locking.
After contact, units became locked into death
strugglesThis meant that Soviet units often were
forced to attack at low odds and kill themselves.
Ber initially tried to change the ZOC rules to fix
the problemApparently Moves 25 captured a
snapshot of experimenting with ZOC3he
eventual result was that the semi-active nature
was kept to avoid suicide at low odds, but ZOCs
eventually went back to locking. Latexe will
see Beg eventually added another element for
the final fix to the overall problem.

A part of the problem with KipAllen's wild
playtest results was the initial map. Dunnigan
frankly admitted that he had suspicions about the
map’s source. Bg had a new composite map
done in about two weeks with the helpuifgina

The snapshot in Moves 25 also described overrun Mullholland. This map produced much more
historical results. German thrusts were “directed
into the areas historically chosen” [19]. It quite
probable that the map was fixed before many of

the other problems. It is cleathough, that
something had changed by S&Bb. That issue
reported the map was now at a new scale.

“The fact that the CRT is
reported as fairly bloodless
is interesting, because
Dunnigan’s original concep-
tion of the the CRT had no
possibility of retreat.”

S&T 55 (March/April 1976) reported that

“Panzegroup Guederian [sic]The Battle of

Smolensk” would use a scale of approximately 9
km per hex and two day turns. Double impulse
turns allow German mobile forces to advance as

much as “twenty hexes a turnThe CH is
reported to be “somewhat bloodles¥he time

scale reported is as published in the final version.
It's also apparent that German mobile units now
have their final 10 point movement allowances,
in spite of the fact that the map was still not at the

final 10.5 km per hex scale.

The fact that the CRis reported as fairly bloed
less is interesting, because Dunnigaariginal

conception of the the ARhad no possibility of

retreat. His original CR differed from the

published version in not having any “split”
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results. Also, the “Engaged” results we
exchanges. Bgrmade all these changes to int
duce somewhat more variabilitiBut, the mos
important change was allowing step loss to
converted into retreatsThis gave the Soviet
control over standing and paying in blood
retreating. This finally solved the problem g
locking ZOCs. Now units did not necessa
have to stay in a static defense just waiting to
Late in development, interdiction was also ad
to give some flavor of air operation¥ictory
conditions were not defined until the end
playtesting. Bay frankly admits play balance
not that important to him [1, 19]. More imports
to him is a representation of the histori
objectives. The first formulation required th
German to exit three supplied mobile divisig
off the east edgé.he Soviets requirements we
to keep certain eastern rails under their con
These were eventually discarded in favor of
current point system.The original victory
conditions are interesting, because they s
what playtesting was producing. It was

unusual for the German to get to the eastern g

In S&T 57 (July/August 1976), PGG was

published. PGG had gone from game propos
publication in four issues of S&TIn S&T 58
(September/October 1976), errata for the g
was publishedThen, in S&T 59 (November.
December 1976), the first feedback on the g
was publishedThe numbers were astoundin
The game was rated at a whopping 7
Dunnigan thought the game would do well,
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he too was surprised at the overwhelmjng

response [3]. By the time S&B0 (January
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February 1977) came out, PGG had gone into the appearing in 1977 with DRIVE ON &LIN-
Rating Chart at a 7.0 acceptability (popularity GRAD. Also, 1977 saw a derivative system
rating) with 74% playedAt the time, there were  appear in COBRA (S&T 65). In 1978,
13 games above PGG in acceptability and none KHARKOV (S&T 68) was publishedARMY
higher in percentage played. In Moves 33 GROUPSOUTH QUAD was published in 1979.
(June/July 1977), 434 readers rated PGG in the In 1980, the last SPI spinfafras published with
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“fog of war” is included in this clean system.
Untried units introduce uncertaintand Soviet
leaders add command control limitations.

Amazingly, the game was produced in only eight
months from original conceptiofhere are many

Playback Review at a 7.60 overall rating. It also
was rated well above average in most other

categories, including ease of platay balance,
game length suitabilitycomplexity suitability

LENINGRAD. But in the same yeamanother nits to pick in the area of simulation. But none
PGG descendent on the same campaign wasfatal to the system or to the fun. Even at
published by 3Wunder the titleASSAULT ON
LENINGRAD (Wargamer 14). Finallyyet a third

are
his

realism, percentage who would still buy and
percentage who received their morseyorth. campaign was published asRMY GROUP

NORTH by SSG in 1982. Many other games
borrowed from PGG and thus maybe should be
considered cousins. One of its more famous

cousins is OPERAON TYPOON (SPI, 1978).

About two years after publication, the Rating
Chart in S&T68 (May/June 1978) showed PGG
had climbed in acceptability to 7.2, though the
played percentage had dropped to 59%. Climbing
in the ratings chart is rather unusugtithis time,
nine games were rated higher in acceptability and
two were higher in percentage played. Of the
original 13 that were rated higher in acceptability
in issue 60, all but three had sunk below PGG.
After another yearthe Rating Chart in S&T4
(May/June 1979) showed another increase in
acceptability of PGG up to 7.3. Percentage
played had dropped slightly to 53%lso, the
price had apparently gone up by a dollar to $10.
There were now only four games rated higher
(TERRIBLE SWIFT SWORD, CROSS OF
IRON, WACHT AM RHEIN, WAR OF THE
RING). Three games had been played more
widely. Two of these were related games:
COBRAand KHARKOV.

After SPI's passing, PGG was republishedAby

in 1984. TSR republished DRIVE ON
STALINGRAD (1984) and COBRA(1985).
Lastly, Decision Games published LENINGRAD
again in 1994.

G.Final Comments

To many PANZERGRUPPE GUDERIAN is one
of the all time great wgamesThe reasons for its
appeal include mechanized combat and a fairly
interesting Russian front topic. But its appeal
went well beyond that. It skillfully combined

double-impulse turn, divisional integration,

Soviet leaders and even locking ZOCs to produce [4] Jon Freeman.The Complete Book of
an exciting, fun and playable system that was not Wargames. Simon and Schustsiy, 1980.

PGG had many children, though none had quite

the same success. PGG spinfsofstarted overly complex. Even a reasonable amount of

game using PGG derived mechanics on the same reviewers opinion, the answer to Ralpticker's

such elements as overruns, the ability to trade [3] James FDunnigan. Private email. 1 Mar¢h
losses for retreats, untried units, an asymmetrical 1997.

point, game strategy and balance are |not
necessarily answered questions. In this
guery posed in F&M 12 is obvious.
PANZERGRUPPE GUDERIAN is definitely g
classic.
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RANDOM THOUGHTS ON PGG (cont.)

“l can remember when Pangenppe Guderian
first hit store and the thrill | felt when my cous
and | went to pick up our copieEhe excite
ment in the air as we unwrapped the game a
punched the counters was almost palpaktie.
game had been touted as having some
revolutionary rules such as untried unit streng
for the Soviets and a unit integrity bonus for
German Panzer and Pargremadier Divisions.
Back then the rules seemed to be long and
somewhat complex (only eight pages back th
| still remember the enjoyment of that first
playthrough even though | have no idea whic
of us won the game. | just remember liking th
game and the system.”

- Larry Caskey
“A great 1st or 2nd game! | have over the las
years introduced many newcomers to yean
ing by playing PGGThis game is without a
doubt one of my personal favorites, and one
the few non-Napoleonic era games | glay

- Dr. S. Borkowski, M.D, Oslo, Neay

“Those untried Soviets changed the way |
playedALL wargames.YAHOO!”

- Michael Balog
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Panzergruppe Guderian
Battle Report
by Skip Franklin

German Player: Skip Franklin
Soviet Player: Lloyd Hudgens

SovietTurn One THE RETREAT FROM MINSK

The German planes bomb the rail line just south
of Vyazma and a communications breakdown at
Stavka keep the 16th and 19&rmies from
activating.This shortage in badly needed troops
is going to hurt.The retreating 13th, 20th, and
newly arrived 22nd Army stop on the
Dnepr/Dvina River lineThe front line is solid
except for a hole neafelizh that 13th and 22nd
couldnt close. 24tArmy rails to Smolensk and
the Reserves march west towards Gzhalsle
ground commanders are now well placed with all
but five divisions in supply on the entire game
map. Short of a perfect turn, howeveonsider

ing that hole in the front line and the ten divisions
glued to the ground west of Smolensk.

GermanTurn One

Hoth enters the Fray89th Panzer Corps enters
the map nea¥itebsk. In an dbrt to attack the
Soviets before they recover from their retreat;
thus denying them of defensive terrain, Field
Marshal von Bock orders the crossing of the
Dvina River and surrounding ofitebsk. 12th
Panzer and 14th Motorized force the Dvina
without much dbrt (0-10 Soviet armor unit),
20th Panzer and 20th Motorized expel infantry
out of the trees south ditebsk while 7th Panzer

takes the western half ofitebsk. Follow-up
movement finishes the isolation dfitebsk. A
solid German first game turn.

GaME TurN ONE RESULTS
A 0-10 Soviet tank unit lost. No German losses.

SovietTurn Two: DEFENSEIN DEPTH

The Smolensk defensive belt deploys ®itdbsk

is left to the invadersThe northern shoulder is
held by 22ndArmy, and Smolensk is defended
with 16th and 19ttArmies, while the 13th and
24th deploy further forward. 20&rmy holds the
southern flank. Rokassovski is building up
reserves using provisional reinforcement
divisions and is now up to 10 divisions in
strength.These formations now march forward
towards Gzhatsk.

GermanTurn Two

57th Panzer Corps enters the area of operations.
6th Corps moves up to assist in the attack on
Vitebsk, while 57th Panzer Corps slices towards
Velizh.Vitebsk holds out with losses, and most of
theWehrmacht is engaged and no major breaks in
the Soviet line. Hoth demands more action over
the next few days or the army is in danger of
becoming bogged down by the Red infantry

GAME TurN Two REsuLTS
One Soviet tank and three infantry divisions lost.
One German motorized infantry step lost.

SovietTurn Three THE RETREAT
A strategic re-deployment puts the front line from
the lake north o¥/elizh, south to the Dnepwest
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a few miles then south to the Sozh river whete it
enters the ared second line is behind the Sogh
river near Mstislavl. 21gtrmy is at Roslavl, 30t
Army between Vyazma and Smolensk and
Rokassovski still marching in from the rear

GermanTurn Three
Guderian throws his troops into battle. 6th Cdrps
fails to clearVitebsk with an overrun as hajd
fighting keeps the Germans out of the city for this
turn (engaged). Since the Soviets evacuated the
Dnepr river line, 3rd Panzgmuppe could not
engage the enemy line. 46th and 47th Pahzer
Corps are able to engage two infantry divisigns.
Soviet units in theVitebsk/Dvina River area afe
eliminated. Mogilev and Orsha both fall.

GAME TURN THREE RESULTS

Two Soviet tank and three infantry divisions Ic
No German losse$he Soviet player has kept t
Germans from penetrating their lines and
Germans havenhbeen able to bring the Soviets
battle.

st.
ne
the
0

—

SovietTurn Four THE RETREAT CONTINUES
More retreating, as Smolensk fills with suppljes
and stragglersAnother reoganization of the
front line now originates from the lake, running
south through the trees, along the Kasplya Rjiver
and swamps, through the open ground whereg the
units are double-stacked then along the Sozh
River. The line is fairly strong now in the south,
but up north in the open ground, there exisis a
shortage of unitsThe 30thArmy is strong east df
Smolensk with Rokassovski not far behind. 28th
Army is now marching onto the m
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Roslavl.

GermanTurn Four
Assault is the key word:he Dnepr River defense

being defendedWhile a unit positioned there is
unable to retreat, the 24th Panzer Corps will be
able to attack the river defensive position without
the defender being doublesktacks are conduet

ed all along the line but only the attack in the
Kasplya marshes scores a succd$se newly-
created hole in the Kasplya marshes is now
exploited by three motorized divisions and Das
Reich.Vitebsk falls during the breakthrough.

GaAME TURN FOUR REsSULTS

Five Soviet infantry Divisions eliminated. One
German PzG regiment step lo§he Germans
still can't bring the Soviets to battleThis
provides the Soviet player with a strong pool of
infantry divisions to draw upon in maintaining a
defensive posture.

SovietTurn Five COUNTERATTACK!

Russian defense lin&lthough the even-odds
counterattack is rebf#d, a regiment of the
German 18th Motorized Infantry Division is
destroyed after repulsing the other regiment.
Smolensk is holding firm against all the Germans
can bring to bear

GermanTurn Five

Army in the open, overrunning i\ pocket west

The German 18th Panzer has penetrated the

Gerisamenko has two tank divisions in reserve at of Smolensk containing some 7 Soviet Rifle and

1 Tank Division has now been formefll these
divisions are crushed in continued overruns and
assaults.

has a hole since the south end (hex 0831) is not GAME TuRN FivE RESULTS

The Soviets lose eight Infanfrgne tank and the
16th Army HQ. The German 18th Motorized
Division is reduced to a single step, leaving no
more than garrison duties for this formation. Das
Reich sufers a single step loss during an overrun.

SovietTurn Six RECOVERY

As only Gerisamenke’ headquarters is holding
Smolensk, i85 very fortunate indeed that
Khomenkos 30th army is located just to the east
with six rifle divisions. Rail movement brings in
another three divisions to Smolensk.
Furthermore, six divisions are transferred from
the river defensive area south to bolster the
Smolensk areaThings arert’ looking good for
the Russians. Smolensk could fall in a turn or two
leaving only Roslavl anifel'nya for a German
win. Too bad the German 18th Motorized wasn’
killed outright.

Germanrurn Six

The infantry continues its forward advance, but
the Soviet retreat is causing problems for the
Wehrmacht. The German infantry are simply
unable to keep pace with their key area penetra
tions due to their lack of mobilityf the Soviets
had stood their ground longethe units could
have made their presence felt by assaulting the

Revenge! 10th Panzer catches the Soviet 16th Russian line. But alas, it is nowhere to be found

in the vicinity of the advancing German infantry

Low-0dds attacks on the Sozh river nonethejess
is good enough to release the panzers fighting
there, as they destroy two Soviet divisions [but
take a step loss in returiiwo Soviet infantry
divisions are also eliminated in Smolensk, at
cost of only one step of German infantry

the

GaAME TURN SIX RESULTS
Thus far the Germans have lost 1 step of infantry
three steps of mechanized and four step$ of
motorized infantry - three from the 18th
Motorized no lessThe Soviets have lost no less
than 26 infantry and five armor divisions,
including Lukin of the 15thPArmy. The pocke
west of Smolensk really hurt the Soviets. Having
now reached the halfway point of this operation,
it's building up to a German victory with gix
GameTurns still remaining to take Smolensk gnd
then breakthrough to capture Roslavivet'nya.
Only time will tell....

SovietTurn SevenBATTLE IN THE BALANCE
In light of the tightening grip being put gn
Smolensk, it time to start establishing the next
defense line. Unfortunatelthe Soviets may negd
to engage the Germans just to achéiteesults;
thus releasing Soviet units trapped in

deteriorating defensive positions presently he

d.

GermanTurn Seven

Smolensk is a bust as the attack is repulsed,

allowing for some Soviet infantry to advance

of the city towards the German troopkhese
units will certainly die quickly at the gates

Smolensk, but they have been positioned ther
a purpose; to greatly hamper the German time

even
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b for
inel

page 22 —




— PANZERGRUPPE GUDERIAN

GaAME TURN SEVEN RESULTS SovietTurn Nine RECOVERY
The Soviets only stdr the loss of an infantry and A partial restoration of the front lin€here is still
mechanized divisionThe Germans lose an a hole south of Roslavl, howeydut fortunately

infantry step. the rivers should keep the Germans from
advancing quicklyOne lone attack on a German
SovietTurn Eight REcYCLE infantry division is disastrous and opens up a hole

The Germans have been careful in positioning in the line directly south of Smolensk as three
their divisions where they can not be surrounded. Soviet units are forced to retreat west.

Soviet infantry are being recycled this turn and

reinforcements are being rushed to the Smolensk GermanTurn Nine

area to head bthe oncoming panzers. The Slaughter BeginsThe Krichev Pocket is
being prepped for its finish as Roslavl is taken
GermanTurn Eight with little resistenceThe northern shoulder is

A very determined German drive yields glorious being placed in a compromising position as well.
results.A determined assault south of Smolensk Smolensk is surrounded by a panzer division in
and an infantry attack in the north represent the the south and three infantry divisions in the north.
turning point. Further attacks are also fruitil. Attacks on Smolensk gain little to speak of at this
hole is blown in the Soviet line west of Roslavl, time, howeverPanzers have now pushed over the
allowing the near isolation of two armies around Desna River south ofel'nya. Other mechanized
Krichev. The Germans are now threatening troops are flanking the Soviets eastMafizh as

Roslavl, as well as the open road eastiuknoy, well.
while th elimination of all Soviet forces around
Smolensk appears only a matter of time! GAME TURN NINE RESULTS
The German have destroyed twelve Soviet
GAME TURN EIGHT RESULTS infantry divisions and Rokassovski is no more.

nized infantry during overruns, the results are heavy fighting, but full reports have not come in
favorable.A Soviet Leader (Gerisamenko), an to the communications center

armor division, and six infantry divisions are

destroyed during the first movement phase alone! SovietTurn Tert STiLL HOLDING OUT

Four additional Soviet divisions are destroyed The Soviets realize the Germans havembn
during combat and an additional infantry and quite yet.Taking the optional SWeinforcements
mechanized infantry are eliminated during ever may have had an impact if exercised two turns
runs following these attacks. Better than antici ago, but would only make things worse ndiis
pated results for the Germans no doubt. Panic unlikely that the Soviets can hold out much
should rein supreme throughout the Soviet ranks. longer The women and children of Moscow must

Although the Germans lose two steps of mecha There have been some German losses due to theflank. The Germans lose heavily in attacks aro
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dig deep now to set those tank traps. Good t
the Germans are out of supply due to
partisans.

GermanTurnTen

Headquarters says push forwaithe Krichev
Pocket shrinks to half it previous size and is 1
only several kilometers wideThe battle for
Smolensk has achieved some succEss.rest of
the front is either stuck in mud, harassed
partisans, or being interdicted by Russian pla
The only loss this turn is a Soviet infan
division in Smolensk.

GAME TURN TEN REsULTS
The Soviets call out their air interdiction mark
putting a momentary halt on the German dr
This timely delayalong with some much need
luck could work in the Soviets favdrhe game ig

ning
pur

ow

by
nes.

y

—

er
ve.
bd

in a tight balance at this time with only two tufns

remaining.

SovietTurn Eleven A STRONG SHOWING
The supply line is re-established to Smolensk
the defensive front is mended on the south

SmolenskThe northern front is also sewn up.

GermanTurn Eleven

Setup for the killA minor hole is blown in th¢

north and the noose around Krichev Pog
continues to tighten. Smolensk holds out e
though the northern hex is takdrree divisiong
bar the way in the soutfthe last turn will bring
back full strength to thé&/ehrmacht.

and
ern
ind

174

ket
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GAME TURN ELEVEN RESULTS GAME TURN TWELVE AND THE GAME

Three Soviet infantry divisions are gone as the As usually happens in ANZERGRUPPE KEY LESSONS LEARNED
Germans regain some momentdrhe game now GUDERIAN among equally-matched opponents,

hangs in the balance as we enter the final Game it more often than not comes down to the final Soviets: Retreating in front of superior forces will

Turn. Smolensk must be taken at all costs! PlayerTurn. In the dozen games seen here the lessen the blowbut you have to turn around
Germans plow through Soviet infantry like a sometime and fight.
SovietTurn Twelve STAND AT ALL CosTd large truck through football fans, but the Soviets

Preparing for the final assault. Every unit tries to have a preponderance of men and the interdiction Germans: Dort’ advance in the face of strong
pin down the Germans. Smolensk is reinforced. marker which can put the Germans out of supply reserves without flank suppoithe German 18th
“C’'mon Germans!” (Please ddnook to hard at for three turnsThis game is balanced so well that Motorized was victimized by this oversight.

Yel'nya.) most games are decided in the last three game

turns. The German player must be ready to A lot can happen on the battlefield in three days.
GermanTurn Twelve absorb losses in panzer units in tight situations Ten divisions were lost by the Soviets throygh
Last Gasp Hbrt for the Germans. Initiallythe and the Soviets must just be ready to lose lots of one turn of maneuveAttacks are easily wopn

Krichev Pocket is reduced to two points of men. Considering that half of the German tanks when the enemy is surrounded and out of supply
resistence via overrun¥he northern portion of  were in this part of the Eastern Front, it is no Try this threat against an opponent sometime, “I
the line gains a hole to exploit, but Smolensk wonder the Soviets had such a hard tikvéen plan on taking that city (or whatever) BY
continues to hold. 7th Panzer blasts through a unit Hitler sent the panzers south to help out in the NEVERASSAULTING IT...i.e. the Russian will
in an attempt to surround Smolensk but tan’ Kiev Pocket the prize of Moscow was |ogfith conceed the objective.” In fact, you can take npost
advance (engagedfhe Krichev Pocket is now  Moscow and its transportation hub gone, the war geographical locations solely through proper
eliminated except for a provisional unithe may have well been oveAfter a winter of maneuvering. Simply cut bfyour enemy
highlight of the last turn is when Das Reich survival the German could have attacked out of supplies and in more cases than not, your
assaults across a river line into trees against an Moscow to take the Crimea, Leningrad, objectives will simply fall in your hands - at legst

unknown unit which results in a 1-2 odds attack, Stalingrad and the oil field'he Germans had  until it comes down to that “Do or Die” objective.

achieving only an “Engage” result. four enemies on the Eastern Frofitme, Mud, If the Soviets are keen enough to pull out of such

The Sons of the Soviet Union and Hitler a situation - fineThen you can easily mop up
Despite the route t¥el'nya being uncontested, pockets so long as you pay heed to ypur
the Soviets still win. Even an attempt to jump “The Soviet P[ayer must take timetable.

across the Dnepr to the north side also faite .
force in Smolensk is too Ige to be overrun at on the role ofaggress:ve The Soviet player must take on the rule| of
1-3 odds. One more GaniBurn would have defender and be WiIIing to aggressive defender and be willing to carry jout
allowed panzers to break throughMgazma or carry out WeII-placed well-placed attacks into the teeth of panzéis
even take Smolensk. . least two divisions must be destroyed or a firm
attacks into the teeth grip held on Roslavl andlel'nya. The Germang

of the panzers.” can normally take Smolensk and still only [be
halfway through the game to take Roslavl|or
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Yel'nya. The trick is to get advancing German the Soviets is the Quagmire Defense, as
units surrounded and out of supplhe Soviets published inThe General magazine.
must husband their forces carefully for the last
half of the gameTo stand and fight early will Interesting side note. Normally the Soviet
only chew up your valuable units in the face of provisional reinforcements danshow up at the
the fresh panzers. Poor management during the right places for the Soviet3he first two turns
swirling battles and not realizing when to give brought divisions to Rokassovski and the third
ground will result in pockets and the Soviet turn came in with Gerisamenk®urn Four Five
Playets undoing. and Six brought a division to point 6 for the river
defenseTurn Seven and Eight brought them to
point 5 near Roslavl just where they were needed.
GameTurn Nine is the final turn in which the  Turn Ten was point 1 where the German were
Soviets can place their interdiction markér attempting to flank the Soviets. Right on time!
cant be used on Ganikurn Twelve. The Soviet Turn Eleven is the first bad turn with the point
player screwed up in this game by not placing the being number 3This unit will not enter battle in
marker one turn earlier this gameTurn Twelve brings infantry in behind
the German at the Krichev Pocket. Never has
such good rolling been seen for the provisional

PLAYER’S NOTES units.

In defense of the Soviet Playekloyd has The only rule change | would like to see is a

spanked Skip iTAHGC's GETTYSBURG (2nd disengagement rule as in COBR¥ at least the

Ed.) and most other games with linear tactics leader unitsYou spend half your movement to

(stand 100 yards apart and blaze away with exit an enemy zone of control (EZOC) and

muskets). Skip needs tanks to support his morale. cannot enter another during the phase. | tdd®
how leaders get trapped in an EZOC and usually

For a maginal win, not counting friendly losses, end up dead. Seldom do they get a chance to use

the German player must taRétebsk, Orsha, the optional evacuation rule.

Mogilev, Smolensk and either RoslavlYe!'nya.

The five cities will give the attackers S5ctory

Points. The Soviets could take two cities back

temporarily or destroy one German division and

still lose.According to what I've read and heard,

the Germans should be able to win the majority of

the time. Howevera resourceful or sneaky Soviet

player can pull dfa win. The best plans know for
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BONUS SECTION
“My Best Panzergruppe
Guderian Game”

by John Leggat

Over the years, I've played a bunch of PGG and
have found it to be highly variable and well
balanced, with either side able to develop
winning strategies. I've seen every possible
outcome, from a Soviet Decisive with them
holdingVitebsk, Orsha and Mogilev to a German
Decisive with no Soviets left on the map and the

It's been my experience that two experienced and

game of PGG in about four to five hours. Of
course, I've been in games where, due to the
manner of playit has taken twice that long.

My preference in most wgames is to move play
along, trading perfect moves for a bit of
spontaneity and uncertainty and more closely
simulating the fog of ward don't especially like
playing with opponents who agonize over the
perfect move of each piece, the total optimization
of each position or the perfect attatkis is one

of the reasons | prefer limited intelligence games,
of which PGG was a prototype. It is with this in
mind that | now describe what, for me, was my
most memorable and enjoyable game of
Panzegruppe Guderian - a tournament in which
the participants all played with chess clocks.

Germans sitting on the eastern edge of the board.

reasonably paced players can complete a 12-turn With twelve turns in the game, the German
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The way the tournament wagyanized, each pair  activities allowed. Gone were the beautiful lir
of opponents had a chess clock and following the of perfect stacks every other hex. Instead, the
usual bid for victory points and the right to be of the game centered around getting the
German, each side was given a specific amount victory hex without running out the clock.

of clock time.As | recall, it was 3 hours for the

German and 2.5 hours for the Sovitie chess At the end, both players were moving and pas
clocks were set for those amounts with the frantically and the last couple of turns were ju
understanding that either side running over their couple of minutes long. But, both of us mad
allotted time would forfeit victory to the  with scant seconds to spare. | trulyder who
opponent. So, to have any chance of winning, won the game, but | vividly remember that b
each player had to complete the twelve turns of us considered it the most exciting game
without exceeding their clock timé&he clock Panzegruppe Guderian that we had ever playj
time included all movement and overrun combat,

but the clock was stopped for each player's
combat phase. BONUS SECTION
“My Variant Rules for

H n
player had an average of 15 minutes per turn and Panzergruppe GUde"an

the Soviet had 12.5 minutes per turn. So, each
side was forced to budget their time and prioritize
their movement. It was not possible to sit and

ponder endlessl\Both sides were in the game at | have been playing this gamd ahd on since i
all times as even while the opponent was moving, first appeared in S&Tssue No. 57; even aftg
each player had to be considering his alternatives twenty years it still remains one of my all tin
and preparing to take his turfihe result was a  favorites. | have played it solitaire, competitivg
very tense and highly clggd game. | recall that, and have used it with great success in teac
early in the game, both of us planned to spend newcomers to our hobby

more time as, for the Germans, their earlier

offensive requires opening holes in the Soviet | enjoy playing the game as it was designed, |
line by shredding their defense. During the also have developed a few variant rules whi
middle game, both players were assessing their feel better balances the game and makes it
position and checking their elapsed time against gimmicky. | believe that the German player ha
the amount remaining to determine how to best slight advantage in the game, as even SPI

allot the remaining moves. By the end of the admitted when they suggested that a Ger
game, both players were feverishly moving in the maginal victory be considered a dralvhave

by Ronald J. Wright
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least amount of time with only the most critical never particularly liked the impact of the So\iet
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"air interdiction" rule, because it often leads to
the ludicrous, ahistorical placement of a string of
German units “guarding” the supply road to area
E. The fact that some Soviet units have no
defense strength certainly hightens the tension of
the game, but it can ruin the best laid plans of the
Soviet player when a key hex is discovered to
contain nothing more valueless red cardbo&od.
“fix” these perceived problems | f&ir the
following variant rules, which have been tested.
All of the rules should be used together

5.2 Soviet FirsfTurn Special Rules: Do not roll
for the 16th and 19tArmies. Instead, the Soviet
player may move the units of one of them - his
choice. The other army stays in place and the
units comprising it must satisfy stacking
restrictions.

10.4 Evacuating Soviet Leaders: Use this rule.

12.3 No-strength UnitsAll Soviet units have a
Defense StrengtlAll “0-0-6” rifle divisions are
considered to have a value of “0-1-8Jf “0-10"
armor divisions are considered to have a value of
“0-1-10."

13.4 Soviet Interdiction: Omit this rulelhe
Soviet interdiction marker is never placed on the
map.

14.2 Soviet Southwestern Front Reinforcements:
The Soviet player receives four rifle divisions on
turn two.The Soviet player must enter them, and
the German player receives four poinfhe
Soviet player receives only these four units from

the Southerwestern Front for the entire game.

15.2 Levels ofVictory: This rule is altered as
follows:

50-79German victory points = Draw
80-124German victory points = German rgar

al victory

125+ German victory points = German strategic
victory

Increase these levels by one at the end of the win only if he achieves a Strategifictory or

game if the German player achieves a victory
level on on before turn six; e.g., if the German
player achieved 50 points by turn six, he would

Panzergruppe Guderian
Game Errata, including AH
version rule change

gain a maginal victory rather than a draw at the
end of the game.

[3.4] CLARIFICATION: The Soviet Mechanized
units are considered to b&mored Units for
set-up and reinforcement purpos@here are
more SovietArmored units in the countermix
than are needed for playrhis was done
deliberately to give wider fluctuation to Soviet
armored capabilities in the game.

[6.59] CLARIFICATION: Supply for all units
involved in Overrun attacks is determined at the
instant of overrun.
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[15.11] CORRECTION: In the last paragraph
this case, the reference should rdaid23 (not
13.23).

[15.2] ADDITION: The actual outcome of th
German campaign was a German Uiaal
Victory. The Play of the game reflects this
some extent (i.e., there is a bias in favor ¢
German Maginal Victory). If the players so wis
they may consider a German Iganal Victory a
"historical" victory but a German "player" mg

better In such a case, a German kfiaal Victory
would be considered a draw

[16.1] CLARIFICATION: The Reinforcemen
schedule in the rules is right, not the table on
map. i.e., the Soviet player dosst receiveTurn
12 reinforcements.

[16.2] CORRECTION: In Gamedurn Two, the
German Player receives th26th Infantry
Division, not thel6th.

[16.2] ADDITION: On Game-Tirn Seven
EntranceArea E, the German player receives
addition to those units listed, the 268th Infan
Division.

[6.7] TERRAIN EFFECTS CHAR; CORREG
TION: Under Road Hex, the referral to C4
11.14 should read1.13

of
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Avalon Hill Version Change

6.37 (addition toAH version): German combat
units moving through a Railroad hex may cut that
rail line. Mark cut rail lines by placing a Rail Cut
Marker in that hex. Soviet units may not use Rail
Movement into or through a Rail Cut Marker
Rail Cut Markers are removed by Soviet combat
units entering the Rail Cut hex while moving nhor
mally during the Movement Phase. Rail
Movement may resume over repaired rail lines
during theTurn following their repairThe num

ber of rail cuts permitted is restricted by the Aum
ber of markers provided with the game (6he
German Player mayhowevey remove Rail Cut
Markers previously placed by moving a German
combat unit over the cut, and thus make the
marker available for new cuts.

Panzergruppe Guderian
Order of Battle and
Organization

by Danny Holte

Game Counters - Soviet

Soviet Oganization in Panzgruppe Guderian
should be considered as loosely historical. Since
they are setup unknown at the beginning of the
game, this is not a serious consideratidrhey
were presumably somewhat abstracted for design
effect rather than strict historical simulation.

Infantr y Divisions (78 Divisions)

0-0-6 8 0-1-6 1
1-1-6 3 1-26 1
1-3-6 5 1-4-6 1
1-56 1 2-1-6 2
2-2-6 3 2-3-6 4
2-4-6 5 2-5-6 3
2-66 1 3-3-6 3
3-4-6 6 3-5-6 3
3-76 1 3-86 1
4-3-6 1 4-4-6 2
4-5-6 5 4-6-6 1
4-7-6 1 5-4-6 1
5-5-6 3 5-8-6 3
6-5-6 1 6-6-6 1
6-7-6 1 6-8-6 1
7-6-6 1 7-7-6 1
8-8-6 2 9-8-6 1

Mechanized Infantry Divisions (10 Divisions)

1-10 1 2-10 1
4-10 3 5-10 1
6-10 1 8-10 3

Tank Divisions (10 Divisions)

0-10 3 3-10 3
4-10 1 5-10 2
7-10 1

Headquarters (15 - In orderof appearance)

Rakutin
Lukin

24thArmy
16thArmy

(2) 10
(3) 10
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19thArmy Koniev (5) 10
13thArmy Remezov (4) 10
20thArmy Kurochkin (4) 10
ReserveArmy Rokassovski (5) 10
22ndArmy Yershakov (3) 10
30thArmy Khomenko  (3) 10
21stArmy Gerisamenko (2) 10
28thArmy Kashalov (2) 10
29thArmy Maslennikov (3) 10
31stArmy Dolmatov (2) 10
49th Army Zakharkin (3) 10
32ndArmy Vishnevsky (2) 10
33rdArmy Onuprienko  (2) 10
Air Interdiction Counter (1)
Soviet Order of Battle

All Soviet Order of Battle information is locate
in the Game Rules.

Game Counters - German
Unit Organizations

Panzer Division (9 Divisions)
2-10/1-10 Panzer Grenadier Regiment (x2)
4-10/2-10 Panzer Regiment (x1)

Infantry Division (18 Divisions)
9-7/4-7 Infantry Division (x1)

In addition, each infantry division has a 2-7/]
counter available for further breakdown due
combat losses (4-steps total).

ed

-7
to
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Panzer Grenadier Division (5 divisions)
3-10/2-10 Motorized Infantry Regiment (x2)

Das Reich SS Motorized (1 division)
3-10/2-10 Motorized Infantry Regiment (x3)

Independent

Lehr 3-10/2-10 Panzer Grenadier Regiment

1st 4-5/2-5 Cavalry Division

Gross Deutschland 4-10/2-10 Panzer Grenadier

Regiment
Air Interdiction Marker (x3)
Disruption Marker (x3)
GameTurn Marker (x1)

Order of Battle

ARMY GROUPCENTER - von Bock

GAME TURN ONE (Note: In the game, the

20th Pz Gren Div - Zorn
76/20 Mot Inf, 90/20 Mot Inf

57th Panzer Corp - Kuntzen
12th Pz Div - Harpe
5/12 Pz Gren, 25/12 Pz Gren, 29/12 Pz

GAME TURN TWO

3rd Panzer Gruppe - Hoth
Lehr Pzr Regt
Lehr Pz Gren
57th Panzer Corp - Kuntzen
19th Pzr Div - Knobelsdoirf

73/19 Pz Gren, 74/19 Pz Gren, 27/19 Pz

18th Pzr Gren Div - Herrlein
30/18 Mot Inf, 51/18 Mot Inf

2ndArmy - vonWeichs
6th Corps - Forster
6th Inf Div

26th Inf Div (listed as 16th Inf Div in Game

Rules)

12th Pzr Division is listed as part of the 39th Pzr GAME TURN THREE
Corps. It should be attached to the 57th Panzer 9th Army - Strauss

Corp.)

3rd Panzer Gruppe - Hoth
39th Panzer Corp - Schmidt
7th Pz Div - von Funck
6/7 Pz Gren, 7/7 Pz Gren, 25/7 Pz
20th Pz Div - Stumf

59/20 Pz Gren,12/20 Pz Gren, 21/20 Pz

5th Corps - Rudf
5th Inf Div
35th Inf Div
8th Corps - Heitz
161st Inf Div
2nd Panzer Gruppe - Guderian
47th Panzer Corp - Lemelsen
17th Pzr Div -Weber
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29th Pzr Gren Div - von Stockhausen
15/29 Mot Inf, 71/29 Mot Inf
46th Panzer CorpVietinghof
10th Pzr Div - Schaal
69/10 Pz Gren, 86/10 Pz Gren, 7/10 H
SS Das Reich Pzr Gren Div - Hausser
2/DR Mot Inf, 3/DR Mot Inf, 4/DR Mot
Inf
Gros Dtshld Pzr Gren Regt
24th Panzer Corp - von Schweppergour
3rd Pzr Div - Model
3/3 Pz Gren, 394/3 Pz Gren, 6/3 Pz
4th Pzr Div - von Langerman
12/4 Pz Gren, 33/4 Pz Gren, 35/4 Pz
10th Pzr Gren - Loeper
69/10 Mot Inf, 86/10 Mot Inf
1st Cav Div - Feldt

GAME TURN FIVE

14th Pz Gren Div - Furst
11/14 Mot Inf, 53/14 Mot Inf

40/17 Pz Gren, 63/17 Pz Gren, 39/17 Pz
18th Pzr Div - Nehring
52/18 Pz Gren, 101/18 Pz Gren, 18/18 Pz

4th Army - von Kludge
9th Corp - Geyer
137 Inf Div
263 Inf Div
7th Corp - Fahrmbacher
23rd Inf Div

GAME TURN SIX
4th Army - von Kludge
9th Corp - Geyer
292nd Inf Div
2ndArmy - vonWeichs
12th Corp - Schroth
258th Inf Div

GAME TURN SEVEN
4th Army - von Kludge
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7th Corp - Fahrmbacher
7th  Inf Div
15th Inf Div
2ndArmy - vonWeichs
13th Corp - Felber
17th Inf Div
3rd Panzer Gruppe - Hoth
20th Corp - Materna
268th Inf Div

GAME TURN EIGHT
ARMY GROUPCENTER - von Bock
252nd Inf Div
4th Army - von Kludge
7th Corp - Fahrmbacher
78th Inf Div

GAME TURN NINE
2ndArmy - vonWeichs
12th Corp - Schroth
31st Inf Div
34th Inf Div

Reference List for
Campaign, Moves, F&M,
S&T, and The General

Campaign #79 pg 10

Campaign #82¢ pg 28
Panzegruppe Guderian: a rebuttal
Charles Starks Analysis

GameAnalysis: Panzgruppe Guderian
Larry Lippert, Gregory Mumm e Strategy

Fire & Movement #5e¢ pg 43
Der Russlandkrieg
Friedrich Helferich « Review

Fire & Movement #12+ pg 16
Panzegruppe GuderianThe Battle of
Smolensk, July 1941

RalphVickers *Analysis

Fire & Movement #63¢ pg 21

World War 2Anthology, Chapter 3:The Eastern
Front Operational

Rick Swan « Review

GeneralVol. 21 #4+ pg 5
Is Smolensk Burning?
Henry C. Robinette « Strategy

General Vol. 21 #4« pg 10
Series Replay
Andrew Lockton ¢ Replay - Nixon vs. Clunkey

General Vol. 22 #4e pg 42

The Quagmire Defense

Brett Murrell « Strategy - Playing the Reds in
PG Guderian

General Vol. 24 #1« pg 42

A Second Stalingrad

Mark Green « StrategyA SovietVictory in
Panzegruppe Guderian

General Vol. 24 #6¢ pg 29

By the Book

David S. Bieksza ¢ StrategyA-Manual of
AdvancedTactics for PGG
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General Vol. 25 #3« pg 35
Storming Smolenskia the Postal Route
Jim Lutz « Panzggruppe Guderian By Mail

Moves #25¢ pg 3
Designer's Notes (Preview)

Moves #29 pg 4

PanzerGruppe GuderiadssaultingThe
Mystery (Operationalnalysis)
RedmondA. Simonsen ¢ Strategy

Moves #33 pg 8

PanzerGruppe Guderiafy;DissentingApproach
Bill Dunne,Mike Gunson,David Parish «Strate
(Opposing view to strategy article in Moves
#29)

Moves #50 pg 24

On The EastfrontTwenty-Nine Games in Print
A Survey

Steve List « Review

S&T #57+pg 4

The Smolensk Campaign] July - 5August
1941

Victory Madej, Shelby StantoAccompanying
Historical article w/game issue

S&T #58¢ (Insert)
Errata andAddenda for Panzgruppe Guderian

Special Thanks to Danny Holte foropiding
this Refeence List. He will be selling a
Compehensive Refence List for all consim
games published in these periodicals slyor
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