sions over the years of their existence to bring
them more in line with the historical set up, but
all are designed simply for fun. I do not claim
that these scenarios are balanced, because history
shows that very few battles were ever actually
“balanced”. In each of these scenarios, all
Optional Rules and the Experimental Indirect
Fire rule from the PANZERBLITZ game are
used. [Alternately, players who own PANZER
LEADER may wish to apply the rules of that
game here, where applicable, especially the
rules for “Opportunity Fire”, Ed.] At this time, I
should like to mention that Situations 2, 5 and 6
were originally created by Al Muelling.

Though its strength was down to that of a regi-
mental kampfgruppe, this unit was expected to
defend a frontage that would normally require a
full strength division. Widely dispersed into bat-
talion- and company-sized formations, the 17th
Panzer prepared to meet the Russian offensive.
On 3 December 1941, elements of the Russian
50th Army and a supporting cavalry corps struck
all along the frontage of the weakened division.
The Germans at first tried holding them back by
shifting mobile elements to stop each Russian
spearhead, but the spearheads were too numer-
ous and the available defending mobile elements
too few. Soon the Germans were forced to with-

surrounding and isolating large concentrations of
Russian forces. The Germans’ delaying actions
of the later years of the war were adapted from
their own experience against such tactics during
the summer of 1942.

Situation 4: At 1500 hours on 5 July 1943, the
battle at Kursk began. In the northern pincer,
units of the German 258th Infantry Division
assaulted the forward defense line of the Russian
15th Infantry Division. Facing a determined
Russian defense, this attack bogged down almost
immediately. Armored units of the German 20th
Panzer Division were hurriedly brought in to sal-
vage the situation, and the attack resumed soon



