
More Offensive Behaviour 
 
Yet another scenario from the League of Augsburg’s 1944 Campaign – The 
Sands of Time 
By Barry Hilton 
 
It is not often that the Wehrmacht gets to meet its enemies on relatively equal terms 
particularly after 1942. Our Operation Bagration campaign was no exception. With Phil 
doing his best to be offensive as frequently as possible, this scenario features one of the very 
few instances when you can almost hear the Wagnerian overtures in the background. Part of 
his command was assigned to operate independently behind the Russian frontline and cause 
the maximum chaos possible whilst the rest of the army tried to get a grip of the disintegrating 
strategic situation. Led by a relatively junior officer, this battle group had a brief but 
spectacular career. In this action it is involved in a rare encounter battle, meeting an elite 
Soviet Tank Brigade head on, just before dawn. 
 
Background 
This battle took place on the 30th June (campaign day 3). What had effectively begun as a 
rescue mission on the 28th had turned into a much more aggressive operation pushing deep 
into Soviet held territory by the 29th. A Battle Group under Wichmann (Player controlled unit) 
had opened a corridor to the Studenka Kessel saving the trapped 267th Infantry Division (If 
you are interested refer to Situation Map contained in Wargames Illustrated No 197). After 
escorting them back to German held territory they returned to the frontline and began a 
search and destroy mission south of the highway and east of the Berezhina. Krupki was taken 
together with a fuel and supply dump lying about 8 km north east of the town.  During the 
early hours of the 30th the 3rd Guards Tank Brigade (a tactical reserve formation) and 
Wichmann’s group collided in the wooded, hilly country around Krasny Belo, a totally 
uninhabited ruin covering several square kilometres.  
 
Game Objectives 
The objectives for both sides are very simple; destroy the enemy!  
 
Game length, set up and arrivals 
The available time for this scenario was a massive twenty eight turns. Eight of these were in 
the dark, three dawn and seventeen in daylight. Visibility in 1/285th for these times was one, 
ten and forty inches respectively. If you want to fight in a larger scale then double the 
distances. The game begins with no troops on the table. The German arrivals begin with 
Panzer Regiment 20 from Point B on turn 1 followed by the 3/60 Panzer Grenadier from the 
same point on Turn 3. The Tigers arrive via Point A on Turn 5 and finally the Flak Battery by 
Point A on Turn 7. Sturmgruppe Crössmann arrives on Turn 14 by Point A. 
The Soviet 1st Tank Battalion arrives via Point X on Turn 1, the Infantry HQ and mortars by 
Point Y on Turn 3 and finally the 2nd Tank Battalion by Point Z on Turn 5. Refer to Map 1 for 
deployment and arrival details. 
 
The Table 
This game was originally played in 1/285th scale on a four feet by four feet table. If you play 
with 20mm figures I would suggest eight or ten feet (long) by six feet (deep) and if playing in 
28mm, seven or eight feet deep if you can manage it. I know this size is a little awkward for 
stretching purposes but if the Germans end up defending in depth as happened in our own 
game then it does add a lot.   
 
Terrain Effects 
Woods are dense and so should impede visibility and movement (for vehicles) as per your 
chosen rules. All hill slopes are steep and should also impede movement. Krasny Belo is a 
total ruin and counts as hard cover throughout. The Panya River is not fordable and can only 
be traversed via the bridge. All roads are dirt tracks. The road running from Point B to Point X 
is sunken immediately to the north east of Krasny Belo (behind the woods). This provides soft 
cover and conceals whatever is positioned there.  



 
 
  
Dealing with Time of Day 
This game begins before dawn therefore some suggestions about how this concealed 
movement can be handled. If you have an Umpire, tell him your moves and deployments by 
Turn and he will place on any elements which come into visual contact. Record your own 
movement on a sketch map. If no Umpire is available I suggest you simply lower the 
Cohesion number for each side by 33% and place all troops on the table. This makes it much 
harder for each side to do the right thing. In addition, whether there is an Umpire or not, I 
suggest you increase artillery fire deviation by a factor of three to simulate the lack of FOO. 
This makes for very interesting situations. 
If you use other rules, modify those aspects which allow troops to act as they would wish. 
 
Winning 
This is very straight forward. If you achieve more damage than you sustain but are yourself 
unable to continue functioning properly as a frontline unit you have achieved a winning draw. 
If you destroy the enemy as a cohesive unit and are still able to muster an all arms order of 
battle then you have a total victory. 
 
Commanders 
Wichmann had already by this stage of the campaign rescued a trapped infantry division, 
destroyed a mechanised artillery regiment in an ambush and captured large amounts of men 
and equipment. He is therefore classed as inspirational! He adds `one’ to orders score if using 
GHQ rules. The Soviet Brigade commander is classed as `average’ and does not modify the 
orders score. 
 
Orders of Battle 
 
German Order of Battle (Elements of Kampfgruppe Haucke) 
 
Panzer Regiment 20 Oberst Sedelmeier 
1 x PzIIIj (Battalion HQ) platoon    1x PzII (Recon) platoon 
3  Companies each of  3 x PzIIIj platoons 
1 x  BA64  armoured car(recon) captured 
schweresPanzer Abteilung 505  
1 x PzVIa platoon(HQ vehicle) – Oberst Wichmann 
1 Company of 3 x  PzVIa(Tiger 1) platoons 
 
3rd Motorised Battalion Panzer Grenadier Regiment 60 Hauptmann Kabisch 
1 x Battalion HQ platoon    
1 x  PzII (Recon) platoon  
2 Companies each of 3 x Panzer Grenadier platoons, 1x support platoon, 1x 120mm Mortar platoon, 4 x truck s 
1(1st) Company of 3 x Panzer Grenadier platoons, 1x support platoon,  4 x trucks 
Heavy company of 1x Pioneer platoon, 1x support platoon, 1x PAK 38 ATG platoon, 1x 120mm mortar platoon, 1 x 
75mm infantry gun platoon, 1x  truck, 1x heavy truck, 1x SdKfz11  

Flak Battery Hauptmann Müller 
1 x HQ Platoon (motorised)   5 x Studebaker trucks (captured) 
1 x120mm Mortar platoon(Captured Russian) 
2 x 88mm  AAG platoons   2 x  SdKfz 7 platoons 
 
REINFORCEMENTS 
 
SturmAbteilung  Crössmann  Major Crössmann 
3 x Stug III Platoons (Incl HQ)       2 x JagdPanzer IV platoons 
5 x Pioneer platoons                         1 x  support platoon 
2 x  Sdkfz 251/1                               2 x Trucks 
1 x 120mm Mortar platoon(captured)           1 x BA10 Armoured car platoon 
5 x Studebaker trucks 
 
 
Soviet Order of Battle   
 
3RD Guards Tank Brigade, 3rd Guards Tank Corps General Chilisvili  
1 x T34/85 platoon (Brigade HQ)  
15 x T34/76 tank platoons in two battalions of 6 & 9 (plus 2 x T34/85 HQ platoons)   



17 x Rifle platoons of `Tank Riders’ 
1x M1 half track (Infantry HQ)    2 x 120mm platoons, 2 x trucks 



 
Our Game  
The night is ablaze!  Kampfgruppe Wichmann at Krasny Belo June 30th 1944. 
 
The Germans arrived from the south on separate roads. The northerly column led by 
Sedelmeier’s 20th Panzer followed by 3/60 Panzer Grenadier Regiment in their trucks. 
Wichmann led the second column with his Tigers. It contained the 88mm guns that would 
shortly play an important role. In total darkness, 20th Panzer was thrown out to the north in 
order to cover the arrival of the other units. Soon, the Soviet tanks and infantry found them 
and a furious close quarter battle developed. The Russians, approaching from the north east, 
were in two battalion groups, each tank had infantry riding on it.   
This one sided battle was being quickly lost. The Panzer IIIs were no match for the T34s. 
Within 20 minutes more than half of Sedelmeier’s tanks were out of action and his own HQ 
platoon was surrounded out on the German left wing. They had however held up the Russian 
attack. By this time, Grenadiers had deployed over a 2km frontage, 500 metres behind the 
Panzers. Whilst two companies refused the right flank the other two mounted a counterattack 
sealing off the penetrations on the German left. Wichmann deployed the lately arrived flak 
guns along with his Tigers in a third line running through the ruins of Krasny Belo. The T34s 
which broke through the first two German lines were quickly dealt with.  
 
Before the Russians realised fully what had occurred the battle was over. Their surviving 
infantry and tanks pulled back under cover of their heavy mortars. The victory was the most 
resounding thus far in the campaign. German losses were miraculously light. Nine Panzer IIIs 
including Sedelmeier’s command tank were damaged beyond repair. Around eighty infantry 
were dead or too seriously wounded to continue. The Russians had lost thirty nine T34s and 
nearly 400 infantry. The 3rd Guards Tank brigade was no longer a cohesive combat unit. 
 
Post Script 
 
The campaign mechanism allowed twenty eight turns for this game to be played. It was over 
in less than twelve. This meant that not only was a large portion of the game fought as a night 
action but also the German reinforcements never arrived! If you don’t like the idea of fighting 
in the dark then bring the time forward to daylight and fight it out for fourteen turns keeping 
the arrival sequence as listed in the section previously detailed. 


