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DŜǘǘƛƴƎ {ǘŀǊǘŜŘ ǿƛǘƘ tŀƴȊŜǊ /ŀƳǇŀƛƎƴǎΥ YƛŜǾ Ψпо 

Welcome to Panzer Campaigns: Kiev '43. After the battle of Kursk in July 1943, the Soviet army had 

conducted a series of offensives that pushed the German army to the west, liberating the eastern 

Ukraine. One of their primary objectives was Kiev, with follow on attacks planned to the west that 

would destabilize the Axis positions to the north and south.  Kiev '43 covers the series of battles that 

led to the fall of Kiev and the battles that were conducted after the city fell. The actions of both sides 

resulted in a series of attacks and counterattacks and changes in fortune. The game covers actions 

from October into December, as the fighting raged back and forth. The typical fall weather for this 

area, of ground turning to mud, resulted in conditions that forces pauses in offensives at critical points 

in the action. Overcast skies also contributed to limited air availability. 

This scenario represents a portion of the German counterattack to retake the key town of Brusilov in 
mid-November 1943. A portion of the SS "LSAAH" Panzer Division is attacking an assortment of Soviet 
units from the 6th Guards Tank Corps and a few units from its flanking formations. 

For veterans of the system check out the Designer Notes for a list of changes to the Panzer Campaigns 
engine. You can open the Notes from the main game by pressing F3 or by using the Menu Help | 
Campaign Notes. 
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SCENARIO SELECTION 

{ǘŀǊǘ YƛŜǾ ϥпо ƛŦ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ŀƴŘ ȅƻǳ ǿƛƭƭ ōŜ ǘŀƪŜƴ ǘƻ ǘƘŜ CƛƭŜ {ŜƭŜŎǘƛƻƴ 5ƛŀƭƻƎΦ  

Click the scenario #00_Started.scn and then OK. 

 

 

This takes you to the AI Selection Dialog where you 
choose the side you wish to play. For the purposes of 
this tutorial select Axis AI "Manual" for yourself and 
"Automatic with Fog of War" (FOW) for the Russian 
side.  

 

Click on Rules to bring up the Optional Rules Dialog. 
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The optional rules should be as shown above. If not, click the Default button to select the 
recommended optional rules. Changes to these selections can be made for your future games, but for 
now use the rules selected for this scenario. Then click on OK to return to the AI Selection Dialog. 

(Tip: Each scenario included in the game includes the optional rules suggested for that scenario. Be sure 

to review them to help guide your selection of options rules) 
Clicking Ok on the A/I Selection Dialog to get the game underway, you are now the Axis commander. 
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The map, along with your first Command 
Report, will appear with information 
relevant to the first turn. You will see that 
the current turn is a Dawn turn. This 
means that visibility is limited to one hex.  

Also, there are objectives that expire on 
turns 3 and 4. This means the points for 
holding these objectives are determined 
as of the end of these turns (after the 
Russian turn as player 2 in this case). 
There will be more about these objectives 
later. 

Click OK to close the Command Report. 

 

OBJECTIVE OF THE GAME 

Click Info and then Victory on the Menu Bar. This 
shows how many points the first side (Axis in this 
case) must earn for each level of victory.  

As you can see, to obtain a major victory in this 
battle you must earn 400 Victory Points by the 
ǎŎŜƴŀǊƛƻΩǎ ŜƴŘ. Points are earned by you as 
Player 1 by holding expiring objectives when 
they expire and other objectives at the end of 
the scenario, along with points for opponent 
losses for each player. 

Click OK to close the Victory Dialog.  

 

Clicking on the + on the Manu Bar will give a 
zoomed-in view of both the map and units. The 
ς will zoom out if required. Click on the Infantry 
symbol (box with x in it) on the toolbar and the 
formation identification colors will appear. In 
this case, the Axis side only has one formation so 
the formation colors are all the same, but the 
Russian player has a mix, as you will see when 
they become visible. Both buttons are circled 
above. 
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If you look at the map, you will see several 
Soviet flags with a grey box with 50 inside. 
These are the objectives for this scenario. To 
win a major victory, you will need to take 
these objectives by expiration/end of the 
scenario and inflict casualties on the Russian 
forces. As you incur losses, points are taken 
away from you. For this scenario, you must 
minimize your losses while destroying most of 
the Russian forces to reach the major win. 

 

 

 

 

 

Click Info and then Objectives on the Menu Bar 
to see a list of the objectives in the scenario.  

 As you can see, there are 4 objectives worth 
200 points for the first/Axis player to take, all 
currently controlled by the Russian side.  1 
objective expires on turn 3 and 2 more on turn 
4, so they must be a focus for the early attacks. 
Once they expire at the end of the Allied turn 
indicated, if you did not hold them at that 
point, you will not be able to get points for 
them any longer. Click OK to close the 
Objectives Dialog. 

(Tip: After an objective expires, the objective image is no longer displayed on the map. However, the 

Hex Info box will still show it is an objective hex!) 

 

The current game status is shown in the bottom left corner. It shows the time is 0400 on 20 November, 
the current player is Axis, it is turn 1 out of 8, ground conditions are soft, and it is a Dawn turn. This is 
all important information to use while playing your turns. 
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TURN 1 
 

In this scenario the Axis player (you) moves 

first. In reviewing the situation, you cannot see 
any Russian units due the current visibility of 1. 
That will change as you move adjacent to the 
enemy units. 

The red shapes with a 1 inside are a level 1 
minefield. You can see the entire Russian front 
line is protected by these minefields. 
Minefields, which can range up to level 3, 
cause losses to all units that enter them 
(except for Mine engineers) along with taking 
extra movement points when entered. These 
effects increase as the minefield level increases 
ς level 1 does not cause severe losses and, for 
the purposes of this tutorial, will be ignored in 
some cases due to the expiring objectives. 

 

 

Click on the stack in the red box, indicated by the yellow arrow. This 
will display the units in the hex in the hex information area to the left 
(by default). 

This hex contains 3 German units ς an engineer unit, an AT gun unit, 
and an infantry battalion. After the unit boxes, you also see the terrain 
information. It shows these units are in a Forest hex, with elevation of 
180 meters (mostly useful in comparison to the elevation of other 
nearby hexes), the current game visibility and the local supply level.  

For the Axis units, the top right includes a symbol of the unit type. In 
this case, they are all motorized, based on the small dots under the 
symbols indicating wheels. The units are still at or near full strength 
and have a low level of fatigue. Green indicates fatigue is under 100 
and has no impact on the unit, yellow is medium fatigue, and the unit 
is suffering mild impacts, and red is high fatigue, with significant 
ƛƳǇŀŎǘǎ ǘƻ ǘƘŜ ǳƴƛǘǎΩ ŀōƛƭƛǘƛŜǎΦ ¢Ƙƛǎ ƎǊƻǳǇ ƛǎ ǊŜŀŘȅ ǘƻ ŀǘǘŀŎƪΗ 
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¢ƻ ŎƘŜŎƪ ŀƴȅ ǳƴƛǘǎΩ ǎǘŀǘƛǎǘƛŎǎΣ ŎƘŀƛƴ ƻŦ ŎƻƳƳŀƴŘ ŀƴŘ ǎǇŜŎƛŀƭ ǳƴƛǘ 

abilities, right click the Hex Info Area while the desired hex with the 

unit(s) is selected.  Right click in the Hex Info Area now to review the 

ǳƴƛǘΩǎ ǎǘŀǘƛǎǘƛŎǎΦ 
(Tip: When right clicking the hex info area, will also show a 

representation of the various hex sides and number of men/vehicle 

ŜǉǳƛǾŀƭŜƴǘǎ ƛƴ ƘŜȄΣ ƛƴ ǘƘƛǎ ŎŀǎŜ ммппΦ ¢ƘŜ Ψ·Ω ŀŦǘŜǊ ǘƘŜ ƴǳƳōŜǊ 

indicates that the road stacking limit has been exceeded.) 
You will see the chain of command for the unit on the left; on the 

right side appears its various combat factors, speed, and special 

abilities if any and finally movement class at the bottom.  The top and 

bottom units, consisting of men, currently show Deployed. Units of 

men that are motorized will show Deployed when not in Travel mode, 

otherwise they will show Motorized. Other units of men will show 

Foot, or possibly other movement types. 
Note that the top unit, an engineer, has the special ability Mine Clear. 

Not all engineers have the ability of Mine Clear ς the Axis force 

includes a Bridge Engineer that is not able to clear mines. These types 

of abilities are set by unit component rather than unit type, so always 

check for these abilities. 

This engineer can be used to remove mines, as will be discussed in the next section, thus opening a gap 

for the following units to move through. 

Double click to select the units on the map, or click on each unit image in the Unit Box which toggles 
ǘƘŀǘ ǳƴƛǘΩǎ ǎŜƭŜŎǘƛƻƴΣ ǎƻ ǘƘŀǘ ǘƘŜ ¦ƴƛǘ .ƻȄŜǎ ŀǊŜ ƘƛƎƘƭƛƎƘǘŜŘ ƛƴ ǊŜŘΦ Lƴ ǘƘƛǎ ŎŀǎŜΣ ǘƻƎƎƭŜ ǘƘŜ ǎŜƭŜŎǘƛƻƴ ǘƻ 
where only the Engineer is selected. 

Move the engineer 
one hex up to the 
right as shown with 
the red arrow. To do 
so, right click on the 
adjacent hex directly 
to the northeast. 
Should a unit ever 
not follow the order, 
look to the Status 
Bar to see a 
message telling you 
why the movement 
cannot be 
performed.   
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The engineer will move to that hex, and the status will change to indicate the engineer is clearing 
mines. There are no Russian units adjacent to this hex, so no enemy units appear.  

This engineer still has 10 

movement points 
available and could 
continue to move, but we 
want the unit to clear this 
minefield so that 
following units can move 
through on the next turn. 
An engineer must be in 
good order (not 
disrupted/broken) and 
show Clearing Mines to 
remove one level of 
mines from the hex each 
turn. So, in this case, the 
minefield will be removed 
in the following turn.  

 

Further south, near the 
southern objective, is another 
engineer unit indicated by the 
yellow arrow to the left. 
However, in selecting its hex 
and right-clicking, you can see 
that it is not a Mine Clear 
engineer and thus cannot 
remove mines. It is a Bridge Eng 
(bridging engineer), which 
allows it to build a bridge, and 
has low combat values, so it is 
best not to throw it into the 
attack as it will not be able to 
contribute much. Instead, it can 
be used to provide defensive 
protection for the flanks in later 
turns, as other units advance. 
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There is another engineer (which is 

capable of clearing mines) 2 hexes 
to the northwest. It does not have 
an objective nearby. So rather than 
moving it into the adjacent mines, 
for this walk through, select it, and 
move it southeast as shown here. 

 

There are no other engineers 

available in this part of the line, and 
the objective shown expires on turn 
3. For this area, the other unit with 
the arrow indicating due north 
should be selected and moved into 
the mines. This will result in a 
minefield attack, but the losses will 
be low.  

 

 

As you can see in the image to the left, there is a 

Russian unit occupying the objective hex that is 
now visible. The move may draw defensive fire 
from this enemy unit, and the minefield attack 
inflicted several casualties.  

 

 

 

 

 

Your unit only has 10 movement points remaining, so it will not be 
able to assault the adjacent defender this turn. Assaults require green 
movement points, indicating the unit still has at least two-thirds of its 
full movement remaining. 
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However, assuming the unit did not disrupt when it moved into the minefield, it has enough 
movement left to fire at the enemy unit one time. Each time most units (except certain artillery types) 
fire requires one-ǘƘƛǊŘ ƻŦ ǘƘŜ ǳƴƛǘΩǎ Ŧǳƭƭ ƳƻǾŜƳŜƴǘΦ ¸Ŝƭƭƻǿ ƳƻǾŜƳŜƴǘ indicates the unit has at least 
one-third left, but less than two-thirds. 

To fire, select the unit (so it is outlined in red), 
hold down the CTRL key, and right click on the 
adjacent enemy unit. This will fire at that unit 
causing losses to the enemy, and possibly draw 
defensive fire in return. 

In the example to the left, our fire has inflicted 
15 casualties on the enemy unit. 

 

 

 

 

Now that we can see an enemy unit, we can fire our artillery. Artillery can fire at any unit within its 
range, if an eligible spotter can see it, or the Indirect fire and airstrikes by map is selected (at a 
significant penalty). The game engine determines this, you do not need to determine it on your own.  

 

You can fire your artillery now. Open the artillery dialog using the menu bar 
icon, as indicated here. 

 

 

The dialog will show all indirect fire artillery 
units. Available artillery that are either out of 
range or do not have a spotted target would be 
grayed out. This status may change during play 
as new enemy units are spotted. 
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The Artillery Dialog shows that we have several available artillery units in range of an enemy unit. For 
ŜŀŎƘ ŀǊǘƛƭƭŜǊȅ ǳƴƛǘΣ ƛǘ ŀƭǎƻ ƘƛƎƘƭƛƎƘǘǎ ǘƘŀǘ ǳƴƛǘΩǎ ǾŀƭƛŘ ǘŀǊƎŜǘǎ ƛƴ ȅŜƭƭƻǿΦ ¸ƻǳǊ ŎǳǊǎƻǊ ǿƛƭƭ ŀƭǊŜŀŘȅ ōŜ ŀ 
crosshair, just move it over the enemy unit next to your unit (the only visible enemy unit right now) 
and right click.  

This will cause that artillery unit to fire at the defending unit, displaying the fire result on the map. You 
can see that 6 men have been lost due to this fire. Fire all the artillery highlighted in yellow above at 
this target hex. This objective expires before any others so the defender must be prepared for assault 
right away. You will use the remaining two artillery units for firing at targets not yet seen. 

 

(Tip: Always check the Artillery Dialog before ending your turn, to see if any of your artillery can fire on 
newly spotted enemy units) 
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Next, select the engineer as indicated by the yellow arrow, in the image below and move it to the 

southeast.  

 

This move will reveal a Russian unit in the 

adjacent objective, shown in the yellow square 

to the left. Bring up the artillery dialog and fire 

the remaining two artillery units at this newly 

spotted enemy force.  

Move the rest of your units as you wish. Many of 

the units can rest and recover strength this turn, 

waiting for gaps to be opened in the minefields 

by the engineers. 

(Tip: Some units such as Artillery and Anti-tank 
Guns cannot move unless they are in T mode ς if 
you try and move such a unit the status bar will 
give you the reason ς in this case it will likely say 
"Unit must be in Travel Mode to move") 
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For example, a good move would be to move up the AA unit indicated above one hex to 
the northeast. It must go into T mode to move at all. To be ready to fire next turn, 
change travel mode again to deploy after moving a hex. This will allow it to use its long-
range fire in the coming turns if there are (and there will be!) targets within LOS. 

Once you are done moving units, you end your turn using the Next Turn button. There 

is a Setting for Ask Before Advancing the turn, which if selected will ask to be sure you 

want to advance the turn. At this point, the AI will play the enemy side, firing artillery 

and direct fire, and possibly moving units around. When it is done, the game will 

advance to the next turn. 


