DSGUAY3T {GFNISR 6AGK t |
B Getting Started - Kiev '43 Tutorial |

File Tun Command Engineer Assault Units Info View A/l Mode Settings Help i Meﬂu
a][xflmfoflu]s|«[go]

B 50E & 3 pREBaE e E

] asss-
254 Men (100%) Horale A
Hovement 26 etz Sy

2i:¥ehicles (807%] Morale C s e : il = @ = 3 =
Movement 72 Eannuesel 5 — v Privoréf: & = =
; 3 =] )~ : I | HC vo2
4 S : [” A ‘ | =
: 3 5] = I | — = =
2 £ £ . A bl|| v » W7 & 8
e e [15]] S o
H +++ 3 / 3| | — 4 lﬁ_v e

7Wehicles (38%) Morale A ; —/ll @ : . =]
Hovement 57 72701 Sl ! 4 e -
Clear 0% =
Elevation 180m
Yisibility Tkm

Local Supply 68

Ut

Welcome to Panzer Campaigns: Kiev '43. After the battle of Kudskyih943, 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 positis 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 fortuagyahhe 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 s#g also contributed to limited air availability.

This scenario represents a portion of the German counterattack to retake the key town of Brusilov in
mid-Novemberl943. A portion of the SS "LSAAH" Panzer Division is attacking an assortment of Soviet
units from the 6" Guards Tank Corps and a few units from its flanking formations.

For veterans of the system check out the Designer Natea fist of changes to the Panzer Campaigns
engine. You can open the Notes from the main game by pressing F3 or byhesMgnu Help |
Campaign Notes.



SCENARIO SELECTION
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Click the scenario #00_Started.scn and then OK.
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Title |Getting Started - Kiev '43 Tutarial Deszigner |Bancroft, Freer & Peters
Dezcription
Diate: Movernber 20, 1343 - Size: Small - Location: Piliporka-Romanovka [hear Brusilow), 88 kme west of Kiey S

Intended for Solo play as Axiz ve. the Al

Thisz iz the kiev 43 tutorial scenario. vou will play the Asxiz side vs. the defending Alied forces. You will want to congult the
"Started. pdf" file faund in the main falder of the Kigv '43 game and fallow the instructions o leam how the game senes should be
played

Scenario Brigfing: Thiz action depicts the affensive of the 55 "L5&AH" Panzer Divizion in the offenzive to capture Brusilow from the
goutbwwest. The Fuzsians had formed multiple defensive rings.

“v'our job will be o destroy az many of their forces as pozsible penetrate az far az pozsible into their lines and capture the objectives
along the way, Do not feel frugtrated i pou cannot capture all of the objectievs. The key thing iz to leam the game svstem. Do the
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This takes you to the Al Selection Dialog where you
" Manual {* Manual . .
choose the side you wish to play. For the purposes of
™ Autoratic ™ Automatic this tutorial select Axis Al "Manual" for yourself and

(v Automnatic with FOW " Automatic with FOW

"Automatic with Fog of War" (FOW) for the Russian

side.
Ruzzian Advantage Az
|
N Click on Rules to bring up the OptadrRules Dialog.
100 0 100




Optional Rules Dialog >

[ Manual Defensive Fire [ Optional Fire Besults
[ Automatic Defensive Fire [ Optional Azzault Results
[ Alternative Indirect Fire Besalution [ Locking Zones-0f-Contral
[ Alternative A Stike Fesalution [ Higher Fatigue Fecovery
[ Altermative Direct Fire Fesolution [ Indirect Fire &nd &ir Strikes By The Map
v Alternative Azzault Resolution [v Cournterbattery Fire
[v Artillery Set Up [+ MNight Fatigue
v Recon Spotting [ Mo Low Fuel Effects
v irtual Supply Trucks [ Explicit Supply
Optional Surrender v Programmed ‘weather

<

W Lo Wigibility Ajr Effects Lirited Air Recan

v Cuality Fatigue Madifier Delayed Dizruption Reporting

1 7

[ Optional Amphibious Bules Estended Fatralling

The optional ruleshould be as shown abovié not, click the Default button to select the
recommended optional rulesChanges 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 Al Selection Dialog.

(Tip: Each scenario included in the game includes the optional rules suggested émenario. Be sure
to review them to help guide your selection of options rules)

Clicking Ok on the A/l Selection Diatogyet the game underwayou are now the Axis commander.



The map, along with your first Command

Axis Command Report

== Drawr Turn =

== bjectivelz] expire on Tum 3 =
== (hjectivelz] expire an Turn 4 =
1 out of 1 HE out of command

Select a report to goroll to the given location

® Report, will appear with inflanation

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 ametermined

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.

OBJECTIVE OF THE GAME

Victory Dialog >
First Side | Bie Objective Points a
Ruzsian Losses
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YWehicle Lozzes 0 Yehicle Paint Loss 0
MHaval Lozzes 0 Maval Paoint Lozz 0
Air Lozses 0 AirPoint Loss 0
Az Losses
ken Lozzes 0 ken Point Lozs 0
Gun Lozzes 0 Gun Point Loss 0
Wehicle Losses 0 Vehicle Point Loss a
Maval Lozzes 0 Maval Paoint Lozs 0
Air Lozses 0 Air Point Loss 0
Yictony Walues
b ajor Defeat 150 Minor Defeat R0
birnor Wickon 300 b ajor Wictory 400
Tatal Paints | 0 Outcome | Awiz Maior Defeat

Click OK to close the Command Report.

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 40¥ictory Points by the

a OSy I NJPpifisiare ®afried 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 thiglanu Bar will give a
zoomedin view of both the map and unit§ he

¢ will zoom out if requiredClick on the Infantry
symbol (box with x in it) on the toolbar and the
formationidentification colors will appear. In

this case, the Ais 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.



If you look at the mapyou willseeseveral
Soviet flags with a grey Bawvith 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 force® reach the major win.

Click Info and then Objectives on the Menu Bar

Objectives Dialog > : Co X .
to see a list of the objectives in the scenario.

Objectives [Owner, location, value]

As you can see, there are 4 olfjges worth

Ruzzian [ B 1] walue= 5014 . ) -

Fiussian [ 5. 4] value= 50L4 200 points for the first/Axis player to take, all

E”SS!E” [ 7. 7] value= 5013 currently controlled by the Russian side. 1
Lzzian [ 9. 4] walue= 50

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 youdid nothold them at that
ITI Help point, youwill 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
HexlInfo box will still show it is an objective hex!)

{ﬂ-‘-‘l:ﬂ] 20 Novemnber 1943 Axis Turn, Turn 1 of &, Soft Conditions, Dawn |

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, itis turn 1 out of 8, ground conditions are soft, and it is a Dawit liisns
all important information to use while playing your turns.
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In this scenario the Axis player (you) moves
first. In reviewing the situation, yotannotsee
any Russian units due the current visibility of 1.
That will change as you move adjacent to the
enemy units.

The redshapeswith 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 forMine engineers) along with taking
extra movement points when entered. These
effects increase as the minefield level increases
¢level 1 does not cause severe losses dod,
the purposes of this tutorial, will be ignored in
some cases due to the expiring objectives.

Click on the stack in the red badrdicated by the yellow arrowr his
will display the units in the hex in the hex information area to the left
(by defau).

This hex contains 3 German unitan 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 compson 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 indtating wheels. The units are still at or near &tifength
andhave a low level of fatigue. Green indicates fatigue is under 100
and has no impact on the unit, yellow is medifatigue,and the unit

is suffering mild impacts, and red is high fatigue, vgimificant
AYLI OGla G2 GKS dzyalaQ FoAtAGASaAO®
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e 16 abilities, right click the Hex Info Area while the desired hex with the
unit(s) is selected. Righblick in the Hex Info Area now to review the
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(Tip: When right clicking the hex info area, will also show a
representation of the various hex sides and number of men/vehicle
SlidA@ltSyia Ay KSEX Ay GKAa Ol as
indicates that the road stacking limit has been exceeded.)

Defense 18

Speed 12

Towed Gunz
=2) Motorized
You will see the chain of command for the unit on the left; on the
Hard S 801 right side appears its various combat factors, speed, and special
abilities if any and finally movement class at the bottom. #peand
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.

15 Soft 108

Deployed

Note thatthe top unit, an engineer, has the special ability Mine Clear.
Not all engineers have the ability of Mine Cledhe Axis force

includes a Bridge Engineer that is not able to clear mines. These types
of abilities are set by unit component rather than utyipe, 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 g
for the following units to move through.

Double click to select the units on the map, or click on eachionaige in the Unit Box which toggles
OKFG dzyAdQa aStSOGAaAzys a2z (GKIFIG GKS ! yAdG . 2ESa
where only the Engineer is selected.

=

Movethe engineer
one hex up to the
rightas shown with
theredarrow. To do
so, right click on the
adjacent hex directly
to the northeast
_ - | Should a unit ever

- X + not follow the order,
9 _18/SS-P20R 1 LSSAH = look to the Status
Bar to see a
message telling you
why the movement
‘ = cannotbe

S — & . performed

Gy— 1./SS-FzGran-Regt 1 +++ . = = .t
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The engineer will moveotthat hex, and the status will change to indicate the engineer is clearing
mines.There are no Russian units adjacent to this hex, so ho enemy units appear.
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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 Mine®
remove one level of
mines from the hex each
turn. So, in this case, the
minefieldwill be removed
in the following turn.
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Further south, near the
southern objective, is another
engineer unitindicated by the
yellow arrow to the left
However, in selecting its hex
and rightclicking, 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 toprovide defensive
protection for the flanks in later
turns, as other units advance.



GRS el B4
MOvEment il

HMorale's

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, seledt, and
move it southeast as shown here.

There ae 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
minefieldattack,but the losses will
be low.

As you can see in the imagethe left, there is a
Russian unit occupying the objective hex that is
now visible. The move may draw defensive fire
from this enemy unitand 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 tinirds of its

full movement remaining.



However,assuming the unitlid notdisrupt 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)
firerequiresonel KANR 2F (KS dzyA Q& ¥ driditateytBedifitViss vitledst | St f
one-third left, but less than twehirds.

Tofire, 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 firbas 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 selectad (at
significant penalty). The game engine determines this,d@motneed to determine it on your own.

A REE

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

Artillery Dialog > ) ) L o
The dialog will show all indirect figatillery
units. Available artillery that are either out of
17.755-PzGR 1 LSSAH at (2, 3) range or do not have a spotted target would be

I1./55-PAR 1 LS3AH at [2. 8] grayed out. This status may change during play
I1./55-PAR 1 LSSAH at (2. 9)

3 1.755-PAR 1 LSSAH at [2. 10 as new enemy units are spotted.

Select unit and then right-click on map to fire

k. | Firnd Help
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The Artillery Dialog shows that we haseveralavailable artilley units in range of an enemy unit. For
SIFOK FNIAffSNE dzyAd> AO Ffaz KAIKEAITIKIE GKFG
crosshair, just move it over the enemy unit next to your unit (the only visible enemy unit right now)

and rigtt click.

(Il /SS-PAR 1 LSSAH at (0. 9)
17.755-PzGR 1 LSSAH at (2, 3)
11.7SS-PAR 1 LSSAH at (2, 8)
11.7SS-PAR 1 LSSAH at (2. 9)
(=) 1.7/SS-PAR 1 LSSAH at (2, 10)

Select unit and then right-click on map to fire

Find

This will cause that artillery unit to fire at the defending unit, displaying the fire result on the Yiaap.
can see that 6 men have been lost due to this fiiee allthe artillery highlighted in yellow abovat

this target hexThisobjective expires before any others so the defender must be prepared for assault
right away. You will use the remainihgo artillery units for firing at targets not yet seen.

(Tip: Always check the Artillery Dialog before ending your turn, to see df goyr artillery can fire on
newly spotted enemy units)
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Next, selecthe engineer asndicated by the yellow arroyin the imagebelowand moveit to the

southeast.
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This move will reveal a Russian unit in the
adjacent objectiveshown in theyellow 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 tde opened in the minefields

by the engineers.

(Tip: Some units such as Artillery and Aarnk
Guns cannot move unless they are in T mpde
you try and move such a unit the status bar will
give you the reasoqin this case it will likely say
"Unit mustbe in Travel Mode to move")



For example, a good move would be to move upA#eunit indicated abovene hexto
the northeast. It must go it T modeto move at all.To be ready tdire next turn,
change travel mode again to deplafter moving ahex This will allow it to use its lorg
range fire in the comingurns ifthere are (and there will be!) targets within LOS.

Once you are done moving units, you end your turn using the Next Turn b(ttane

is a Setting for Ask Before Advancing thentwhich if selected will ask to be sure you
want to advance the turn. At this point, the Al will play the enemy side, firing artillery
and direct fire, and possibly moving units aroul¢hen it is done, the game will
advance to the next turn.
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