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RUSSIAN Sets Up and Moves First

Elements of Bryansk Front Army Group [ELR: 2] set up ≥ 3 hexes from the vYl-vX3-vR6 road section, 
with each Gun ≥ 3 hexes from all other Guns:

GÖRING’S MEN
VYAZIVOK, RUSSIA, 19 September 1941: The General Göring Regiment had 
alternated between being in action and at rest for the better part of September. 
Their march had taken them across the Dniepr River as part of Army Group Cen-
ter. Most of the action they had seen in September though was on the receiving 
end of artillery fire. Organized mainly as a Flak unit, the General Göring Regi- 
ment did have a rifle battalion which was assigned to Panzer-Division 11. It was 
units from the rifle battalion that went on patrol while driving on Vyazivok, only 
to be ambushed by Soviet units, including direct artillery fire.

BOARD CONFIGURATION:

VICTORY CONDITIONS: The Germans win immediately upon elimi-
nating all Russian Guns or at game end by amassing ≥ 18 Victory Points. 
VP are earned as follows: 
• +2 VP per building hex Controlled within 6 hexes of vN9. 
• +3 VP for each Russian ART Gun eliminated. 

German reinforcements enter on Turn 4. 

In the Victory Conditions, replace “≥ 18 VP” with “≥ 15 VP”.

BALANCE:

AFTERMATH: As the Germans advanced, they quickly came under fire from Soviet 
artillery. Pinned down by accurate shelling, the patrol was relieved by elements of the 
2nd Platoon under the command of Leutnant Gerhardt which attacked the Soviet 
artillery positions from the flank. With the shelling stopped, the patrol under Leutnant 
Rennmayer was able to continue its advance and capture some outlying buildings. That 
advance would be significantly slowed, though, as in less than a month the first snow 
would fall on Göring’s men. Winter, mud, and snow would do what the Soviet Army 
had failed to do.

ASL SCENARIO S32

SPECIAL RULES: 
1. None. 

Elements of Kompanie 1, Schützen-Bataillon “General Göring” [ELR: 4] 
set up on/adjacent-to the vYl-vX3-vR6 road section with ≤ 1 MMC per hex:
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Elements of Zug 2, Kompanie 1 enter on/after Turn 3 
along the west or south edge:
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