ﬁ P
— front-line unit is hard-pressed and needs supplies and ammunition.
anz r I The relief convoy must reach them through partisan-infested
territory. The Germans win if all 5 trucks (which are fully loaded

THE MINIGAME APPROACH: THE CONVOY (2/43). A German

and can’t be used for transport) get off the board by way of row
GG. The partisans win if any trucks are destroyed. The swamp hexes
are frozen and considered clear hexes except at gullies. Any other
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THE MINIGAME APPROACH: THE CROSSROADS (1/42). The
first winter on the Eastern Front was one of thinly stretched lines
and bitter holding actions. Here, a Russian motorized SMG battalion
contests a vital road junction with a German fusiiier company. The
side occupying 2 or more squares of Bednost at the end of the game
wins. Game Length: 6 turns.
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THE MINIGAME APPROACH: THE PROBE (6/42). A Soviet recon
battalion learns more than it bargained for. Award Germans 1 point
for each eliminated Russian unit; award Russians 1 point for each
unit that leaves board by row GG. Any Russian unit still on board at
end of game is eliminated. Game Length: 6 turns. Germans move

first.
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