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Generals Outpost presents, Big Battle Saturday: Kursk



Saturday 12th October 2024, 09:00 – 17:00. Denewell Ave. URC hall. Denewell Ave, Low Fell, Gateshead, Tyne & Wear. NE9 5HD.

Big Battle Saturday: One huge game over two connected tables ~7’ x 7’6” of Bolt Action (~10000pts / side) using three dice bags & a side game of Achtung Panzer.

6 Turns. 7th turn on 2+ roll, 8th turn on 4+ roll.

2nd Edition rules.

We have three special trophies for this event: Best Russian Commander, Best German Commander & Most Cinematic Moment. With certificates for most sporting general & best painted tank.

We also have prize support from Warlord Games so the top three commanders on both sides will win some early war miniatures as well as all the other certificate winners.

Separate setup and briefing rooms for both factions will be provided at the event.

Tea, Coffee, juice & biscuits a usual.



Please submit your lists to your WhatsApp group chats so your colleagues can see what you are bringing to the battle by the end of August.

£10 per player. Free to club members.

https://generalsoutpost.com/event/bolt-action-big-battle-kursk/
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Gecko gaming will also have a stall at our event.





The German attackers

Dom (OIC)
Jack P (2IC)
Jamie
Jethro
Darren A
Rob
Jake
Joseph R
Mark [Air Controller]
Joseph G [Forward Artillery Observer]


All armies are 1250pts. Highly recommended that a “Tank War” list be taken as you will need the mobility for your troops, however, regular reinforced platoons can be taken.

Any German tanks that are Veteran may roll for one random crew skill at the start of the game.

Up to 2/3 of you forces to be deployed on the table at the start of the battle, the rest I reserve. 12” deployment zone. All other troops are off board as standard reinforcements, no -1 to the test when they try to arrive from turn 2.

Reserves may try and flank but only to the right (the Germans know why) 

Preparatory bombardment of the first & second line Russian defenders. (Artillery is out of range of the very back of the Russian deployment zone.)

No forward Air or Artillery observers allowed (we have that covered).

3 x Planes provided (free, no need to allocate points): 2x Me109, 1 x JU87 Stukka (target selection via remote air observer, 1 dice in the bag controls the arrival of all planes)

1 x Large calibre artillery piece (off table) and its spotter (on table) provided (target selection via remote artillery observer, 1 dice in the bag controls the arrival of all artillery)


2 Re-rolls (OIC) [+1 Re-roll of the game goes to a 7th turn]



The Russian defenders 

Josh R (OIC)
Jack H (2IC)
Tom L [3 Churchill tanks]
Chris B
Louka
Sol
Stephen H
Sam C
Ben [T34 Platoon - 3 tanks, 1 Veteran commander]
Sam R [T34 Platoon - 3 tanks, 1 Veteran commander]
Matt [Air Controller]
Alex [Forward Artillery Observer]
Brian & Nathan [Armoured reserves]

All armies are 1000pts unless otherwise noted. “Tank War” or regular reinforced platoons can be taken.

Any Russian tanks that are Veteran may roll for one random crew skill at the start of the game.

All of the Russian forces (except the special “Reserve Force” must be deployed at the start of the battle. 3x 2’ deployment zones starting from the rear of the Russian table edge.

Preparatory bombardment will only hit the 1st wave of Germans deployed onto the table at the start of the battle.

Reserves:
[T34 Platoon – 3 tanks, 1 Veteran], [T34 platoon – 3 tanks, 1 with tank riders], [Infantry platoon – 3 x squads of regular infantry + 1st lt.]

The three special reserve platoons can arrive from turn 5+ without any detriment. Roll for reserves as normal. If they are kept till turn 6 they will arrive automatically. They CAN be brought on from turn 4+, however, roll a dice for each unit in the platoon. On a 6 they are not ready and miss the call to deployment. 

Troops may be dug in, minefields (5 real & 1 dummy) and barbed wire will be provided.

No forward Air or Artillery observers allowed (we have that covered).

3 x Planes provided (free, no need to allocate points): 2x IL-22 Strurmovik, 1 x YAK1 (target selection via remote air observer, 1 dice in the bag controls the arrival of all planes)

3 x Katyusha’s (off table) and its spotter (on table) provided (target selection via remote artillery observer, 1 dice in the bag controls the arrival of all artillery)


1 Re-roll (OIC) [+1 Re-roll of the game goes to a 7th turn]


Victory Conditions

+3 points for every German unit that makes it off any part of the Russian table edge
+1 point for every German unit in the Russian 3rd line of defence zone (top 2’ of table)
+3 points for taking Prokhorovka (greatest number of units in the town demarcation takes it)
+1 point for taking the heights
+1 point for every 10 Russian units destroyed.

0-9 Russian Win
10-14 Draw
15+ German Win

Best Commander Trophies & Most Cinematic Moment
There are two trophies for the day, Best German and Best Russian Commander.
There will be paper slips to record every time one of your units destroys an enemy unit. Post them as usual in the Red Post Box. Most units killed by a commander wins the Golden Tank trophy. The post-box is also to be used for the best painted tank entry and any nominations for most cinematic moment.

Entries for most cinematic moment can be made at any point during the battle. We normally have some cracking entries, so if your lone Siberian trooper manages to hold off an entire column of Panthers with a single panzerfaust, get the nomination into the post box.




Kursk Battleground Map


Russian table edge
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German table edge




Planes & Air Observer Notes

We are using the experimental planes rules as published by Warlord Games some years ago. This allows defined planes to be “bought” and be available throughout the battle, however, planes can only be called upon every other turn (if they are still airworthy).

In a 6 turn battle planes can be brought on automatically 3 times, during turns 2, 4 & 6. Also on turn 8 if the battle lasts that long.

1 dice in the bag will control the arrival of all planes (From both sides).

Chris will then use WhatsApp to send the two air controllers pictures of the battlefield for them to select and mark targets as all the planes into the table. Play will resume until responses from the air controllers are received. Once all the targets are confirmed the planes will attack in the following order based on speed (unless they are placed on patrol):

YAK1
Me109’s
IL-2 Sturmovick’s
Ju87 Stukka


Note: the Russian planes have 2 bombs each. These can both be used in one go against the same target or used singly in against different targets in different rounds.

Fighter planes (having weaker guns) can be put on patrol instead of choosing a ground target for them to attack. They will then intercept the first enemy plane that appears and tries to attack.


If the air controllers are unavailable or don’t respond before the end of the turn then the planes from that side don’t arrive that turn (they must be busy reloading & refuelling). 


Artillery Observers

1 dice in the bag will control the arrival of all off board Artillery salvoes (From both sides).

Chris will then use WhatsApp to send the two Artillery spotter’s pictures of the battlefield for them to select and mark targets as their guns try to range in on their targets. 
All Fire is indirect. 
Measurements for range can be made from any point on the friendly edge.
Any spotter can spot for the big guns if their own artillery has been destroyed.

Artillery Available to both sides is:

German: 1 x Heavy Howitzer
Russian: 3 x Katyushas. 
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