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Prokhorovka Assault is our standard test scenario. We have used it extensively to test the 

mechanisms in the game, the AI, etc. As the scenario designer, I can hardly be expected to be 

surprised by it.  

 

But someone playing this scenario for the first time is likely to find it much harder. Historical 

commanders went with what they knew, not what they had gleaned from playing the one campaign 

over and over. I imagine that playing a campaign in CMC for the first time will be the best.  

 

In CMC, there is a check-box you can hit that says you are playing a scenario for the first time. 

What it does is limit the AI to also playing the scenario for the first time, that is, being limited in 

what information it starts out with. If the box is unchecked, then the AI gets to know where all units 

are at the start of the scenario. This is fair, since the player also probably has this information. 

 

In CMC I select the Prokhorovka Assault scenario and decide to play as German. I set the Russian 

AI to play with a medium level of aggression.  

 

The briefing for my role shows that I am in charge of the second battalion of the 2
nd

 Regiment, of 

the Liebstandarte SS division. The troops are largely veterans, and definitely up to this defensive 

task. I will be facing a Mechanised Brigade of Soviets, attacking my position and trying to throw us 

off this piece of ground, threatening the flank of the main German attack at Prokhorovka. 

 

I choose to play this demonstration scenario with High Fog of War. This is the second highest 

setting, and means that there is limited recognition of enemy units (what most people understand by 

Fog of War normally) plus there are delays in giving orders to my troops. Firstly there are delays 

caused by the superior commander, to create orders, often these must be typed up in his HQ. His 

efficiency, really the efficiency of the whole HQ staff, is critical, and can blow this delay out a lot. 

There is also a delay to deliver orders based on the communication path and type of messenger. This 

is of course affected by weather and ground conditions if there are no radios or telephones involved. 

Lastly there is a delay at the other end to implement the order, based on the size of the unit and the 

efficiency of its commander and staff.  

 

 

Telling a Battalion size unit to move a few kilometres down the road is one thing, organising it is 

quite another! The Battalion commander may have to digest the orders and think about it, call in his 



Company commanders to a meeting in his HQ area, go through the orders and agree roles, order of 

march, attachments, and all the little details. He will make sure his Company commanders are 

properly briefed on the move, and then set a time to move, which they will then have to implement. 

They will return to their Companies, and repeat the same process with their Platoon Commanders. 

Down through Platoon Commanders, Section Commanders and finally all the soldiers are informed. 

Then the unit starts to move. 

 

So we start the game. It is important to have a look around and figure out what we have and what 

we face. Our happy little band is clustered together in a defensive position around our supply lines. 

 

 

My HQ of about ten men, 3 companies of infantry and a support company. There is also our supply 

line to the main Army (shown as a mass of trucks and dumps of ammo and so on), and a supply, 

fuel and ammo dump below that.  

 

Turning on Flags (objectives) and Landmarks (like in CMBB, text labels of important scenario 

features) shows our group huddled in defence of two flags. The first is our supply line to the main 

army. The second to the North is the main crux of the short campaign.  

 

 

It is night, and so hard to see the features in detail of the map. But there is a river running North-

South, which separates us from the enemy entry position. Scattered farmland in the East. We are on 

a large feature, which has pine forests on much of it, and a village which we occupy.  

 

A road runs along the North edge of the map, which is the route that the Soviets are hoping to use to 

move on Prokhorovka. If we can hold the forest overlooking that road, we will have done our job.  

 

Fog of War prevents us from seeing any of the enemy at the moment. (This is slightly spoiled by me 



knowing where they are!).  

 

Looking at the terrain in detail shows the weights of my units (the maximum weight of any 

component. For some of my infantry units, the weight of the accompanying trucks). It also shows 

that in this situation, neither the road bridge nor the two fords to the South will be any problem for 

my units. Of course, no problem for the Russians either.  

 

 

The weather is fine and clear, the temperature cold. Cold is OK, it is summer, and so we expect 

little problem with the weather during the day. At night, it can still get below freezing. Moving 

becomes doubly difficult in bad weather, and can cripple the ability of troops to fight effectively.  

 

The Ground Condition is Dry, so it is good going for all troop types. 

 

 

We have the superiority in the air over the battlefield, but only because we have a few planes more 

than the enemy. Neither side has many air assets to spare for this area at the moment. Especially at 

night, we would expect no interventions. During the day, there is some chance. 

 



 

 

Now let's look at one of my units in detail. Right at the front, bivvying in the pine forest is 6. 

Kompanie of this the 2
nd

 Battalion of the 2
nd

 Regiment of LSSAH.  

 

 

The dash display for the unit shows some basic information about them. The commander of the unit 

is Obersturmfuhrer Gaerthe. He is Respected amongst his troops (his leadership is sound), 

organised (above average ability to move quickly and decisively), and Bold in his approach (above 

average at attacking and being aggressive). He has won an Iron Cross 2
nd

 Class in the past for his 

actions. 6 Kompanie is composed of 126 men and 3 vehicles.  

 

Readiness is high, the troops are rested and ready to fight. Readiness is very, very important in the 

campaign. Troops that move too far and fast, fight too often, get exposed to the elements for too 

long or tire themselves digging too long will lose Readiness, and end up being below par when 

fighting. Each point of readiness has an impact on the troops when they enter battle. If Readiness 

drops below 67, the bar will turn orange (similar to the supply levels shown here). That means, for 

starters, troops will fight as one experience level down from their actual experience in CMBB. That 

is, Regulars will fight as Green, Green as Conscript, etc. If the troops Readiness falls below 34, it is 

two levels down.  

 

The average experience of the troops in this unit is Veteran. Some will be Crack, some regular, they 

may even be some Elite or Green troops. On average, they are Fit. Fitness in battle affects greatly 

how tired troops become when moving and fighting.  

 

The dash also gives an overview of the supply situation. We have plenty of fuel (for our 3 trucks), 

but are at roughly half the ideal level of supply in basics (food, water, first aid, etc) and ammo. The 

orange 'traffic lights' next to these supplies shows that we are getting some supply, but not enough 

to quickly replenish any losses. Red would indicate no or very low supply replenishment. 

 

Fighting without bullets is no fun, so we should look at the supply situation in more detail.  

 



 

 

The picture above shows our supply line for this unit for Basics. It traces back to the improvised 

Battalion supply point, which is at 49% effectiveness. This is a function of the efficiency of the 

commander / supply unit, and represents how well they are using the available transport to 

distribute supplies. The Kompanie will get 14% of their basic supplies replenished this coming turn. 

That is 14% of the 30.0 tons of supplies they need, or about 4.2 tonnes. That is roughly 4 truckloads 

of stuff. They would get more if they were closer, the roads were better, it was daylight, etc. 

 

As we only use about 1% of our basics every hour, that should be plenty. Still, the closer the number 

is to 100, the happier the unit will be. No one wants to fight on an empty stomach! 

 

 



 

With ammo, the picture is similar, with 22% being resupplied each turn. This is more critical, 

because while we do not use any ammo just sitting around, we won't be just sitting around for very 

long! 

 

 

The transport dialog shows some information about how the unit will travel. It does not have 

enough trucks to move the whole unit, so mostly people will move on foot. It does however use the 

limited trucks available to move the slowest units, the Heavy Machine Guns in this case. 

 

Speed is very low, because it is currently night, and the unit is moving through a pine forest. I have 

tried this personally, and isn't easy! 

 

What can we see? Well we can potentially see into a number of areas as shown below. We can see 

most of the road approaching our defensive position, but there is a blind spot to the North. I suspect 

(know!) that there are enemy in that blind spot.  

 



 

And can we be seen? 

 

 

 

Well, at the moment, the Kompanie bivvied in the forest is only visible from very close. There are 

no enemy this close at the moment, so we are probably invisible to the enemy. If we move, we may 

well give our position away. 

 



This composite screenshot shows the full troop list for 6. Kompanie. 3 Platoons of infantry and 2 

HMGs, carried on wagons. There is 1 truck, probably used by the commander. Note that it shows 

'notional' move and travel speeds for each individual unit, if moving on good terrain, roads, good 

weather, daytime, etc. This can be useful to figure out which part of the unit is slowing them down.  

 

The last thing to look at for the unit is the signals environment.  

 

 

 

 

 



 

The top overlay on the map shows the basic signal path from our role, the Battalion commander, to 

the unit in question, 6. Kompanie. It takes about 5 minutes to construct an order, 10 minutes to send 

it via motorcycle (deemed to be more efficient in this situation than writing it out for sending via 

radio) and 16 minutes for the Kompanie to respond and start performing the order.  

 

Obviously as we move further away, transmission times will change, and the radio will be used. So 

long as we don't go TOO far, and out of radio range! 

 

Tactical Considerations: 

 

Well, we need to move immediately to defend the flag overlooking the road to the North. I have 4 

companies (3 regular, 1 heavy) and need at least 2 of them to ensure that an enemy Battalion or 

more can not take the forested area which is the focus of our defence. A single company dug-in will 

give a battalion of Russians a serious obstacle, but could be defeated. Two companies should be 

able to hold a single battalion easily.  

 

I also want to hold the nearby forested hill which guards the flank of the vital ground. I move two 

companies into the forested hill, and may advance further. The reason for holding that area, is that it 

limits the Russians ability to move from the road into my rear areas, and ensures they cannot 

approach the flag from the East through a forest. Approaching the flag through the forest makes 

them much harder to defeat, since my defensive forces can only see a few tens of yards each.  

 

I have chosen to move at night, despite it costing a substantial amount of readiness. Moving at night 

is both slow and tiring, with a lot of coordination required. Nevertheless, I want to get into position 

quickly, and start digging in, to give me the advantage of defending. If I lose the flag, my chances 

of attacking and throwing the Russians off the position is marginal. I have no heavy artillery, nor 

sufficient forces to be attacking them. 

 

Again, once my companies are in position I will be digging in, at least to shell scrape level. That is, 

entrenchment level 1. It will be tiring work, but should only take about an hour to get them dug. We 

will probably not have time to dig proper trenches or establish defensive lines of wire and mines. 

The Russians would need to give us that time, and I expect them to attack sooner rather than later. 

 

 

 

 

 



 

 

At about 6:55am, just before dawn and the first turn finishes, I spot a Russian unit moving slowly 

along the road and toward my flag and defensive position. This suits me, as it gives me time to 

establish my defences. He would have been better in some ways to march quickly toward the flag 

(at the risk of being ambushed of course). 

 

 

I decide to move my Battalion commander and staff to the Eastern edge of the hill, to look out for 

enemy coming from the opposite direction. 

 

From 7:00 to 8:00am my units on the flag dig in and complete their pits. The enemy takes a 

defensive position to our North, and decides also to dig in. He has obviously decided that attacking 

by himself would be too risky, and is maybe awaiting reinforcements. This depends on the 

leadership of the unit, so maybe he is cautious by nature? 

 

My company in the forest (on the flag) can see broadly across the road all the way to the East and 

the river crossing and bridge. Nearing 8:00am we see another Russian unit heading our way along 

the road. That is probably 2 battalions now, or maybe some support units.  

 

Just because we are showing that we can see into these areas, doesn't mean we can see any units 

there. If the units are small, or stationary, we may still not see them.  

 

 

 



 

 

My commander is sitting atop the hill's eastern scarp, and looking out for enemies to the East. There 

is a blind spot behind the woods to his Southeast, through which an enemy COULD sneak, over the 

bridge and through the forest towards him. He will stay here for full daylight, and then assess what 

to do next. He is also now several kilometres away from the bulk of his troops, so slowing down 

some signals traffic. It may be better to get back to them physically. 

 

Behind him to his West is our supply line to the main forces (shown as a mess of trucks) and a 

supply depot.  

 

He issues no new orders this turn. 

 

 

8:00am to 9:00am turn – full daylight. 

 

Early after 8:00am we see another unknown Russian unit moving along the road. We then see that it 

is Battalion strength, and as it gets closer, we see it as an Infantry battalion. It takes up position 

alongside the other battalion to our North.  

 

Behind it we see an unknown unit, and then eventually, we recognise it as an artillery unit in the 

farmland to our North. The guns were hiding in the tall grass, and hard to see at Dawn. 



 

Also, we briefly see a unit appear and disappear far away to the East over the river. It was moving 

South to North. Perhaps this leaves our East / South flank clear? 

 

 

I decide to move my commander back to the line, and move a company forward to close on the 

bridge the enemy is using as his main approach. This will form a more or less continuous line of 

defence West to East, and also start to impinge on his supply lines coming across the bridge. With 

me sitting 1 Km from the road at that point, supply trucks would not dare use it. His two lead 

battalions might start to get cut off from supply. Then again, maybe he will attack my company 

there, which will be more vulnerable than any of my other units at the moment. Let's see... 

 

 



 

9:00am to 10:00am. Next turn, we again see glimpses of the unit moving to the North. No action 

near our flag. The Russians seem to be unwilling to attack, knowing we have a solid defence. I have 

been leaving the units to defend and recover some readiness, in case the Russians do attack. If the 

sitzkrieg continues much longer, I will get them to improve their defences for a few hours. 

 

 

 

10:00am to 11:00am. They got sick of waiting, and decided to have a go at the flag.  

 

 

Here we go... 

 



 

1 Infantry Company and 1 Heavy Weapons Company vs Two Battalions of Russians, plus 

supporting artillery. Could be interesting... 

 

The briefing shows that it is only a Probe, and they will have only 14 minutes to have a look at my 

defences. That means I should be able to hold the flags easily. I will take the time to blast them as 

much as possible. With air support possible, I will also stick to the forests, and hope that the pilots 

can only see lines of Russians. I will keep my vehicles well back and spread out. Shouldn't need 

them too badly here, although a section of Mgs or two might stick to the trucks as a reserve.  



 

I end up moving my Infantry Kompanie in close for the kill, with a single Platoon and Mgs 

defending the flag.  

 

The Heavy Weapons Kompanie is in overwatch, with Mgs able to fire in at 500m to where I expect 

the enemy to approach. 



 

I knew that parking lot in the open with an MG company aboard might attract attention! The enemy 

has spotted my reinforcing platoon and launched an opening barrage on it. The trucks are 

devastated, and many of the men killed. They won't be reinforcing any time soon.  

 

On the positive side, that means my troops at the front are not being bombarded at the moment. And 

have started to rip into the advancing ranks of Russians. The toughest fight will be in the trees on 

my Right Flank, where they have cover, and seem to be trying to turn my flank. 



 

 

On the left flank, my lone sniper is way out front, and stops the first enemy unit coming too close. 

He picks off the Platoon Commander of the first HQ unit to approach, and reloads. The remaining 

two men hit the deck and sneak back into cover. There are a lot more coming, but I have two 

Platoons of Mgs which have been resting in cover, and will soon open up. I expect to hold this flank 

comfortably.  

 



 

 

Next turn, I open up with my mortars and machine guns at several companies of Russians streaming 

over the plains. They don't seem to enjoy it much. 

 

 

 

Oh yes, the other Battalion of Russians! Hundreds of men enter on my Right Flank and start 



streaming towards the sections dug in there... 

 

 

But then in the next phase, German air support arrives, you can see the shadow in the middle of the 

picture, and the first bomb landing in the background. 4 bombs landed in all, and tore several 

platoons to shreds. That should slow them down quite a lot. 

 

 

My squads at the front line in the forest are starting to struggle a lot. They are low on ammo, taking 

casualties, and becoming pinned by enemy fire. I will try and move this squad back, at the same 

time moving a reserve section into place instead. Only 5-10 minutes to go. We should hold. 

 



Sure, we will be low on ammo after this battle, but the enemy will be low on men. So that's fair. 

 

 

Well, actually they routed and broke, but went to ground at the rear of my lines and I should be able 

to recover them. At least they got out of the pits and let the new squad take them up. 

 

It looked a little awkward on the Right flank, as the Russians had indeed gone around the end of it, 

and were moving in on my flag (guarded by my Kompanie commander and his squad!). 

 



 

Oops! The Russians snuck around the right flank and moved troops within the forest but toward the 

flag. On the last turn of the game, they moved enough troops in to take the flag. Ouch, that was a 

big mistake... 

 

Also, most of my front line troops are out of ammo.  

 

 



 

 

So now I have lost the flag on our main position. Very awkward.  

 

 

My basic plan now is to cut the Russians off from their supply, and try and take out their support 

units, maybe surrounding their position and then attacking from all directions. Even so, it will be 

tough I suspect. 

 

Attacking the remnants of two battalions will not be easy, given I have a total of 1 Battalion less 1 

MG Platoon I just lost. The commander of 2 Platoon spent most of the battle huddled under a bush 

trying not to get blown up. He was the only survivor from his platoon. 

 



 

The two companies pinned next to the flag are also out of supply, with no way to get trucks through 

to them. My two companies that control the centre of the map are in good supply though. His two 

Battalions (remnants) on the flag are out of supply, so that makes and attack on them a better 

proposition. They are still being supported by his mortars and field guns though.  

 

My basic plan to cut off their supply along the road, and interdict the next troops to come along if I 

can. Not altogether straightforward, given he has a Battalion in reserve, and I have a company to 

stop it. 

 

 



Their reserve Battalion advances on my Kompanie in the farmland near the bridge. I setup a basic 

defence to try and hold my position here... 

 

 

 

That goes pretty badly at the start. My left wing wilts under heavy fire from AT guns and small 

arms, my Mgs get shot at in the open before they can make cover, and the centre just stays low and 

tried to hold off the main assault. Some air cover arrives which slows the Russians down.  

 

This Platoon HQ is staying low and thinking happy thoughts. 

 

 



But no pits makes it too hard, with so many enemy closing in through the grain. 

 

 

 

We gave them a bloody nose, doing nearly 4 times more casualties to the Russians than we took, 

and holding the flag and hence position.  

 



 

The detailed battle report shows a raft of medals awarded, and new commanders being promoted to 

take over Platoon HQ duties. 

 

 

It is 12 noon and we are pinned in place, but then, so is the enemy. I don't see too many good 



options to attack, although it is tempting.  

 

We are winning the campaign in any case, as we have done so many casualties to the Russians 

already.  

 

 

I contemplate several assaults. 1. To take the flag back (too many Russians, even cut off and 

demoralised, lacking ammo and in bad order, still too many Russians!). 2. Assault the support 

weapons and cut off the units on the flag completely. 3. Take one side of the bridge and drive the 

Battalion back across the river (or cut it off from supply completely). These all seem a little bit too 

adventurous to me, so rather than going for a complete victory, I decide to dig in and hope that the 

enemy is foolish enough to attempt a breakout to improve their position. I should be able to hold in 

all locations. Even my position near the river will be solid enough if I can get some basic scrapes 

dug. 

 

After 2 hours of sitting around and waiting for movement, the Russians at the river decide that 

discretion is the better part of valour, and they move back across the river to regroup and rest up. 

 

 

This has to be a mistake? 

 

I will quickly jump into their vacated position, and comprehensively cut off supply West of the 

river. I also move my Commander down in his vehicles, who quickly joins the unit and starts to 

help them dig in. 

 



 

Note that the ground has become very firm and dry with all the fair weather today. A yellowish 

tinge creeps over the drying grass. 

 

Meanwhile back up at the victory flag to the West (turned off in this shot), my two units are cutoff 

from supply, in good order but very short on basic supplies like food and water. The consolation is 

so are the Russians, who are resting, but desperately short of basic supplies and ammo. My units to 

the East are free and have trucks resupplying them in all things. The longer this goes, the better off I 

am in comparison to their units west of the river. I am worried that they will try again from the other 

side of the river, which is why I am digging in as fast as I can! 

 

 

It is dusk, and all afternoon has seen digging. We are digging in to secure our positions on the river, 

and the Russians are digging in to try and hold the flag. Night is coming, and while moving and it 

makes me reconsider whether to attack the Russian support unit in the North. The darkness would 

protect me against their mortars. But I hate fighting at night! 

 

We will wait them out I think... 

 

The night passes without event. At dawn, a fog covers the area.  

 

 



 

 

I plan to probe into the flag area with my single battalion from the East, and see if I can push them 

back and retake the area. They have masses more men than I do, but are now low in basic supplies, 

and should be significantly demoralised. 

 

 

 

To battle... 

 

 

 

 

 

My Kompanie enters from the East and is faced with the knowledge that there are several hundred 

Russians dug in and waiting. The other two Kompanies are in the rear of the enemy, and start the 

game exhausted due to low supplies. They stay in place for several turns, awaiting developments.  



 

 

 

My initial contacts go well. Point sections meet Russian Mgs, which quickly go low on ammo. 

There are a lot of them though! 

 

Eventually we push towards the objective flag, and outshoot the defenders with my fresh Kompanie 

of riflemen. Cleaning out the defenders proves tricky, as they defend the flag in depth, Just as I 

think I can advance, more pop up. 



 

I also took and lost one of the other flags on the board. I lazily assigned some HMGs to defend it in 

the woods, and was surprised when a free company of Russians emerged from the trees and 

destroyed them.  

 

Eventually, with Russians attempting to break out in many directions, and having lost the key flags 

on the battlefield, low on ammo, the remaining Russians surrendered.  

 

 

 

 

 

Total victory in this battle guarantees total victory in the campaign. We have regained the key point 

overlooking the road to Prokhorovka, and the Russians have insufficient forces to regain it. 

 

 

 

 



 

6 Kompanie after the attack. Many units killed more than their number of enemies, and have been 

upgraded in experience, with a number of sections now 'Crack'. A number of Iron Crosses were also 

won. 

 

 

As a last coup de grace, I decide to move in on the Russian support unit, now cut off from supply 

completely. Unfortunately, I leave the order too late, and they don't get to close with the artillery 

before the game ends after 2 days of hard fighting.  



 

With over 1300 enemy casualties and 23 Guns taken, to a loss of only 200 men, and holding the key 

victory locations, the Germans win the campaign handily. 


