Panzer General II Scenario


Armored Clashes: The Polish 10th Mechanized Brigade, Version 1





{NOTE:  This version is intended for play with a standard PGII equipment file.}





You say: “Oh, come on, this panzer versus tank scenario didn’t really happen...”  Well, yes and no.





	Contrary to popular misconception, the Poles weren’t just a horse cavalry and infantry army.  True, they were MOSTLY that, but they did have two mechanized brigades, one of which, the 10th Mechanized Brigade, actually looked and acted like one.  The other was retained for street fighting in Warsaw.





	The battles with the 10th Mechanized Brigade were the very first times in WWII any German panzer or motorized unit faced a large mobile adversary, with tanks, on a somewhat equal footing.  The 2nd Panzer and 4th Leicht, and the rest of the motorized and panzer units in Poland, successfully blitzkrieg’ed their way past the standard Polish infantry and cavalry units.  It didn’t work that way with the 10th.  That the Germans did not succeed in destroying the 10th should have sounded a wake-up bell for anyone who was watching.  The Polish allies, France and Great Britain, didn’t hear that bell.  They had to learn it the hard way, in person, in France.  The Germans on the other hand, learned their Polish lessons about how to fight panzer and motorized formations successfully very well, as France showed.  This scenario, and my Bloodied Fist and Testing the Theory scenarios, attempt to depict most of the key German lessons of the Polish campaign as it related to blitzkrieg theory, the organizational design and fielding of panzer and motorized divisions, and the design and manufacture of tanks and guns.





What’s a “semi-fictional” scenario?





	What makes the scenario kind of fictional are the limitations of the game itself:





		- the size of the map-  there just isn’t the maneuver room on the map for a scenario depicting battalion level mechanized units from the number of divisions involved.  A regimental level scenario wouldn’t have allowed me to model the 10th well; 





		- the scenario generator won’t allow me to enter reinforcements, except as vague prestige points.





		The result of these two limitations is:  the scenario shows you all the Polish and German divisions taking each other on at once.  Historically, the 10th faced the various German divisions sequentially, for the most part.  In fact, it encountered the 2nd Panzer and 4th Leicht individually, several times.  And, the 10th did fight beside the Polish units provided in the scenario, but not all at once.  It supported them sequentially as the process of attack and retreat occurred over large amounts of territory in southern Poland.





		- the game won’t let me model a way for the Polish units to exit the map. Historically, the 10th wasn’t destroyed, it escaped to Hungary.  Against a competent human player, the game usually results in the 10th being destroyed.  Not very realistic as hundreds of thousands of Poles escaped to fight another day, including most of their pilots (who, with Spitfires, made a major contribution to the Battle of Britain victory), etc., etc.  But that is another story of Polish determination and bravery.





		- the standard PGII equipment list shows no AA guns owned by the Poles at ANY time during WWII.  The fact is, in 1939 the Polish Army had quite a few very good 40mm Bofors AA guns that also doubled as very effective AT guns.  To compensate for this problem, I’ve reduced the strength of the Stuka unit.  I’m not very happy with this solution for the lack of AA guns, but couldn’t think of anything else and felt leaving aircraft units completely out of the scenario was even more unrealistic.  If you don’t like how this effects play balance, feel free to use the scenario editor.....





I hope the bottomline is that in playing this scenario, you get a feel for the impact an opposing armored/mechanized unit had on a panzer division and its ability to fully execute a blitzkrieg assault.





Now to the details and some amateur analysis:





As near as I can tell in September 1939, the 10th consisted of:





	1 company (121st Light Tank Company) of British Vickers light tanks, the design basis for the Polish 7TP variants.  The Polish 7TPjw machines were superior to PzI and II tanks, which made up approximately 90% or more of the German tank force in 1939.





	1 company of TKS tankettes (102nd Independent Scout Tank Company) including approximately 4 of the variants with 20mm Polish-produced automatic cannon.  This weapon was completely capable of defeating all German panzers of the period except for the PzIII and PzIV, of which there weren’t too many.  (For those of you who don’t know, most Polish tankettes were British-designed Polish-produced, lightly armored, fully-tracked 2-man bathtubs.  The Poles had made various design mods to them to improve effectivity, or for applications like artillery/gun tractors.  Most of them were incapable of withstanding any German armor of the day, but the 20mm auto cannon variants could compete with Pz I and II tanks in firepower, at least.)





	1 company of TKF tankettes (101st Independent Scout Tank Company) mounting not only a 7.92 standard machine gun, but a 9mm AA machine gun as well.  In addition, the company included approximately 4 of the variants with 20mm Polish-produced automatic cannon (see comment above).





	2 motorized infantry regiments each of which had approximately 27 AT rifles with a VERY effective Polish-designed revolutionary tungsten-carbide round capable of defeating nearly all German armor.  The Germans later copied this technology for use in their tank cannon.





	2 motorized light artillery battalions with 75mm guns.  Fictionally, as a play balancing tool, I have attached one motorized heavy artillery company with 105mm and 155mm guns.  It was slated to fight in the area, but never did.





	2 motorized squadrons (companies) of Bofors-designed 37mm AT guns totaling 27 or 28 guns.  These guns were lighter than the German 3.7 cm PaK36 and had 17% better penetration.  These guns were credited with a very high proportion of the 674 German tanks and 319 armored cars knocked-out during the campaign:  120 to 150 tanks and 100 armored cars.





	1 motorized pioneer/combat engineer company





	1 motorized AA company of 4 40mm Bofors automatic guns pulled by a TK tankette variant, the C2P.  These AA guns were also very effective AT guns.  





	1 motorized AA company with about 40 wz30 7.92mm heavy machine guns.  These machine guns were unlicensed copies of the water-cooled Browning 30 caliber machine gun.  These guns were mounted in special AA racks on the back of Lazik “jeeps”.





Sorry about the detail, but as you can see, this brigade had plenty of capability for its time even though it remained “infantry-heavy”.  Perhaps its capability is the reason it not only fought the Germans from the opening of the war (1 September 1939) through to near the end of the war (20 September) but then managed to avoid capture by escaping to Hungary.  Nearly all other Polish brigade and division-sized units were either disbanded due to the exigencies of the war, were destroyed, or surrendered to the Germans or Soviets.





Two interesting asides not related to the game: the brigade was nicknamed “Black” because the men wore black leather tanker jackets;  second, the men of the brigade wore WWI Australian/German steel helmets, not the Polish helmets we are familiar with from pictures.  Presumably, these were ways to make this solitary mechanized brigade stand out as unique from the mass of cavalry and infantry of the rest of the Polish Army.





Now, let’s compare it to a German leicht (light) division:





As best I know it, in 1939 the Wehrmacht’s average light division consisted of:





1 panzer battalion of three light tank companies


either 1 motorized infantry regiment of 3 battalions or 2 motorized infantry regiments of 	2 battalions each


1 reconnaissance battalion (including armored cars)


1 motorcycle reconnaissance battalion


1 motorized artillery regiment of 2 battalions


1 anti-tank battalion


1 pioneer battalion


1 anti-aircraft battalion





Organically, the 10th had more infantry, less artillery, AT, AA, and engineer support than the 4th.  It probably had equivalent recon capability due to the TKS tankettes, and had less combat tank capability.  As a common weakness in all Polish formations, it also had much greater weakness in communications capability, and its infantry regiments had approximately half to two thirds the COMBAT power of equivalent German infantry units due to weapons mix and capability.  The 10th tried several counter attacks.  They weren’t very successful as the brigade just did not have the punch it needed for success against German fire and staying power.





In terms of actual, not raw (maximum weight of metal expended/hour), combat power, this brigade probably had more than the average Polish infantry division.  In my judgment this is not due solely to the tanks, but is due mostly to the mobility it had.  This mobility was almost completely lacking in Polish infantry divisions.  To me, the Polish infantry divisions in 1939 were probably somewhat analogous to the German static divisions the Allies encountered in 1944 in France.  It’s interesting to me that out of necessity, the Germans had to create the same kinds of divisions the Poles had in 1939.  The results of a lack of mobility of both Polish infantry and German static divisions were the same, too: destruction or capture.





Question to ponder: what if the Poles had been able to field 5 or 6 mechanized brigades instead of one in 1939?   My answer:  while it might have made for more interesting wargaming, I think it wouldn’t have mattered much to the eventual outcome.  First, the Poles were allied with France and Britain and their armor doctrine was the same as that used by the Allies in France in 1939 and 1940:  don’t mass the armor - break it up to support the infantry.  Second, the Soviet invasion on Poland’s eastern border overwhelmed their Frontier Defense Corps (KOP) as all major army units were committed against the Germans.  Third, France and Britain had made promises to Poland about declaring war and intervening on the western border of Germany they either wouldn’t or couldn’t keep.  Poland was just overwhelmed; and would have been.





As for the German mechanized divisions:





	- the ultimate microscope - combat -  judged the light divisions to be too light - not enough staying power.  You may find this with the 4th in the scenario, so all were sooner or later to be reorganized.  In the case of the 4th Leicht, it became the 9th Panzer Division in January, 1940.  For panzer-aholics, the Panzer-Abteilung 33 became Panzer-Regiment 33 at that time.





	- the panzer divisions were judged to be lacking in infantry support and additional infantry formations were added soon after the Polish campaign.  You will probably experience this lack of infantry in the 2nd Panzer Division in this scenario as well.





--  --  --





Order of Battle





The Polish:





At the present time, the only Divisional OBs I have are for the 10th and the 1st Mountain Brigade.  The 10th is above.





1st Mountain Brigade


	1 and 2 Frontier Defense (KOP) Regiments  (the 1 KOP Regiment was reassigned 		to the 10th Mechanized Brigade 1 September 1939 which is why I’ve shown 		the deployment as I have.  The KOP regiments were more lightly armed 			than a standard infantry regiment given their border monitoring role, but 			made up for this by being elite troops.  These two, and one other KOP 			regiment in the 2nd Mountain Brigade, were also mountain-trained troops.)


	151 and 152 Mountain Gun Battalions


	Sadecki National Guard Battalion





21st Highland Division


6th Infantry Division


(If anyone has OB information on these two divisions, I’d appreciate getting it.  Thanks.)


	


The Germans.  Due to its mobility and capability, the 10th Mechanized Brigade faced a wide variety of German units in the war, and which are modeled in the scenario.  For us wargamers, modelling the 10th Mechanized Brigade’s experience is fun because we get to make leicht and gebirgsjager divisions perform.  They aren’t often modelled:





2nd Panzer Division


	2 Schutzen Regiment  (schutzen means rifle)


	3 and 4 Panzer Regiments


	I/74 Artillerie Regiment


	I/110 Artillerie Regiment


	5 AufKlarung Abteilung  (AufKlarung means  reconnaissance; Abteilung means 			detachment, most commonly used with battalion sized units)


	38 Panzerjager Abteilung  (anti-tank)


	38 Pioneer Abteilung  (combat engineers)


	











4th Leicht Division


	33 Panzer Abteilung


	10 and 11 Kavallerie Schutzen Regiments (the 10th and 11th had been horse 			cavalry, the members of which were largely aristocrats.  When the 				regiments were motorized, they retained the cavalry designation for 			political reasons.)


	I/9 AufKlarung Regiment


	II Kradschutzen Batallion/9 AufKlarung Regiment (motorcycles; not modeled 			separately)


	102 Artillery Regiment (motorized)


	50 Panzerjager Abteilung


	86 Pioneer Abteilung


	60 FlaK Abteilung


	


7th Infanterie Division


	19, 61 and 62 Infanterie Regiments


	7 Artillerie Regiment


	I/43 Artillerie regiment


	7 Panzerjager Abteilung


	7 Pioneer Abteilung


	7 AufKlarung Abteilung


	7 FlaK Abteilung





3d Gebirgsjager Division (Gebirgs means mountain)


	138 and 139 Gebirgsjager Regiments


	112 Gebirgs Artillerie Regiment


	12 Gebirgs AufKlarung Abteilung


	48 PanzerAbwehr Abteilung  (anti-tank)


	83 Gebirgs Pioneer Abteilung





As for Polish air force and Luftwaffe units, I’m not sure which ones were actually present, but have modelled ones that could have been.





--  --  --





For the Players:





Once again the AI doesn’t cut the mustard.  If you play the Poles on defense, the AI will do OK on offense, but isn’t likely to capture all of your victory hexes.  As the Germans on offense, you will overwhelm the AI - it just isn’t smart enough to manage a tough defense although it will be fun beating it up.  Best bet is to play yourself or a human opponent. 














Prestige issues:





	The Poles have barely enough prestige to restore a few of their harder hit units.  This was realistic and the presence of the 10th Mechanized Brigade makes them strong enough anyway.  





	The Germans, on the offense against a determined human adversary, do not have enough prestige to remain on the offense, but there is enough for a successful offense against the AI.  The scenario editor does not allow me to set two different prestige levels depending on who is playing who.  So I had a choice to make:  give the German player lots of prestige, or don’t and balance the scenario another way.   I chose not to give the German player lots of prestige as this could result in buying lots of units, especially panzer and artillery.  This was so unrealistic that I chose another approach:  placing the 7th Infanterie Division on the map, but not “activating” it unless necessary.  This division was present and did fight in the area.





Instructions for activation of the German 7th Infanterie Division:  The units of the 7th on the map are available for play at any point.   If the AI plays the Germans, it will use them (it needs to use them, too).   When I play the Germans against the AI, I don’t need them and don’t use them.  I just ignore them.  When you get practiced with the scenario, you won’t need them either.  





	However, as overwhelming as the number of German units seems to be at first glance, playing as the Germans against yourself or another human, you may need some or all of them.  A human player can substantially toughen up the Polish defenses by astute maneuver and prestige allocation over what the AI can do.  The weak PzI and II tanks, the small number of infantry battalions in both the 2nd Panzer Division and the 4th Leicht Division may require supplementation of the German forces for them to be able to stay on the offensive through the end of the scenario.  These early German motorized divisions may be exciting (or romantic or something) but they weren’t very strong in certain situations.  To me, any delay in activating some or all of the 7th Infanterie Division only adds to the reality of the scenario as the infantry were slower than motorized formations.  (Good luck convincing another human player who is winning on defense as the Poles to allow you to activate these units!)  I suggest that if you play another human you have the details of how, when and how many worked out before the scenario starts.  In some ways, you could look at the 7th Division as a sort of handicapping tool.  In wargaming, we call it play balancing.





Finally, attempt to play the many divisions as entities.  Try not to mix and match units.





-- -- -- --














Credits:





Jason and Steeler for German OB information.  Most of the information on the Polish OB I obtained from the fine book, The Polish Campaign, 1939 by Steve Zaloga and Victor Madej.





In this scenario, I have been as true to history as playability, the limitations of Panzer General II (notably a MAP GENERATOR/EDITOR!! and a weak AI for this kind of scenario), and a reasonable amount of research will allow.  I have had to make some significant guesses based on inference and general knowledge of a number of subjects.  Any errors are purely mine.  I would appreciate comments about improving the scenario if you have them:  meriam@ndti.net





This scenario is dedicated to the brave men of both sides who fought in these early mechanized battles in southern Poland, where the value of mechanization was really tested as a significant attribute of modern warfare for the first time. 





Thanks for playing it.





Jeff Meriam


January 1998





