
TIGER TRAP 
By John L. Martin (jlmartin@wi.rr.com) 

 

This scenario is adapted from the September, 2006 issue of Armchair General http://www.armchairgeneral.com/ magazine.  

The setting, within the Combat Interactive article of the same name, is Hungary 1944 and the reader is asked to defend a 

village from T-34/85’s using the even more menacing King Tiger.  Given that Battlefront has just released their Ostfront mid-

war compilation handbook it seemed like the perfect opportunity to set things back in time a little while still maintaining a 

challenge for the Germans. 

 

It is late 1943 and the Red Army is surging forward.  Standing ready to take on the vanguard of Stalin’s spear point is the 

Großdeutschland Division.  Here, near the Dnieper River, the Germans will try once again to use the Tiger tank to blunt the 

Soviet advance.  Nearly invulnerable to shots from the front, the only hope the enemy has is to maneuver for a flank or rear 

shot. 

 

This mission uses Prepared Positions, Fortifications, and Ambush special rules.  The Fortifications special rules can be 

found in the Big Push mission on the Flames of War web site http://www.battlefront.co.nz/Article.asp?ArticleID=226  

 

YOUR ORDERS 
 

Attacker 

Your mission is to use your numerical superiority to crush the fascist dog.  Comrade Stalin does not tolerate cowards and an 

inability to capture one small village with a 10 to 1 superiority in tanks would be a sign of cowardice.  The enemy you face is 

from their elite Großdeutschland Division but do not let that scare you.  They are ill equipped and under strength!  Their 

company is barely the size of one of your platoons.  Use the following forces to sweep aside any resistance: 

Tank Battalion HQ with one T-34 obr 1941 with extra armor  

2x Tank companies each with five T-34 obr 1941 with extra armor 

Tank rider company with two Platoons and Commissar 

 

Defender 

Your orders are to hold the village and stop the Soviet advance.  Your Tiger tank is concealed in order to protect it from the 

constant menace of Soviet IL-2 Sturmovik aircraft.  In support you have attached elements in the form of: 

Panzer Grenadier Company HQ with 2iC upgraded to Panzerknacker Team 

2x Motorized Panzer Grenadier Platoons of 2 Squads with Command Panzerknacker Team and 3 ton trucks 

1 Motorized Heavy Platoon of 1 Machine-gun Section 

Your men have created three trench line and two anti-tank obstacle fortifications. 

 

The Großdeutschland Division is sometimes mistakenly perceived as being a part of the Waffen-SS, whereas it was actually a 

German Heer unit.  Even so, it was an elite and best equipped unit in the Wehrmacht.  The German units should be treated as 

Waffen-SS and are rated as Fearless Veteran. 



PREPARING FOR BATTLE 
 

1. Both players should work together to set-up a 4’x4’ table like the one shown below. 

 

2. Starting with the defending player, both players place one objective in the area shown on the map. 

3. The defending player must hold the Tiger tank in Ambush.  The defender’s remaining forces are placed anywhere in 

the German Deployment Zone. 

 

BEGINNING THE BATTLE 
1. The attacking player has the first turn and moves his entire force onto the board from the area shown on the map. 

 

ENDING THE BATTLE 
The battle ends when: 

• the attacker starts any turn holding either of the objectives, or 

• no attacking teams are in the German half of the table at the start of any of the defender’s turns after turn six. 

 

DECIDING WHO WON 
The attacker wins if they hold either of the objectives.  The defense line has been breached forcing the Germans into a fighting 

withdrawal across the Ukraine. 

 

The defender wins if they still hold both objectives at the end of the game.  The trench line has held and the Tiger tank has, 

once again, given the Russians reason to fear this technological marvel. 

 

Calculate your Victory Points using the Victory Points Table on page 149.  


