
Escape from Minsk, 1944 

A Flames of War Mega-Game Scenario 
 

 

With the almost total collapse of the German Army Group Center during the initial stages of Operation 

Bagration, Soviet forces switched to rapid exploitation mode, fighting a "deep battle" as per their doctrine. The 

major prize awaiting them was Minsk, the largest city in Belarus and a critical logistics and communication 

center. 

 

On July 3, 1944, after the collapse of the German remnant forces trapped in a pocket east of the city, the Red 

Army entered Minsk. As the city was both the logistics and HQ center for the German Army Group, critical 

rear area troops and supplies hastened to evacuate back to Germany. 

 

This scenario uses two large tabletops to show a scaled down version of the area. One table focuses on the 

northwestern escape route, towards Vilnius, while the other focuses on the southwestern escape route. 

towards Baranovichi. For smaller games, either board can also be played as a stand alone scenario. 

 

Although a decisive Axis defeat in history, the battle offers a good showcase for using German rear area forces, 

including several armored trains, facing off with Soviet exploitation forces and partisans. 

 

Special Terrain rules:  

¶ Buildings ð the scattered villages of the region were used by both sides for defensive cover. Any stand 

touching or inside a building should be treated as in concealing terrain and bulletproof cover. 

¶ Marshes ð Byelorussia has a high proportion of marshy terrain, which made it difficult for vehicles in 

many areas. Marshes are treated as difficult ground (very difficult to wheeled vehicles, except American 

4x4 trucks) and provide concealment to any infantry or man-packed gun team touching them. 

¶ Peat bogs ð peat bogs and cuttings were quite common in this region. Peat bogs are treated like 

marshes, except that they provide no concealment 

¶ Railroadsð due to the marshy nature of the ground, railway lines offered a decent level area for vehicle 

movement. Any vehicle moving along a railway line can ignore any difficult areas crossed for movement 

purposes (move as if in clear terrain, cross-country). Railways are not elevated and provide no cover 

or concealment for stands in contact with them. 

¶ Rivers ð rivers in Byelorussia were significant obstacles. Rivers are treated as very difficult terrain for 

vehicles, and restrict infantry and man-packed guns to using the river crossing rules. The river has a 

bridge for both the railroad line and the highway, with no fords. The bridges are objectives. 

¶ Fields ð the board should reflect numerous fields in the areas not covered by woods or villages. The 

crops were not yet high enough to offer significant concealment, but fields were tough to traverse, so 

they are treated as slow going for vehicles. 

 

Deployment:  

Soviet partisan forces start deployed on each board as indicated. No German forces start deployed on the 

board. The game starts with German forces commencing their retreat from the burning city of Minsk 

(deployment areas A and D).  

 

The German forces will take the first turn, entering from their noted entry sectors. 
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