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A
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1. S
et up �rst. O

n A
xis side of start line (w

ith all start line hexes covered by an A
xis unit or A

xis Z
O

C
): 2nd, 6th,

   8th and 17th A
rm

ies - all at full-strength; 1st P
anzer and 2nd P

anzer A
rm

ies - both at reduced-strength. T
he

   R
um

anian 3rd A
rm

y begins in D
estroyed U

nits box. N
o cards in hand at start.

2. O
ption: R

eceive 1 B
litz m

arker and the S
S

 P
anzer A

rm
y as a reinforcem

ent on G
am

e Turn 16; the S
oviets

   need 1 few
er city to w

in.
3. D

raw
 rate / hand size: 3 cards per turn (but 0 on the last turn); m

ust discard all cards at the end of each
   S

oviet P
layer Turn (i.e., cannot accum

ulate cards betw
een G

am
e Turns).

4. R
ail M

ovem
ent: T

he A
xis have no F

ree R
ail M

ove each turn.

Bat t les in
the ukraine

Victory
Condit ion:

At the end of the game, if the Soviets
control every city on the map, they win.
Otherwise, the Axis player wins.

Card VP
effects are
always ignored.


