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No Axis and
only two
Soviet cards
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Condition
At the end of the game, if the Soviets
control every city on the map, they win

Otherwise, the Axis player wins.

AXIS:

1. Set up rst. On Axis side of start line (with all start line hexes covered by an Axis unit or Axis ZOC): 2
8th and 17th Armies - all at full-strength; 1st Panzer and 2nd Panzer Armies - both at reduced-strengt
Rumanian 3rd Army begins in Destroyed Units box. No cards in hand at start.

2. Option: Receive 1 Blitz marker and the SS Panzer Army as a reinforcement on Game Turn 16; the S
need 1 fewer city to win.

3. Draw rate / hand size: 3 cards per turn (but O on the last turn); must discard all cards at the end of ea
Soviet Player Turn (i.e., cannot accumulate cards between Game Turns).

4. Rail Movement: The Axis have no Free Rail Move each turn.




