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Axis Supply Table
North Entry Area West Entry Area
Two Dice . November-
(One Roll) Entire Game October December January February
2-3 1 5 6 6 2
4-5 2 5 6 7 3
6-8 2 5 6 8 4
9-10 2 7 8 9 5
11-12 3 9 10 10 6
Supply Table Notes:

If Komarom (A30.09) is not occupied by a Soviet Combat unit in Trace Supply, add 2 SPs to the West Entry Area supply. If
Kassa (B9.01) is occupied by a Soviet unit in Trace Supply before 19 Jan, subtract 1 SP from the North Entry Area supply.

North Entry Area includes
entry hexes A, B and C when Weather Table
Axis controlled.
See TEC forG gdzizrig)?zgzlt?:;é;n]gfz:c?s of Weather Flight Conditions (one die)
Date Dry Lt Mud Mud Frozen Limited Normal
October 5-8 Auto - - - 1-2 3-6
October 12-19 1-5 6 - - 1-2 3-6
October 22-29 1-4 5-6 - - 1-2 3-6
November 1-8 1-3 4-6 - - 1-4 5-6
November 12-19 1-2 3-6 - - 1-4 5-6
November 22-29 1 2-6 - - 1-4 5-6
December 1-8 - 1-3 4 5-6 1-4 5-6
December 12-19 - 1-2 3 4-6 1-4 5-6
December 22-29 - 1 2 3-6 1-5 6
January - - - Auto 1-5 6
February 1-8 - 1 2 3-6 1-4 5-6
February 12-19 - 1-2 3 4-6 1-4 5-6
February 22-26 - 1-3 4 5-6 1-4 5-6

Ground Conditions Notes:
Auto---Automatic (Dry Ground Conditions from 5 to 8 Oct and Frozen Ground Conditions each turn in January).
Mud ---During Aircraft Refit Phase, the player can refit only one aircraft per base Level, which applies to Off-Map Air
Bases. The LRAF is unaffected.

Flight Conditions Notes: Limited---Air Operations are allowed in the Playet's Movement Phase Only. No Hip Shoots are
possible. Air Refits allowed normally. Normal---Air Operations are allowed in all phases.
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German Replacements Table
Two Dice October November through February

2-3 None None

4 None AR2

5 None AR3

6 None AR3, Air Unit

7 AR2 PG or AR4, Air Unit

8 AR3, Air Unit EQ 4, PG or AR4, Air Unit

9 AR4, EQ 4, Air Unit EQ 5, PG or AR4, Air Unit
10 EQ 5, PG or AR4, Air Unit EQ 5, PG or AR4, 2x Air Units
11 EQ 5, PG or AR4, Air Unit EQ 4, PG or AR4, 2x Air Units
12 EQ 4, EQ 5, PG or AR4, Air Unit EQ 4, EQ 5, PG or AR4, 2x Air Units

German Replacements Table Notes:

Replacements must be used immediately to rebuild units. Replacements cannot be saved. Do not use EQ or Pax
Counters.

EQ 4 = German AR rating 4EQ 5 = German AR rating 5.

PG (Panzer-Grenadier) = One German PG Rgt of any AR.

AR# = One “German Infantry Type” step of the listed Action Rating (“German Infantry Type” units are ONLY
Infantry, Mot Infantry, Mountain, Assault Eng, Cav, JG, Kor, Pol, Sec, and VG).

Air Unit = Flip one reduced German or Hungarian Air Unit or return one German or Hungarian Air Unit at Full
Strength from the Dead Pile. The German Air Unit Replacement may be used to rebuild a Hungatian Fighter, but a Hungarian
Air Unit Replacement cannot be used to rebuild a German Air Unit.

Hungarian Replacements Table
Two Dice October November through February
2-3 2xAR1 None
4-7 2xAR2 None
8 AR2, AR3 None
9 AR2, AR3 AR2
10 AR3, AR4, HQ, EQ, Air Unit AR3
11-12 AR3, AR4, HQ, EQ, Air Unit AR4, EQ, Air Unit

Hungarian Replacements Table Notes:
Replacements must be used immediately to rebuild units or the replacements are lost. Do not use EQ or Pax Counters.

AR# = One “Hungarian Infantry Type” step of the listed Action Rating. (“Hungarian Infantry Type” units are
ONLY Infantry, Mot Infantry, Mountain, BG, and Cav).

Air Unit = Flip one damaged Hungarian Air Unit or return one Hungarian Air Unit at Full Strength from the
Dead Pile.

EQ = See the Common Rebuild Table for a list of which units can be rebuilt with an EQ. (Hungarian Unit only,
any AR)

HQ = One Hungarian HQ.

When Budapest Fortress (2.4) is in effect: No further Hungarian EQ, and no Air Unit replacements are received.
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Axis Rebuild Table

Unit Type Cost Unit Type Cost
Tiger Company 1EQ Pontoon 1EQ
Any Yellow Armor Step 1EQ Artillery Step 2EQ
Mech 1EQ AT or Flak 1EQ
Red-Symbol Tank Step 1EQ Truck 1EQ
Recon 1EQ German HQ 1EQ & 1 AR4
Motorcycle Rgt 1EQ Axis Infantry AR Steps — Note A 1AR-?
PG Rgt 1PG Hungarian HQ 1HQ

Rebuild Notes:
A. Axis Infantry Rebuilds.

For each Axis Infantry Type Step rolled, the player receives a 1-step replacement for a combat unit of the indicated
AR. (ONLY combat units which are Infantry, Mot Infantry, BG, Kor, ]G, Sec, VG, Assault Eng, Cav, or Pol may be rebuilt
with an infantry AR Step). If no units with the appropriate AR are available, one can choose units with a lower AR.
Exception for AR4 Infantry rebuilds — the SS-T Pz Div., 7-5-4 Mot. Inf. Reg.(5) can be rebuilt using an AR4 Infantry
replacement.

B.

The Axis Player has three options:

a. Rebuild a destroyed unit. (Note that a German rebuilt multi-step unit may only return with a single step,
while Hungarians can fully rebuild completely any infantry division using infantry type AR replacements), or

b. Take an available breakdown regiment as a reinforcement (German/Hungarian only), or

C. Increase the strength of a reduced multi-step unit (even in an EZOC) which is within Throw Range of
a Combat Mode HQ), provided both unit and HQ are in Trace Supply. This rebuild option is available to both
German and Hungarian units.
German EQ Rebuilds.
A German “EQ 4” can rebuild a 4-AR unit. A German “EQ 5” can rebuild a 5-AR unit. The German player

may rebuild lower AR units if desired. If the only units available to be rebuilt are AR 5 and the German player receives an
EQ 4, it may used it to rebuild an AR 5 unit.

C. Hungarian EQ Rebuilds.
Hungarian EQ replacements must be used to rebuild an available applicable unit of any AR value.
D. German Gliders aren't rebuildable.

Rebuilt German units arrive at the Axis West Entry Area (exception: Rebuilt White Frame counters arrive

at Axis North Entry Area or Entry hexes A, B or C).

Rebuilt Hungarian units arrive at any village, minor city or major city hex in Hungary in Trace Supply

(even in enemy ZOC). However, Hungarian White frame units arrive at Axis North Entry Area or Entry hexes

A, BorC.
Axis Rail Capacity Table Danube Shipping
October November December January February Capacity Table
6 6 6 5 4 1 — (See 2.1d)
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Hungarian Rhapsody — Axis Tables & Order of Arrival

Axis Order of Arrival

Withdrawals Note. The Order of
Arrival provides for specific units to be
withdrawn from the map. The
withdrawal of a substitute unit will
meet the withdrawal requirement if
that substitute unit has the same unit
type, action rating, combat strengths,
size and movement ratings, etc. The
specific unit to be withdrawn
(identified by the unit’s designation)
may be withdrawn from the dead pile.
(Substitute units may not be withdrawn
from the dead pile.

5 Oct
Limited Flight

The Axis stack in B18.34 cannot move
this turn

“Heinrici Special.” The Axis Player
receives 15 Hedgehogs each month (except
February) to be placed during any Friendly
Movement Phase on the map within the
throw range of 11% Corps or 49t
Mountain Corps HQs, when in Combat
Mode. These Hedgehogs do not cost
supply (they build “for free”), and the hex
does not need to be occupied by friendly
troops. The German player may construct
cither one Level 1 Hedgehog counter per
hex or upgrade an existing Hedgehog
counter to Level 2. Only 5 free
Hedgehogs may be built in one turn and
only 15 free Hedgehogs can be built per
month. If a hex is in Trace Supply of both
HQs, they can combine to build a Level 2
Hedgehog in one turn (which counts as
two Hedgehogs built). These Hedgehogs
may only be built north or west of the
Tisza River and north of the White Line.
Use the Heinrici Hedgehog Marker to
record how many Hedgehogs have been
built each month on the General Record
Track (See Axis Player Aid).

8 Oct

(One-map scenarios only)

B27.01 (Egyek):

FHH PG Div (FHH Recon, Fus Mot Inf
Rgt, Gren PG Rgt, FHH AG Bn, FHH
Arty Bn)

Arrive Fueled.

(One-map scenarios only)

Hexes B33.01, B34.01 or/and B35.01:
13 Pz Div (13 Recon, I/4 Pz Bn, 66 PG
Rgt, 93 Mot Inf Rgt, 13 Mot AT Bn, 13
Arty Rgt)

10-4-6 Pz Bde (109)

All units arrive Fueled.

Grand Campaign and Scenario OoA Notes

1 Reserve marker

12 Oct
Possible Horthy Speech (Optional Rule
4.0b)

The South Entry Area is no longer an
Axis Supply Source.

North Entry Area or Entry Hex A:
(Ignore this entry if playing a one-map
scenario)

24 Pz Div (24 Recon, 111/24 Pz Bn, 26 PG
Rgt, 21 Mot Inf Rgt, 89 Arty Rgt)

Any Budapest City Hex:
(Ignore this entry if playing a one-map

scenario)
3-5-4 Pz Comp (1-503, 2-503, 3-503)

15 Oct
Possible
4.0b)

Horthy Speech (Optional

19 Oct
Possible
4.0b)

Horthy Speech (Optional

Hex B18.04 (Tokaj): (If this hex is Soviet-
occupied, place these units in the nearest
Point of Interest, Village or City hex in
Axis control)

2 Hung Pz Div (2 Recon, 1/3 Pz Bn, 3 Mot
Inf Rgt, 52 AT Bn, 2 Arty Rgt)

West Entry Area:
23 Pz Div (128 PJ Bn)
FHH PG Div (FHH PJ Bn)

22 Oct

(gnore these entries if playing a one-

map scenario)
West Entry Area:

4 FHH Panzer Corps HQ

Either Entry Hex I:
8-2-2 SS Inf Div (31)
3-3-2 Inf KG

Any Budapest City Hex:
7-2-2 Hung Inf Div (10)

(One-map scenarios only):
Withdraw:

8-0 Corps HQ (72)

6-0 Hung Corps (2)

3x Hung Inf, Mtn or Cav Rgt or Bde
2-2-2 Sec Bn (465)

12-2-2 Arty Grp

8-2-2 Arty Grp

16-4-3 Inf Div (76)

8-3-3 Hung Inf Div (25)
(3)-3-3 Hung AT Bn (2A)

26 Oct

(Ignore these entries if playing a one-
map scenario)

Either Entry Hex I:

3-3-3 SS Pol Rgt (6 SS)

5-4-3 Inf Mot Rgt (1 and 2 Bdbg)

Any village or city in Hungary South of
A34.XX, inclusive:

4-4-6 Hung AG (7)

6-2-2 Hung Inf Div (5 Repl)

29 Oct
Any city hex in Hungary:
4 Hung Corps HQ

Rebuild for free (arrive at any Budapest
City Hex):

6-2-2 Hung Inf Div (12 Res) if in Dead
Pile. If not, rebuild with any other 6-2-2
Hung Div.

Slovakian Partisans. If any Slovakian
Partisan units or the 2 Czech Airborne Bde
remain on the map, subtract 4 SP from the
amount received by the Axis each turn until
they have been eliminated.

Rebuild for free (arrive in West Entry
Area):

4 SS-PO PG Div, 4-4-6 AG Bn (4) if in
Dead Pile. If not, rebuild with any other
AG Bn (Rating 4 or 5) from the Dead Pile.

Withdraw and Replace: The 10-4-6 Pz
Bde (109) is removed from play. 1 x EQ
AR4 and 1 x PG AR4 are available this turn
to rebuild units. If only one step remains,
then only 1 x EQ AR4 arrives. If the
brigade is in the Dead Pile, then no
replacements are available. Replace the 10-
4-6 Pz Bde (109) counter with the
counter(s) you have rebuilt, retaining the
same Mode.

Withdraw:
1 Pz Div Organic Truck
23 Pz Div Organic Truck

1 Nov

Withdraw:

Tatra Pz Div (All)

14-3-2 VG Div (708)
5-3-3 SS Inf KG (Schill)
3-2-2 SS Inf KG (14 Gal)

Any Budapest City Hex:
SS-MT Cav Div (22 Recon, 17 Cav Rgt, 53
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Cav Rgt, 22 AT Bn, 22 Arty Rgt)

Entry Hex B and/or C:
16-4-3 Inf Div (75, 253)

Hex A38.03:
3-4-3 Hung Breakdown Rgt
3-3-3 Hung Inf KG

West Entry Area:
6-4-5 SP Arty Bn (219)

“Heinrici Special” (See Oct 5 note)

5 Nov

None

8 Nov
Either Entry Hex I:
3-3-3 SS Mtn KG (13 Hdsr)

12 Nov

Either Entry Hex I or Pécs (A56.13)
68 Corps HQ

18-5-4 Inf Div (44 HD)

8-2-2 Arty Bn (Black Dot)

5-4-3 Mot Rgt (92)

4-4-3 Assault Bn (2 PzA)

4-5-6 AG Bn (191)

15 Nov

None

19 Nov
Any airbase in Hungary:
Bf-109G Hung 5-1-53

West Entry Area:
4-4-6 AG Bn (239)

Entry Hex B and/or C:
16-4-3 Inf Div (357, less 1 step)
12-5-4 Jgr Div (1 Ski, less 1 step)

Either Entry Hex I or Pécs (A56.13):
5-4-3 J¢ KG (117)

22 Nov
Trnava, (Hex A21.03)
14-3-2 Inf Div (271 VG)

Rebuild for free:
Any 5-4-6 Pz Bn (Use 1/23 of 23Pz if
available)

26 Nov
Either Entry Hex I or Pécs (A56.13)
14-4-3 Mtn Div (1)

West Entry Area:
4-3-6 AG Bn (303)

29 Nov
Hex A21.07:
3-3-2 Inf KG

Rebuild for free:
Any 4-4-6 AG Bn (Use 18 of SS-HW PG
if available)

1 Dec

Possible Hungarian Collapse (2.3b).
Roll 1 die. Collapse is triggered on a die
roll of 6.

“Heinrici Special.” (See Oct 5 note)

1x Level 1 Hedgehog. Build for free at any
hex.

Withdraw:
5-4-3 Inf KG (168)

South Balaton Garrison. (1.2b):

If not previously triggered withdraw these
specific units (each unit has a black dot in
the upper right corner):

68 Corps HQ

18-5-4 Inf Div (44 HD)

14-4-3 Mtn Div (1)

8-2-2 SS Inf Div (31)

4-5-6 AG Bn (191)

5-4-3 Inf Mot Rgt (1 and 2 Bdbg)

5-4-3 Mot Rgt (92)

4-4-3 Assault Bn (2 PzA)

5-4-3 J¢ KG (117)

3-3-3 SS Mtn KG (13 Hdsr)

8-2-2 Arty Bn

When the South Balaton Garrison is
withdrawn, temove all 5-AR Brkdwn
Regiments.

Entry Hex J:

9 8§ Mtn Corps HQ
12-2-2 SS Arty Grp (509)
(3)-3-3 SS AT Bn (509)

North Entry Area or Entry hex A:

8 Pz Div (8 Recon, 1/10 Pz Bn, 43 PJ Bn,
98 PG Rgt, 28 Mot Inf Rgt, 80 Arty Rgt)
6-5-7 Pz Bn (1/130)

Rebuild for free if available. Arrive at
any city or village in Hungary:

(6)-4-3 Flak Bn

(3)-2-3 Flak Bn

5 Dec
Possible Hungarian Collapse (2.3b).
Roll 1 die. Collapse is triggered on a die roll
of 5-6.

1x Level 1 Hedgehog. Build for free at any
hex.

West Entry Area:
SS-PO PG Div (4 P] Bn)

Hex A38.03:
12-4-3 Hung Inf Div (SzLz, less 1 step)

8 Dec

Possible Hungarian Collapse (2.3b).
Roll 1 die. Collapse is triggered on a die roll
of 4-6.

1x Level 1 Hedgehog. Build for free at any
hex.

Withdraw:
(1)-5-6 P] Comp (Det)
(5)-4-3 AT Bn (662)

12 Dec

Possible Hungarian Collapse (2.3b).
Roll 1 die, Collapse is triggered on a die roll
of 3-6.

1x Level 1 Hedgehog. Build for free at any
hex.

North or West Entry Area:
6-5-7 Pz Bn (1/26)

West Entry Area:
8 Pz Div (II/10 Pz Bn)
24 Pz Div (40 PJ Bn)

Rebuild for free:

4-5-6 AG Bn (Use 228 if available. May
rebuild any other AG Bn (rating 4 or 5) if
228 is not available)

15 Dec

1x Level 1 Hedgehog. Build for free at any
hex.

Any Budapest City Hex under Axis
Control:

12-1-2 Hung Arty Grp (Bp 1, Bp2)

3-3-3 Hung KG (BC 1, BC 2)

3-3-3 Hung KG (Bp Pol)

3-4-3 Hung Inf Bn (Watch, Vannay)

3-4-3 Hung Inf KG (Bdpst)

4-4-6 Hung AG Bn (Bill)

Build 1x Airbase Level 1 for free in A33.19

Possible Hungarian Collapse (2.3b).
Roll 1 die. Collapse is triggered on a die roll
of 2-6.

19 Dec
1x Level 1 Hedgehog. Build for free at any
hex.

Hungarian Collapse (2.3b) (Auto - if it
has not yet taken place).

North Entry Area or Entry Hex A or B:
(Ignore this entry if playing 5.8 the

Race for Budapest scenario - Small)
16-4-3 Inf Div (208)

West Entry Area: (These units arrive
Entrained (OCS 13.3e) without expenditure of
Axis railcap)
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3 Pz Div (3 Recon, 1/6 Pz Bn, I1/6 Pz Bn,
543 P| Bn, 3 PG Ret, 394 Mot Inf Rgt, 75
Arty Rgt)

6 Pz Div (6 Recon, 1/11 Pz Bn, II/11 Pz
Bn, 114 PG Rgt, 4 Mot Inf Rgt, 76 Arty
Rgt)

Arrive in Dead Pile: 6 Pz Div (41 PJ Bn)
1x Reserve marker

Any airbase in Hungary:
Bf-109G Hung 4-1-53

Hex A38.03:
4-4-5 Hung PJ (16)

West Entry Area:

1 Cavalry Corps HQ

4 Cav Bde (70 Recon, 5 Cav Rgt, 41 Cav
Rgt, 870 Arty Rgt)

Arrive in Dead Pile:
4 Cav Bde (70 AG Bn)

22 Dec
1x Level 1 Hedgehog. Build for free at any

hex.

West Entry Area:
5-4-6 Pz Bn (208)

26 Dec

Deployment of the 4t SS Panzer Corps:
At the start of the turn, the Axis Player
must declare a hex, in Trace Supply, in
writing, secretly, that will determine the
deployment area of the 4th SS Panzer
Corps. The deployment area will be within
2 hexes of the declared hex. The 4% SS
Panzer Corps will be placed within the
deployment area in the Axis Reinforcement
Phase of the Jan 1 turn. If at the time of
deployment, a Soviet unit is within the
deployment area, then the declared hex
must be moved to a location (as close as
possible to the declared hex) in Trace
Supply.

(gnore this entry if playing a scenario
that ends 26 Dec)

1x Level 1 Hedgehog. Build for free at any
hex.

Any Budapest City Hex under Axis
Control:
2-2-2 Hung Inf KG (Bp Stu)

West Entry Area:
16-4-3 Inf Div (96, less 2 steps)

Rebuild for free:
Any 5-4-6 Pz Bn (Use 111/24 of 24 Pz Div
if available)

Place on any Hung Corps HQ or in any
village or Minor city north of the
“White Line”:

6-2-2 Hung Inf Div (5 Res)

29 Dec
1x Level 1 Hedgehog. Build for free at any
hex.

West Entry Area:
14-3-2 VG Div (211)
5-4-3 SS Inf Rgt (Ney)

Hex A21.07:
3-3-2 Inf KG

Hex A7.17:
3-3-2 Inf KG

Rebuild for free: (if in the Dead Pile):
8-3-3 Hung Inf Div (25) (Place in any
village or city hex in Axis control in
Hungary)

1Jan

KG Pape formation marker may be
placed with any Axis unit (Optional
Rule 4.0e)

(Ignore this entry if playing a scenario

that starts on 1 Jan 1945, as this unit has

been added to the scenario setup)

Deploy the 4t SS Panzer Corps: (See 26
Dec Note for deployment)

4 8§ PZ Corps HQ

16-3-2 SS Werfer Bn (504)

12-3-2 SS Arty Bn (504)

SS-T Pz Div (3 Recon, Tiger Pz Comp, 1/3
Pz Bn, II/3 Pz Bn, 3 PJ Bn, 5 Mot Inf Rgt,
6 Mot Inf Rgt, 3 Arty Rgt)

SS-W Pz Div (5 Recon, I1/5 Pz Bn, 9 PG
Rgt, Norge Mot Inf Bn)

2x Reserve markers

(If playing a scenario that starts on 1
Jan - the 4 SS PZ Corps HQ has already
been placed and the two Reserve
markers added to the setup. The
combat units are deployed as described
in the 26 Dec note.)

Withdraw:

2-2-2 Sec Bn (808)

SS-HW PG Div (All except 40 Mot Inf
Rgt)

(Ignore this entry if playing a scenario
that starts on 1 Jan 1945, as these units
has been removed from the scenario

setup[

West Entry Area:

SS-W Pz Div: 10 Mot Inf Rgt, Dnmk Mot
Inf Bn, 5 PJ Bn, 5 Arty Rgt)

8 SP

“Heinrici Special.” (See Oct 5 note)
(Ignore this entry if playing a one-map

scenario)
5 Jan

Add 2 steps to any 16-4-3 Inf Div. (Use

the steps for the 96 Inf Div if room
available for steps or it’s in the Dead Pile.)

North or West Entry Area. (These units
arrive by Rail without expenditure of Axis
raileap)

20 Pz Div (20 Recon, 1/21 Pz Bn, 11/21 Pz
Bn, 92 PJ Bn, 59 PG Rgt, 112 Mot Inf Rgt,
92 Arty Rgt)

Rebuild for free:

German AR4 Replacement. (Rebuild 5-
4-3 Mot Inf Rgt (Fas) FHH PG Div. if
available) (Place rebuilt unit in any village
ot city hex in Axis control)

West Entry Area:
14-3-2 VG Div (711)
4SP

Hex A30.09:
3-3-2 Inf KG

8 Jan

West Entry Area:
4-4-3 SS Assault Eng Rgt (1 Hung)
4SP

Withdraw:
16-4-3 Inf Div (75) (Ignore this entry if
playing a 1-map scenatio).

12 Jan

Entry Hex J:

3 Cav Bde (69 AG Bn, 31 Cav Rgt, 32 Cav
Rgt, 869 Arty Rgt)

West Entry Area:

1-5-5 Flamethrower Pz Comp (351)
1-5-3 Assault Eng Comp (Taifun)
48P

Withdraw:
24 Pz Div (All)

Rebuild for free: (Arrive at any Hungarian
HQ, Village, Minor city or Major city)

2x 3-2-2 Hung Inf Brkdwn Rgt (if
available) or 1x 6-2-2 Hung Inf Div

2 Pz Div Hung (I/3 Tank Bn) or 1 Pz Div
Hung (I/1 Tank Bn)

6-4-5 SP Arty Bn (219)

Konrad III Option-Redeployment of
the 4t 8S Panzer Corps. The Axis player
may withdraw:

4SS Pz Corps HQ

16-3-2 SS§ Werfer Bn (504)

12-3-2 SS Arty Bn (504)

SS-T Pz Div (All units on map)

SS-W Pz Div (All units on map)

One Pz Div (Axis player’s choice)

If withdrawn, these units will deploy 19 Jan
under the same deployment procedure
provided by the 26 Dec Note regarding 4t
SS Panzer Corps.
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15 Jan

West Entry Area:
4 SP

Entry Hex J:
18-5-4 Inf Div (44 HD) (It retains the
step(s) lost when it had to withdraw.)

(If playing a scenario which starts after

the unit is withdrawn, then the division

arrives minus 1 step.)

Withdraw:
12-4-3 Jager Inf Div (97)
6-5-7 Pz Bn (1/26)

West Entry Area:
2x 3-3-2 Inf KG

Rebuild at any German HQ:

Use 2x EQ 5 replacements (these are in
addition to any from the Replacements
Table roll.)

19 Jan

Konrad IIT Option. If the Axis player
chose the Konrad III  Option-
Redeployment of the 4t SS Panzer Corps
(See 12 Jan), then deploy those units in the
reinforcement Phase of the Axis Player
turn.

Within 2 hexes from any Axis HQ:
21-2-2 Werfer Rgt (88, 89)

21-2-2 Werfer Rgt (23, 24)

18-2-2 Arty Grp (403-a, 403-b)

3-5-4 Pz Comp (1-509, 2-509, 3-509)

If the Soviets occupy Kassa (B9.01), it
no longer causes SP loss on the Axis
Supply Table.

Entry Hexes B and C become Soviet
Supply sources. (Axis counters must
displace 1 hex away should they occupy
cither hex.)

(Ignore this entry if playing a one-map

scenario

West Entry Area:
24 Pz Div (I/24 Pz Bn)
4 SP

Withdraw:

11 Corps HQ

2-2-2 Sec Bn (1003)

12-4-3 Jager Inf Div (100)

6-5-7 Pz Bn (1/130)

(gnore this entry if playing a scenario
that starts on 19 Jan 1945, as these units
have been removed from the scenario

setup)

Withdraw:

8 Pz Div (All)

20 Pz Div (All). Note: If Koméirom
(A30.09) is occupied by a Soviet unit, then
the 20th Pz Div does not withdraw.

12-5-4 Jg Div (1 Ski)

(The above units setup in each Konrad
IIT scenario. Then, yes, the Axis player
will withdraw them in his 19 Jan
Reinforcement Phase. This procedure
is meant to warn the Axis player that
there will be a significant hole in his

22 Jan

West Entry Area:
4 SP

26 Jan

Entry Hex K:
16-4-3 Inf Div (356, less 2 steps)

Withdraw:

SS-PO PG Div (All)

SS-HW PG Div (40 Mot Inf Rgt)

Ju-87D (1)-17-95

16-4-3 Inf Div (208)

(If playing the Konrad III one-map
scenario, withdraw only the Ju-87D.
The other units are not part of that
scenario.)

29 Jan

Withdraw:
17 Corps HQ

1 Feb
Note, there is no “Heinrici Special” in
February.

Rebuild for free: (If available, arrive in
Minor city or Village in Hungary)

(6)-4-3 Flak Bn

(3)-2-3 Flak Bn

Hex A38.03:
4-4-5 Hung PJ Bn (20)

North Entry Area:
3 Cav Bde (69 Recon)

5 Feb
Any airbase in Hungary:
Replace 1 step from any Hung Bf-109

North Entry Area:
14-3-2 VG Div (320, less 1 step)

8 Feb

Withdraw:

49 Mtn Corps HQ
8-2-2 Arty Bn
14-4-3 Mtn Div (3)
16-4-3 Inf Div (253, 254)
57 PZ Corps HQ
2-2-2 Sec Bn (1026)
FW 190F-8 (4)
Ju.87G (Rudel)
Ju.87G

Hs.129B

Deployment of the 1t SS Panzer Corps.
Declare a deployment hex for these units
using the same procedure provided on turn
26 Dec for the 4t SS Panzer Corps. The 1st
SS Panzer Corps will deploy on Feb 15.

12 Feb

West Entry Area:

SS 3-5-4 Pz Comp (1-501, 2-501, 3-501)
1-5-7 PJ] Comp (560)

Withdraw:
Bf.110
FW.190F-8 (3)

15 Feb

Entry Hexes A (Both) become Soviet
Supply sources. (Axis counters must
displace 1 hex away should they occupy
either hex.)

Deploy the 15t SS Panzer Corps.

1SS PZ Corps HQ

8-2-2 SS Arty Bn (501)

SS-AH Pz Div (1 Recon, I/1 Pz Bn, 2 PG
Rgt, 1 Mot Inf Rgt, 1 Arty Rgt)

SS-HJ Pz Div (12 Recon, 1/12 Pz Bn, 26
PG Rgt, 25 Mot Inf Rgt, 12 Arty Rgt)

1x Reserve marker

Withdraw:
24 Pz Div (I/24 Pz Bn)
He.111H (12)

19 Feb
West Entry Area:
SS-HJ Pz Div (12 PJ Bn)

Hex A30.09: (Or in any Detrainable hex if
A30.09 is occupied by the Soviet.)
(3)-3-3 Flak AT Bn (Kom)

North Entry Area:
16-4-3 Inf Div (304, less 2 steps)

22 Feb
West Entry Area:
SS-AH Pz Div (1 PJ Bn)

Hex A13.16: (Or in any Detrainable hex in
Slovakia if A13.16 is occupied by the
Soviet.)

Tatra Pz Div (Tatra Pz Bn, 82 Inf Rgt, 85
Inf Rgt, Tatra Arty Rgt)

26 Feb

None
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TERRAIN EFFECTS CHART (TEC)

MOVEMENT
DRY _FROZEN LIGHT MUD

TRACK |TRUCK| LEG TRACKlTRUCKl LEG

COMBAT
CRT LINE DRY FROZEN

ARMOR| MECH | OTHER

Open 1 1 1 1 3 1 Open (x2) | (x2) | x1

Close x1 x1 | x1

Close x1 x1 | x1

ooy e x| x

ooy e (xi2)| x1

* *
All All Extremely | x1/3 |x12)| x1

£3 L %
P 3 P* P* 4 Very x1/2/ [x1/2 x1

Close 12| Axin)

-U*
wﬁ'
wﬂl‘
7
®

x
T . +3 J+5.71+1 (x172),7](x172
\ _Minor +3 +5 | +1 N/A x1/2
)M River/Canal 12| 43| NE &12)l 41| /x1
| . % % 1/4)/|(x1/3)
L~ Major P P/ |All * * N/A ¥
_— -
e River fal 46| 42| | B IR [ AN <) G| XV
A 1/4)
Danube Danube A AP A A A A A (X
mv‘“ River PP PP P VA PP x1/4)
A || Track
/ MESO 1 |1 |1 1|21 rother | orT | O/T | OT
Railroad
// Road 121212 (12| 1 |12 Tother | o | OT | OT
[ ise
Terrain Effects Chart - Notes .
O/T - Other Terrain  All - Cost All Movement Points Békés Vlllage Close xl x1 x1
P - Prohibited NE - No Effect  (x #/#) - Affects Only Attack Strength
@ Includes double track railroads @ Movement Cost - O/T in Hex : é @n)/["(lg:eglty gleors&‘; x1/2 (XII'Z) x1
* - Movement or Attack only possible along Road, Track, Railroad and —
Pontoon Bridge Tracks. No Overruns allowed. Ma jOl‘ City E
xtremel
# - Movement or Attack only possible along a Pontoon Bridge Track, or (Hexos A33.18 & 19) Cl y x1/3 (XI'IZ) XI
= = g @ (Red) 0se
repaired Road or Railroad Bridge (1.45). No Overruns allowed.

Map Printed Prohibited: Kiskéras| | Point of Interest White Line gl [Soviet Entry Area
Hedgehog (1.1¢) No Movement P " (Detrainable) 19.xx/20.xx Hex Rows (l.1e)
(Other Terrain) No Combat ’;f (.i' ]d) (]20) (Hexes on each Red Line)

Map Printed 2 et | | Budapest Zone Soviet Yellow Line \ Axis Entry Area
Hedgehog (1.1e) “:ﬂ??: B Boundary > ) VP Soviet Logistics ¢ (1. ]é)
(Close Terrain) \:; " “7 1| (1.2c) ObjCCthE Hex (3]]) (Hexes on each Grey Line),

Slovakian Lake Velence National South Balaton Entry Area
Partisan Supply Hex A38.14 Restriction Area 11

3.50 ity Borders (12 —
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