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Scenario Notes: 
A) The scenarios each specify the 
first turn weather, first player to setup, 
and first Player to take their turn. 
Thereafter, use regular 
initiative/weather rolls. 
 
B) Each Player’s respective Order of  
Arrival Booklet provides for 
reinforcements, withdrawals, 
substitutions, time-sensitive special 
rules, etc. 
 
C) Victory is primarily determined by 
the Soviet player controlling certain 
geographic objectives. 

"Control" is determined by which 
Player has an Attack Capable unit in a 
particular hex (or was the last to have 
had one there). 
There are VP Objective markers 
provided to track these objectives in 
whatever fashion suits your style of  
play. They can be used for all scenarios. 
 
D) Each scenario will state whether 
trucks and wagons start loaded or not. 
 
E) Axis Multi-step units that setup 
“w/i X hexes” can deploy breakdowns. 
 

F) The notation for “white frame” 

units is only included for units such as 

Breakdown or artillery units, where 
there are both white frame and non-
white frame versions available. 
 
G) Entries for some Axis air units 
have a parenthesized number after 
them. This is to distinguish between 
units of  the same aircraft but having 
different values. For Fighters the 
parenthesized value is the air-to-air 
rating. For Bombers it is the barrage 
value. 
 
 

5.1 The Battle of 
Debrecen 
(5 Oct to 26 Oct 1944) 
 

General Information: 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Automatically “Dry and 
Limited Flight on 5 Oct 
First Turn: 5 Oct 
Last Turn: 26 Oct 
Game Length: 7 turns 
Maps: Only Map B is used. (See Play 
Area) 
Transport Points: All Organic Trucks 
start Full. Other Wagons and Trucks 
may start loaded if  SP are present in 
their setup hexes. 
The LRAF Refit Capability Marker 
is placed in the 2 box. 
 

Special Rules: 
Führer Order. Axis units which start 
near the east edge of  the map are 
restricted on the 5 Oct turn: Turda 
(B37.30) must be occupied with at least 
one Combat unit and the units which 
start in hex B18.34 may not move at all. 

 

Hungarian Rhapsody 
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Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 
controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

Start Date. For the 5 Oct turn 
Movement Allowances are halved for 
Soviet Units using truck or track 
movement and Soviet Cavalry units. 
 

Soviet Replacements. None. 
 

Soviet Infantry Divisions 
Rebuilds (3.3a). A maximum of  5x 
Infantry Divisions can be rebuilt in this 
scenario (not 10). 
 

Play Area. Hexes South of  the 
Kettes-Körös (from B39.01 to B44.07) 
are out of  play (except for the Soviet 
18 Tank Corps during the first turn). 
 

Axis Airbase Boxes. There is 
Level 2 Airbase: 5 hexes from B25.01 
and Level 3 Airbase: 11 hexes from 
B34.01. These function the same as Air 
Boxes printed on the map. 
 

Victory Conditions: 
Soviet Major Victory.  
All 3 of  the following conditions are 
required at the end of  the scenario: 

1. Cut the railroad line Sátoraljaújhely 
(B14.05) to Beregszász (B15.15), by 
occupying at least one hex of  the 
railroad line with a combat unit at 
scenario end. 

2. Occupy and be in Trace Supply in 
the cities of  Debrecen (B27.08) and 
Nyíregyháza (B20.07). 

3. Cut the Trace Supply of  at least 20 
Axis combat units. 

 

Soviet Minor Victory. 
Soviet units occupy and are in Trace 
Supply in two of  these three 
“Objective Cities”: 

Csap (B12.10) 
Debrecen (B27.08) 
Nyíregyháza (B20.07) 

 

Stalemate. 
Soviet units occupy and are in Trace 
Supply in one of  the three Objective 
Cities. 
 
If  the result is Stalemate count the 
number of  Soviet yellow, red and 
Cavalry unit types in the dead pile. 
Count the number of  Axis yellow and 
red unit types in the dead pile. If  one 
side has killed at least 4 more than the 
other, then that player has won a 
Marginal Victory.  
 

Axis Minor Victory. 
The Axis controls all Objective Cities 
with units in Trace Supply. 
 

Axis Major Victory. 
The Axis controls all Objective Cities 
and Nagyvárad (B34.11) with units in 
Trace Supply. 
 

Set-Up: 

 

Axis Information: (If  no 

nationality is indicated, units are 
German): 
 
Reserve Markers Available: 7 
 
Axis Supply Table: (two dice) 
 

 
Axis Dead Pile: 
1 Hung Pz Div: 5-3-6 Pz Bn (I/1) 
 
Axis Set-Up: 

1 Panzer Army and 1 Hungarian 
Army 
B1.03: 
2x Truck Point 
2x Wagon Point 
 
B3.07: 
16-4-3 Inf  Div (254, less 1 step) 
 
B3.08: 
12-4-3 Jg Div (97, less 1 step) 
 
B3.09: 
5-4-3 Inf  KG (168) 

4-4-3 Inf  Brkdwn Rgt (White Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
 
B3.12: 
12-4-3 Jg Div (101) 
 
B5.08: 
8-2-2 Arty Bn (White frame) 
12-2-2 Arty Grp (White frame) 
 
B5.19 w/i 1 hex: 
12-4-3 Jg Div (100) This division may 
deploy Jg Brkdwn Rgt units if  desired. 
4-3-3 Hung Mtn Bde (2) 
 
B6.18: 
12-1-2 Hung Arty Grp (White Frame) 
 
B6.21 w/i 1 hex: 
8-3-3 Hung Inf  Div (13) 
7-3-3 Hung Inf  Div (6) 
 
B8.07: 
11 Corps HQ   
2-2-2 Sec Bn (1003) 
2 SP 
 
B9.11: 
49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
 
B10.29: 
7-2-2 Hung Inf  Div (16, 24) 
 
B11.15: 
3 Hung Corps HQ 
1x Wagon Point 
2 SP 
 
B11.29: 
12-1-2 Hung Arty Grp (White Frame) 
 
B13.21: 
5 Hung Corps HQ 
 
B14.10: 
4-3-3 Hung Mtn Bde (1) 
 
B16.27: 
6 Hung Corps HQ (Note: this is NOT 
a White Frame unit) 
1x Wagon Point 
2 SP 
 

6 Army 
B27.08: 
(3)-3-3 AT Bn (721) 
4-5-6 AG Bn (286) 
2x Wagon Point 
2 SP 

Axis North West 

Roll Oct-44 Oct-44 

2-3 1 2 

4-5 2 3 

6-8 2 5 

9-10 2 7 

11-12 3 9 
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B28.07: 
(5)-4-3 AT Bn (661) 
 
B28.08: 
(5)-4-3 AT Bn (663) 
 
B28.14: 
72 Corps HQ 
2-2-2 Sec Bn (465) 
2 SP 
 
B29.14: 
16-4-3 Inf  Div (76, less 1 step) 
 
B32.01: 
(6)-4-3 LW Flak Bn 
4-5-6 AG Bn (228) 
1 SP 
 
B32.03: 
(3)-2-3 LW Flak Bn 
 
B32.05: 
(3)-2-3 LW Flak Bn 
 
B32.06: 
(6)-4-3 LW Flak Bn 
1 SP 
 
B32.07: 
(3)-2-3 LW Flak Bn 
4-4-6 AG Bn (325) 
 
B33.07: 
1 Pz Div (1 Recon, 1 Mot Inf  Rgt, 73 
Arty Rgt) 
(1)-5-6 PJ Comp. (Det) 
 
B33.11: 
23 Pz Div (128 Arty Rgt) 
 
B33.12: 
12-2-2 Arty Grp 
 
B34.10: 
23 Pz Div (23 Recon) 
 
B33.10: 
8-2-2 Arty Bn 
 
B33.13: 
6-2-2 Hung Inf  Div (12 Res, less 1 
step) 
 
B33.14: 
3-3-2 Inf  KG 
 
B34.11: 
(5)-4-3 AT Bn (662) 

3-3-3 Kor Bn (593) 
 
B34.12: 
3 Pz Corps HQ 
2-2-2 Sec Bn (Süd) 
3-2-2 Hung Brkdwn Rgt 
 
B35.12: 
23 Pz Div (I/23 Pz Bn, II/23 Pz Bn, 
126 PG Rgt, 128 Mot Inf  Rgt, Organic 
Truck (Full)) 
 
B36.05: 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 
Organic Truck (Full)) 
 
B36.06: 
1 Pz Div (113 PG Rgt, 37 PJ Bn) 
 
B36.08: 
7 Hung Corps HQ 
12-1-2 Hung Arty Grp 
Level-1 Hedgehog  
 
B35.10: 
3-2-2 Hung Brkdwn Rgt 
 
B37.09: 
6-2-2 Hung Inf  Div (4 Repl, less 1 
step) 
 
B38.01: 
(3)-2-3 LW Flak Bn 
 
B38.02: 
Axis Trainbusting marker (This 
represents a small Axis delaying force.) 
 

8 Army and 2 Hungarian Army 
B18.34: 
17 Corps HQ 
12-4-3 Jg Div (8) 
6-2-2 Hung Inf  (27 Lt) 
4-2-2 Hung Inf  Bde (9 Bdr) 
 
Note: The units below in B29.35 and 
B35.35 may not perform any action 
until the Axis 8 Oct Player Turn. 
Should a Soviet combat unit move 
adjacent to them they are immediately 
released and fully active. They are 
immune to Air or Artillery Barrage 
until the Axis 8 Oct Player Turn. 
 
B29.35: 
9 Hung Corps HQ 
14-4-3 Mtn Div (3) 
4-1-2 Hung Inf  Bde (2 Repl) 
18-2-2 Arty Grp 
 

B30.29: 
1 SP 
 
B34.27 w/i 1 hex: 
2 Hung Corps HQ 
(3)-3-3 Hung AT Bn (2A) 
2-2-2 Sec Bn (808) 
1x Wagon Point 
5 SP 
 
B35.35: 
29 Corps HQ 
16-4-3 Inf  Div (46, less 1 step) 
14-4-3 Mtn Div (4, less 1 step) 
12-2-2 Arty Grp 
8-2-2 Arty Bn 
 
B36.30: 
12-1-2 Hung Arty Grp 
 
B37.30: 
16-4-3 Inf  Div (15, less 3 steps) 
 
B37.31: 
SS-FG Cav Div (8 Arty Rgt) 
2x 12-2-2 Arty Grp 
 
B37.35: 
3-3-3 Kor Bn (558) 
4-4-3 Inf  Brkdwn Rgt 
 
B38.28: 
4-4-3 Inf  Brkdwn Rgt 
3-3-3 Hung Inf  Brkdwn Rgt 
 
B38.29: 
4-4-3 Inf  KG (Kessel) 
4-1-2 Hung Inf  Bde (7 Repl) 
 
B38.30: 
(4)-4-3 AT Bn (Kessel) 
8-3-3 Hung Inf  Div (25, less 1 step) 
 
B38.31: 
SS-FG Cav Div (8 Recon, 15 Cav Rgt) 
 
B38.32: 
SS-FG Cav Div (16 Cav Rgt, 18 Cav 
Rgt) 
 
B38.33: 
SS-FG Cav Div (8 AT Bn) 
4-4-3 Assault Bn (8A) 
 
B38.34: 
4-4-3 Inf  Brkdwn Rgt 
3-1-2 Hung Inf  Bde (9 Repl) 
 
B34.17: 
3-1-2 Hung Mtn Inf  Bde (1 Repl) 
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B34.22: 
3-1-2 Hung Mtn Inf  Bde (2 Repl) 
 

3 Hungarian Army 
B39.08: 
3-2-2 Hung Inf  Brkdwn Rgt 
 
B40.07: 
7-2-2 Hung Div (20, less 1 step) 
 
B41.05: 
Axis Trainbusting marker (This 
represents a small Axis delaying force.) 
 
B42.06: 
SS-MT Cav Div (52 Cav Rgt) 
 
Airbases: 
Level-3: B29.15 
Level-2: B15.05, B22.15, B27.08 
Level-1: B10.01, B32.06, B28.23, 
B34.11, B34.27 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) 
2x Fw.190F-8 (4) 
Fw 190F.8 (3) 
Ju.87G (Rudel) 
Ju 87G 
Hs.129B 
He.111H (12) 
2x Ju.52 
2x Glider 
 
Hungarian: 
Hung Bf-109G (5) 
Hung Mixed Fighter 
 

Soviet Information: 
(When no nationality is indicated, units 
are Russian.) 
Reserve Markers: Available: 7 
 
Soviet Supply Table: (two dice) 
 

 
Soviet Dead Pile: None 
 
Soviet Set-Up 

4th Ukrainian Front 
1 Gd Army  

(Combat units are White Frame 
unless otherwise indicated) 
 
B2.06: 
1 Gd Army HQ 
9-5-5 Flm Tank Bde (31) 
4-4-6 Gd Tank Bn (1 Gd) 
8-3-3 Gd Mtn Div (128 Gd) 
8-2-2 Mtn Div (242, 318) 
(2)-4-3 NKVD Bdr Rgt (23) 
5 SP 
 
B2.07: 
10-3-3 Inf  Div (226, 271) 
42-1-1 Mortar Bde (4UFa, 4UFb) 
 
B2.08: 
14-4-3 Inf  Div (30) 
8-2-2 Inf  Div (141 - Not White-
Frame, 237)) 
8-1-2 Inf  Div (276) 
 
B2.09: 
26-1-2 Arty Bde (4 UF) 
26-2-2 Gd Arty Bde (24 Gd) 
5-5-3 Assault Eng Bde (15) 
10-2-2 Gd Inf  Div (129 Gd) 
8-2-2 Inf  Div (167) 
8-1-2 Inf  Div (155) (not White-
Frame) 
 

18 Army  
(Combat units are White Frame 
unless otherwise indicated) 
B2.12: 
18 Army HQ 
10-3-3 Gd Inf  Div (66 Gd) (Not 
White-Frame) 
8-2-2 Inf  Div (161) 
8-1-2 Inf  Div (151, 317) (Not White-
Frame units) 
(2)-4-3 NKVD Bdr Rgt (79) 
 
B2.13: 
42-1-1 Mortar Bde (4UFc) 
26-1-2 Arty Bde (146) 
 
B2.14: 
1x Wagon 
3 SP 
 
B4.19: 
14-4-3 Inf  Div (24) 
 
B5.22: 
8-2-2 Inf  Div (351) 
 
B3.33: 

4th Ukr. Front Marker 
1x Wagon 
3 SP 
 
B8.30: 
75-2-1 Gd Katy Bde (4 UF) 
(2)-4-3 NKVD Bdr Rgt (92) 
 
B9.30: 
9-3-8 Gd Tank Bde (5 Gd) 
10-3-3 Gd Airborne Div (2 Gd) 
8-2-2 Inf  Div (138) 
8-1-2 Inf  Div (8)    
  

8 Air Army (Set up in the 8th Air 

Army Box) 
4x IL.2 (White Frame) 
2x Gd La.5 (White Frame) 
 
2nd Ukrainian Front 
6 Gd Tank Army 
B35.13: 
8-3-3 Inf Div (1 Rum) 
 
B36.12: 
8-2-2 Inf  Div (78) 
 
B37.12: 
8-1-2 Inf  Div (337) 
 
B38.12: 
8-2-2 Rum Mtn Inf  Div (3) 
 
B38.10: 
9 Gd Mech Corps (30 Gd Mech Bde, 
31 Gd Mech Bde, 458 GD Mortar 
Rgt, Organic Truck (full)) 
4-4-6 Gd Tank Bn (49 Gd) 
 
B40.17: 
2nd Ukr. Front Marker 
6 Gd Tank Army HQ 
(4)-4-3 AT Bde (24) 
26-1-2 Arty Bde (27) 
(2)-4-3 NKVD Bdr Rgt (10) 
12 SP 
 
B39.10: 
5 Gd Tank Corps (20 Gd Tank Bde, 
390 Gd AT Bn, 6 Gd Mot Bde, 
391Gd AT Bn, 454 Gd Mortar Rgt, 
Organic Truck (full)) 
4-4-6 Gd Motorcycle Rgt (4 Gd) 
 

Cavalry Mechanized Group 
Plijev 
B41.09: 
6 Gd Cav Corps (8 Gd Cav Div, 13 
Gd Cav Div, 8 Cav Div, 1813 SP Arty 
Bn, 6 Tank Rgt, 11 Gd Katy Rgt) 

Soviet North 
East Entry 

Area or Sibiu 

Roll Oct-44 Oct-44 

2-3 0 4 

4-5 1 6 

6-8 1 8 

9-10 1 10 

11-12 2 12 
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B42.09: 
144-2-1 Katy Div (2 UF) 
(2)-4-3 NKVD Bdr Rgt (24) 
 
B42.08: 
4 Gd Cav Corps (9 Gd Cav Div, 10 
Gd Cav Div, 30 Cav Div, 1815 SP 
Arty Bn, 4 Tank Rgt, 12 Gd Katy Rgt) 
 
B42.07: 
(4)-4-3 AT Bde (34) 
(1)-0-0 Pontoon Bde (1) 
 
B43.09: 
Plijev HQ 
(4)-4-3 AT Bde (12) 
32-2-1 Gd Katy Bde (2 Gd) 
26-1-2 Arty Bde (202) 
 
B43.08: 
7 Mech Corps (41 Gd Tank Bde, 16 
Mech Bde, 63 Mech Bde, 64 Mech 
Bde, 78 Gd Tank Bn, 1289 AT Bn (3-
2-8 counter), 1440 SP Arty Bn, 109 
AT Bn, 614 Mortar Rgt, Organic 
Truck (Full)) 
 
B46.07: 
18 Tank Corps (110 Tank Bde, 32 
Mot Bde, 363 Gd AG Bn, 1000 AT 
Bn, 292 Mortar Rgt, Organic Truck 
(Full)) Must enter the scenario 
playable area by moving directly 
through B41.05 (Békéscsaba) 
 
B48.08: 
10 SP 
 
B48.09: 
(2)-4-3 NKVD Bdr Rgt (109, 123) 
 
B54.09: 
(2)-4-3 NKVD Bdr Rgt (124, 128) 
 

4 Rumanian Army 
B45.30: 
2 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 
B39.35: 
8-2-2 Rum Inf  Div (8, 20) 
3-4-6 Rum Pz Bn (Rum) 
8-1-2 Rum Arty Grp (4) 
B39.34: 
8-2-2 Rum Inf  Div (7, 9, 18) 
 
B39.33: 
6 Rum Corps HQ 
8-2-2 Rum Inf  Div (3, 11) 

 
B39.32: 
12-2-2 Rum Inf  Div (21) 
12-2-2 Rum Mtn Div (1) 
12-3-3 Rum Inf  Div (6) 
 

Rumanian Mountain Group 
B35.18: 
(5)-2-4 Rum Partisan KG (Crisuri 1) 
B35.19: 
(5)-2-4 Rum Partisan KG (Crisuri 2) 
B35.21: 
(5)-2-4 Rum Partisan KG (Bihor 1) 
B35.22: 
(5)-2-4 Rum Partisan KG (Bihor 2) 
 

27 Army 
B41.30: 
27 Army HQ 
(4)-4-3 AT Bde (30) 
54-1-2 Arty Div (11) 
 
B40.30: 
90-1-2 Arty Div (16a, 16b) 
28-1-1 Mort Bde (27) 
 
B39.31: 
14-4-3 Gd Airborne Div (4 Gd) 
8-4-3 Inf  Div (163) 
8-2-2 Inf  Div (206) 
 
B39.30: 
12-4-3 Gd Inf  Div (93 Gd) 
8-2-2 Inf  Div (180) 
 
B39.29: 
12-4-3 Gd Airborne Div (3 Gd) 
8-3-3 Inf  Div (202) 
 
Sibiu box: 
5 SP 
 

Cavalry Mechanized Group 
Gorskov 
B40.27: 
23 Tank Corps (39 Tank Bde, 135 
Tank Bde, 56 Mot Bde, 1443 SP Arty 
Bn, 1669 Su Bn, 457 Mortar Rgt, 
Organic Truck (Full)) 
 
B41.18: 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 63 Cav Div, 1896 SP 
Arty Bn, 5 Tank Rgt, 9 Gd Katy Rgt) 
 
B41.27: 
Gorskov HQ 
 
Airbases: 

Level-3: B48.08, B48.09, B54.09, 
B55.15 
 
Level-2: B49.34 
 
Rumanian Air Forces (placed at the 
Airbase in hex B49.34) 
Rum Bf-109 
Rum Hs-129 
Rum Ju-88 
Rum Ju-87D 
 

5 Air Army Air units may not use the 

17th Air Army box in this scenario. 
6x Gd IL.2 
2x IL.2 
2x Yak.9 
4x Gd Yak.9 
1x La-5 
2x Gd La.5 
2x A.20 
2x Li.2 
 
LRAF (in LRAF box) 
5x IL.4 
1xB.25 
2x Gd B.25 
 
 

5.2  
Hungarian Rhapsody  
Grand Campaign 
(5 Oct 1944 to 26 Feb 1945) 
 

General Information: 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Dry and Limited Flight -on 
5 Oct 
First Turn: 5 Oct 
Last Turn: 26 Feb 
Game Length: 43 turns 
Maps: Use Map A and Map B 
Transport Points: All Organic Trucks 
start Full. Other Wagons and Trucks 
may start loaded if SPs are present in 
their hexes. 
The LRAF Refit Capability Marker 
is placed in the “2” box. 
 

Special Rules: 

Blocking the Soviet 40 Army. 
The Axis stack in B18.34 cannot move 
on 5 Oct 44. 
 

Start Date. The Soviet offensive 
started on 6 Oct 44 when most of their 
preparatory ground movement was 
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already complete. Consequently, on 
the 5 Oct 44 turn, Soviet and 
Rumanian movement factors are 
halved  for Truck, Track and Cavalry 
units (in Movement phase, Reaction 
Phase and Exploitation Phase). All 
other Soviet, Rumanian and Axis units 
may move normally. 
 

Soviets Replacements. None 
prior to 29 Oct. 
 

Hitler Request. The Axis player 
must eliminate all Slovak Partisan units 
and the 2 Cz Airborne Bde by the end 
of the 26 Oct 1944 turn. Starting 29 
Oct and each turn thereafter where this 
condition is not met, the Axis player 
loses 4 SP from their allotment of SP 
received from the Supply table. 
 

Victory Conditions: 
Soviet Sudden Death Win. If 
all 7 hexes of Budapest are occupied by 
Soviet units in Trace Supply on or 
before the end of the 8 Feb 45 turn, the 
Soviet player wins a Crushing Victory. 

Design Note. Stalin can officially and 
personally announce the news to Roosevelt and 
Churchill at Yalta. 
 

Axis Sudden Death Win. If the 

Axis player is able to restore Trace 
Supply to at least one hex of Budapest 
at the end of his Player Turn, it is a 
Crushing Victory.  This can only take 
place on or after 1 Jan 45. Budapest 
must have been previously cut off 
from Trace Supply, and at the end of 
his Player Turn Axis units in the hex 
can Trace Supply as though it were the 

Axis Supply Phase. Design Note. 
Propaganda Victory...the heroic SS defenders 
of Budapest were saved by other SS brothers 
from the beastly Communists. One can 
imagine what Goebbels would have done with 
such an event. 
 

Victory by Geographic 
Objectives. 
Failing a Sudden Death Victory by 
either side, Campaign Game victory is 
determined by the number of points 
awarded to the Soviet Player for 
occupying geographic objectives: 
 

Budapest Objective: 

At the start of the 1 Dec turn, the 
Soviet player must choose between 

two mutually exclusive Budapest 
Objectives. The Soviet player will 
record his choice and reveal it at the 
end of the Soviet 26 Dec player turn. 
The Soviet player may not change his 
choice once recorded. The options are: 
 

Assault Budapest: To achieve this 
Objective, the Soviet player must have 
a combat unit in Trace Supply in 5 
Budapest city hexes at the end of the 
26 Dec turn. Combat, Overrun and 
Barrage (Air and Arty) are allowed 
against Budapest city hexes. 
 
OR 
 

Surround Budapest: To achieve 
this Objective, no Budapest city hex 
may be occupied by an Axis combat 
unit in Trace Supply at the end of the 
26 Dec turn, (“Budapest is 
Surrounded”). Combat, Overrun and 
Barrage (Air or Arty) are NOT 
allowed against Budapest city hexes 
on or after 1 Dec until the arrival of the 
Soviet Assault Engineer Battalions. 
 
For purposes of Surround Budapest 
Objective, the use of Goulash Markers 
per 2.1e, is NOT considered Trace 
Supply. 
 
Two turns after the turn when 
Budapest is Surrounded, the Soviet 
Player receives six 2-5-3 Assault Eng 
Bn (11a, 11b, 12a, 12b, 14a, 14b). 
These units set up in the 
Reinforcement Phase on any Soviet 
HQ in Trace Supply. For example, if 
Budapest is Surrounded at the start of 
the 22 Dec turn, these units will arrive 
in the Soviet Reinforcement Phase on 
29 Dec. These Soviet Engineer 
Battalions will arrive no later than 1 
Jan. 
 

Resolution. At the end of the Soviet 
26 Dec Player turn, the Soviet player 
reveals his Budapest Objective. If if he 
has achieved his objective, award him 

2 VPs. 

 

26 Feb Objectives: 
The Soviet Player gets the following 
Victory Points for the control of the 
following VP Objective Hexes: 
 
Budapest City Hexes: 

2 VPs-Hex A33.18 

1 VP–Each other Budapest city hex. 

(8 VPs possible) 

 

Pécs (A56.13): 1 VP 

 

Székesfehérvár (A39.13): 1 VP 

 
Bridgeheads west of the Garam 
River: For controlling both A26.12 

and A28.13: 1 VP 

 
Slovakian Objectives: 
Kassa (A9.35), Rozsnyó (A12.28), 
Poprad (A7.26), Brezno (A11.20), 
and Zvolen (A16.16), for controlling 

all 5: 1 VP 

 
Banská Bystrica (A13.16) and 
Banská Stiavnica (A18.14), for 

controlling both: 1 VP 

 

Komáron and Gyὄr: The following 
are awarded only if all 8 VP for 
controlling Budapest have been 
earned: 

Komárom (A30.09): 1 VP 

Gyὄr (A32.04): 1 VP 

 

Total VPs available: 17 VPs 

 

Design Note. Historical Result (26 Feb 
45) - 12 VPs. The Axis recaptured 
Székesfehérvár and the Garam bridgehead, 
and the Soviets were not able to occupy 
Banská Bystrica/Banská Stiavnica or 

Komárom/Gyὄr. This is considered a 
Draw—the Soviets will have to do better than 
their historical counterparts to achieve a 
victory. 
 

Victory Level:

 
Victory Level 

Any Budapest City Hex 

controlled by the Axis: 

 Axis Major Victory 
 

11 or less VPs: 

 Axis Minor Victory 
 

12 VPs: Draw 

  
 

13-15 VPs: 
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 Soviet Minor 
Victory 
 

16-17 VPs: 

 Soviet Major Victory 
 

Set-Up: 

Use the “The Battle of Debrecen 
(Two-Map Scenario)” (5.3) Set-Up 
and add these units: 

 

Axis Information: 
Goulash Markers Available: 7 
 
Budapest Garrison 
3 x (6)-4-3 LW Flak Bn (unrebuildable) 
3-3-3 SS Pol Inf Rgt (1) 
2-2-5 SS Pol AG Comp. (12) 
2-2-2 Sec Bn (407) 
1 Hung Corps HQ (1) 
4 x (2)-2-3 Hung AT Bn (Bp) 
(5)-4-3 Hung AT Bn (Bp) 
 
Rear Forces 
A43.18: 3-3-3 SS Pol Rgt (8) 
A53.20: 3-2-2 Hung Inf KG 
A59.20: 3-3-3 Hung Inf KG 

 

Soviet Information: 
(No additional set-up.) 
 
 

5.3 The Battle of 
Debrecen  
(5 Oct to 26 Oct 1944) 
 

General Information: 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Automatically “Dry and 
Limited Flight” on 5 Oct 
First Turn: 5 Oct 
Last Turn: 26 Oct 
Game Length: 7 turns 
Maps: Use Map A and Map B 
Transport Points: All Organic Trucks 
start Full. Other Wagons and Trucks 
may start loaded if SP are present in 
their hexes for the setup 
The LRAF Refit Capability Marker 
is placed in the 2 box. 
 

Special Rules: 
Führer Order. Axis units which start 
near the east edge of  the map are 
restricted on the 5 Oct turn: Turda 
(B37.30) must be occupied with at least 

one Combat unit and the units which 
start in hex B18.34 may not move at all. 
 

Budapest and Danube 
Garrison. Soviet ground units may 
not move or attack across the Danube 
River. Soviet ground units may not 
attack or enter the Budapest/Attila line 
(all Map Printed Hedgehog hexes west 
of the Danube River and w/i 2 hexes 
of any Budapest city hex). Soviet and 
Rumanian air units may perform any 
missions freely anywhere on the map. 
 

Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 
controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

Start Date. For the 5 Oct turn 
Movement Allowances are halved for 
Soviet Units using truck or track 
movement and Soviet Cavalry units. 
 

Soviet Replacements. None. 
 

Soviet Infantry Division 
Rebuilds (3.3a). A maximum of 5x 
Infantry Divisions can be rebuilt in this 
scenario (not 10). 
 

Victory Conditions: 
(All victory conditions are checked at 
the end of the Scenario) 
Victory is determined by the number 
of points scored by the Soviet player: 
 

Objectives/Victory Points. 
Soviet unit adjacent to the Danube 

in Trace Supply:  2 VPs 

Control Debrecen (B27.08): 

1 VP 

Control Nyiregyhaza (B20.07): 

1 VP 

Control Csap (B12.10): 

1 VP 

Control Miskolc (A20.32): 

1 VP 

Control Kecskemét (A41.25): 

1 VP 

Any Slovak Partisan unit or the 
Czech 2nd Airborne Bde is still on 
the map: 

1 VP 

 
Axis units east of Bxx.10 either 
eliminated by Attrition or present on 
the map but out of Trace Supply. 

0-9 Steps  0 VPs 

10-19 Steps 1 VP 

20 (or more) Steps 2 VPs 

(Not cumulative) 
 

Victory Level:

 
Victory Level 

5 VPs or more: 

 Soviet Major Victory 
 

4 VPs: 

 Soviet Minor 
Victory 

 

3 VPs: Draw 

  
 

2 VPs: Axis Minor Victory 

 

0-1 VPs: Axis Major Victory 

 

Set-Up: 
 

Axis Information: 
(When no nationality is indicated, units 
are German): 
 
Reserve Markers Available: 10 
 
Axis Dead Pile: 
1 Hung Pz Div: 5-3-6 Pz Bn (I/1) 
 
Axis Set-Up: 
Any Budapest City Hex 
10 SP 
(1)-0–0 Pontoon (AGS) 
 
Rear Forces 
A7.17: 
3-0-2 SS Inf Bde (Dlwgr) 
Tatra Pz Div (82, 85 Mot Inf) 
 
A6.16: 
Tatra Pz Div (Tatra Arty Rgt) 
 
A10.24: 
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3-2-2 SS Inf KG (14 Gal) 
 
A11.01: 
1x Wagon Point 
 
A14.23: 
SS-HW PG Div (39 Mot Inf Rgt, 18 
AG Bn) 
 
A16.14: 
14-3-2 VG Div (708, less 2 steps) 
 
A16.20: 
SS-HW PG Div (40 Mot Inf Rgt) 
 
A17.20: 
SS-HW PG Div (18 Recon) 
 
A17.21: 
SS- HW PG Div (18 Arty Rgt) 
 
A17.25: 
1 SP 
 
A18.16: 
5-3-3 SS Inf KG (Schill) 
 
A24.01: 
1x Wagon Point 
 
A27.04: 
4x Truck Point 
 

1 Panzer Army and 1 Hungarian 
Army 
B1.03: 
2x Truck Point 
2x Wagon Point 
 
B3.07: 
16-4-3 Inf Div (254, less 1 step) 
 
B3.08: 
12-4-3 Jg Div (97, less 1 step) 
 
B3.09: 
5-4-3 Inf KG (168) 
4-4-3 Inf Brkdwn Rgt (White Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
 
B3.12: 
12-4-3 Jg Div (101) 
 
B5.08: 
8-2-2 Arty Bn (White Frame) 
12-2-2 Arty Grp (White Frame) 
 
B5.19 w/i 1 hex of: 
12-4-3 Jg Div (100) This division may 
deploy Inf Brkdwn Rgt units if desired 

4-3-3 Hung Mtn Bde (2) 
 
B6.18: 
12-1-2 Hung Arty Grp (White Frame) 
 
B6.21 w/i 1 of hex: 
8-3-3 Hung Inf Div (13) 
7-3-3 Hung Inf Div (6) 
 
A7.26: 
3-3-3 Kor Bn (531) 
 
B8.07: 
11 Corps HQ 
2-2-2 Sec Bn (1003) 
2 SP 
 
B9.11: 
49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
 
B10.29: 
7-2-2 Hung Inf Div (16, 24) 
 
B11.15: 
3 Hung Corps HQ 
1x Wagon Point 
2 SP 
 
B11.29: 
12-1-2 Hung Arty Grp (White Frame) 
 
B13.21: 
5 Hung Corps HQ 
 
B14.10: 
4-3-3 Hung Mtn Bde (1) 
 
B16.27: 
6 Hung Corps HQ (Note: this is NOT 
a White Frame unit) 
1x Wagon Point 
2 SP 
 

6 Army 
B27.08: 
(3)-3-3 AT Bn (721) 
4-5-6 AG Bn (286) 
2x Wagon Point 
2 SP 
 
B28.07: 
(5)-4-3 AT Bn (661) 
 
B28.08: 
(5)-4-3 AT Bn (663) 
 
B28.14: 
72 Corps HQ 
2-2-2 Sec Bn (465) 

2 SP 
 
B29.14: 
16-4-3 Inf Div (76, less 1 step) 
 
B32.01: 
(6)-4-3 LW Flak Bn 
4-5-6 AG Bn (228) 
1 SP 
 
B32.03: 
(3)-2-3 LW Flak Bn 
 
B32.05: 
(3)-2-3 LW Flak Bn 
 
B32.06: 
(6)-4-3 LW Flak Bn 
1 SP 
 
B32.07: 
(3)-2-3 LW Flak Bn 
4-4-6 AG Bn (325) 
 
A36.28: 
(6)-4-3 LW Flak Bn 
3-3-2 Inf KG 
 
B33.07: 
1 Pz Div (1 Recon, 1 Mot Inf Rgt, 73 
Arty Rgt) 
(1)-5-6 PJ Comp (Det) 
 
B33.11: 
23 Pz Div (128 Arty Rgt) 
 
B33.12: 
12-2-2 Arty Grp 
 
B34.10: 
23 Pz Div (23 Recon) 
 
B33.10: 
8-2-2 Arty Bn 
 
B33.13: 
6-2-2 Hung Inf Div (12 Res, less 1 
step) 
 
B33.14: 
3-3-2 Inf KG 
 
B34.11: 
(5)-4-3 AT Bn (662) 
3-3-3 Kor Bn (593) 
 
B34.12: 
3 Pz Corps HQ 
2-2-2 Sec Bn (Süd) 
3-2-2 Hung Inf Brkdwn Rgt 
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B35.12: 
23 Pz Div (I/23 Pz Bn, II/23 Pz Bn, 
126 PG Rgt, 128 Mot Inf Rgt, Organic 
Truck (Full)) 
 
B36.05: 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 
Organic Truck (Full)) 
 
B36.06: 
1 Pz Div (113 PG Rgt, 37 PJ Bn) 
 
B36.08: 
7 Hung Corps HQ 
12-1-2 Hung Arty Grp 
Level-1 Hedgehog  
 
B35.10: 
3-2-2 Hung Inf Brkdwn Rgt 
 
B38.01: 
(3)-2-3 LW Flak Bn 
 
B38.02: 
Axis Trainbusting marker (This 
represents a small Axis delaying force.) 
 
B37.09: 
6-2-2 Hung Inf Div (4 Repl, less 1 step) 
 

8 Army and 2 Hungarian Army 
B18.34: 
17 Corps HQ 
12-4-3 Jg Div (8) 
6-2-2 Hung Inf Division (27 Lt) 
4-2-2 Hung Inf Bde (9 Bdr) 
 
Note: The units below in B29.35 and 
B35.35 may not perform any action 
until the Axis 8 Oct Player Turn. 
Should a Soviet combat unit move 
adjacent to them they are immediately 
released and fully active. They are 
immune to Air or Artillery Barrage 
until the Axis 8 Oct Player Turn. 
 
B29.35: 
9 Hung Corps HQ 
14-4-3 Mtn Div (3)   
4-1-2 Hung Inf Bde (2 Repl) 
18-2-2 Arty Grp 
 
B30.29: 
1 SP 
 
B34.27 w/i 1 hex of: 
2 Hung Corps HQ 
(3)-3-3 Hung AT Bn (2A) 
2-2-2 Sec Bn (808) 

1x Wagon Point 
5 SP 
 
B35.35: 
29 Corps HQ 
16-4-3 Inf Div (46, less 1 step) 
14-4-3 Mtn Div (4, less 1 step) 
12-2-2 Arty Grp 
8-2-2 Arty Bn 
 
B36.30: 
12-1-2 Hung Arty Grp 
 
B37.30: 
16-4-3 Inf Div (15, less 3 steps) 
 
B37.31: 
SS-FG Cav Div (8 Arty Rgt) 
2x 12-2-2 Arty Grp 
 
B37.35: 
3-3-3 Kor Bn (558) 
4-4-3 Inf Brkdwn Rgt 
 
B38.28: 
4-4-3 Inf Brkdwn Rgt 
3-3-3 Hung Inf Brkdwn Rgt 
 
B38.29: 
4-4-3 Inf KG (Kessel) 
4-1-2 Hung Inf Bde (7 Repl) 
 
B38.30: 
(4)-4-3 AT Bn (Kessel) 
8-3-3 Hung Inf Div (25, less 1 step) 
 
B38.31: 
SS-FG Cav Div (8 Recon, 15 Cav Rgt) 
 
B38.32: 
SS-FG Cav Div (16 Cav Rgt, 18 Cav 
Rgt) 
 
B38.33: 
SS-FG Cav Div (8 AT Bn) 
4-4-3 Assault Bn (8A) 
 
B38.34: 
4-4-3 Inf Brkdwn Rgt 
3-1-2 Hung Inf Bde (9 Repl) 
 
B34.17: 
3-1-2 Hung Mtn Bde (1 Repl) 
 
B34.22: 
3-1-2 Hung Mtn Bde (2 Repl) 

 
3 Hungarian Army 
B39.08: 
3-2-2 Hung Inf Brkdwn Rgt 

 
B40.07: 
7-2-2 Hung Div (20, less 1 step) 
 
B41.05: 
Axis Trainbusting marker (This 
represents a small Axis delaying force.) 
1 SP 
 
A44.31: 
1 Hung Pz Div (1 Recon, 1 Mot Inf 
Rgt, 51 AT Bn, 1 Arty Rgt) 
1 SP 
 
A41.31: 
12-4-4 Hung Cav Div (1) 
 
B42.06: 
SS-MT Cav Div (52 Cav Rgt) 
 
B44.06: 
3-3-4 Hung Cav Rgt (1 Repl) 
 
B46.05: 
3-2-2 Hung Inf Brkdwn Rgt 
 
B47.01: 
6-2-2 Hung Inf Div (8 Repl, less 1 step) 
 
B47.03: 
3-2-2 Hung Inf Brkdwn Rgt 
 
B47.05: 
6-2-2 Hung Inf Div (6 Res, less 1 step) 
 
A60.31: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
3-3-2 Inf KG 
8-2-2 Arty Bn 
 
A61.31: 
SS-PO PG Div (4 Recon, 4 AG Bn, 7 
Mot Inf Rgt, 8 Mot Inf Rgt, 4 Arty Rgt) 
 
A62.33: 
3-2-2 Hung Inf KG 
 
A43.30: 
(6)-4-3 LW Flak Bn 
3-2-2 Hung Inf KG 
 
A47.33: 
6-2-2 Hung Inf Div (23 Res, less 1 
step) 
 
A48.32: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A50.30: 
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8 Hung Corps HQ (8) 
12-1-2 Hung Arty Grp 
1 SP 
 
A50.31: 
3-2-2 Hung Inf KG 
 

OKH Reserves: 
A25.31 w/i 1 hex of: 
FHH PG Div (FHH Recon, Füs Mot 
Inf Rgt, Gren PG Rgt, FHH AG Bn, 
FHH Arty Bn) 
1 SP 
 
A33.20: 
10-4-6 Pz Bde (109) 
 
A39.26 w/i 1 hex of: 
13 Pz Div (13 Recon, I/4 Pz Bn, 66 
PG Rgt, 93 Mot Inf Rgt, 13 Mot AT 
Bn, 13 Arty Bn) 
1 SP 
 
Airbases: 
Level-3: A32.05, A34.19, A34.24, 
B29.15 
 
Level-2: A25.30, A38.03, A39.10, 
A56.12, B15.05, B22.15, B27.08 
 
Level-1: A17.05, A18.28, A27.10, 
A34.16, A50.31, A51.18, A54.27, 
B10.01, B32.06, B28.23, B34.11, 
B34.27, B41.05 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110  
3x Fw.190F-8 (4) 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
Hs.129B 
He.111H (12) 
He.111 H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces: 
Hung Bf-109G (5) 
Hung Mixed Fighter 
 

Soviet Information: 
(When no nationality is indicated, units 
are Soviet): 
Reserve Markers Available: 9 
 

Soviet Dead Pile: None 
 
Soviet Set-Up: 
 

Slovakian Partisans 
A8.16: 
1-1-4 Partisan Rgt (Slovak 1) 
 
A10.23: 
1-1-4 Partisan Rgt (Slovak 2) 
 
A13.23: 
1-1-4 Partisan Rgt (Slovak 3) 
 
A16.15: 
1-1- 4 Partisan Rgt (Slovak 4) 
 
A16.19: 
1-1-4 Partisan Rgt (Slovak 5) 
 
A17.16: 
1-1-4 Partisan Rgt (Slovak 6) 
 
A 13.16: 
3-3-3 Cz Airborne Inf Bde (2) 
 

4th Ukrainian Front 
1 Gd Army (combat units are White 

Frame unless otherwise indicated) 
 
B2.06: 
1 Gd Army HQ 
9-5-5 Flm Tank Bde (31 Gd) 
4-4-6 Gd Tank Bn (1 Gd) 
8-3-3 Gd Mtn Div (128 Gd) 
8-2-2 Mtn Div (242, 318) 
(2)-4-3 NKVD Bdr Rgt (23) 
5 SP 
 
B2.07: 
10-3-3 Inf Div (226, 271) 
42-1-1 Mortar Bde (4UFa, 4UFb) 
 
B2.08: 
14-4-3 Inf Div (30) 
8-2-2 Inf Div (141, 237) (141 Inf Div, 
not White Frame) 
8-1-2 Inf Div (276) 
 
B2.09: 
26-1-2 Arty Bde (4 UF) 
26-2-2 Gd Arty Bde (24 Gd) 
5-5-3 Assault Eng Bde (15) 
10-2-2 Gd Inf Div (129 Gd) 
8-2-2 Inf Div (167) 
8-1-2 Inf Div (155, not White Frame) 
 

18 Army (combat units are White 

Frame unless otherwise indicated) 
B2.12: 

18 Army HQ 
10-3-3 Gd Inf Div (66 Gd) (not White 
Frame) 
8-2-2 Inf Div (161) 
8-1-2 Inf Div (151, 317) (not White 
Frame units) 
(2)-4-3 NKVD Bdr Rgt (79) 
 
B2.13: 
42-1-1 Mortar Bde (4UFc) 
26-1-2 Arty Bde (146) 
 
B2.14: 
1x Wagon 
3 SP 
 
B4.19: 
14-4-3 Inf Div (24) 
 
B5.22: 
8-2-2 Inf Div (351) 
 
B3.33: 
4th Ukr. Front Marker 
1x Wagon 
3 SP 
 
B8.30: 
75-2-1 Gd Katy Bde (4 UF) 
(2)-4-3 NKVD Bdr Rgt (92) 
 
B9.30: 
9-3-8 Gd Tank Bde (5 Gd) 
10-3-3 Gd Airborne Div (2 Gd) 
8-2-2 Inf Div (138) 
8-1-2 Inf Div (8) 
 

8 Air Army (set up in the 8 Air Army 

Box) 
4x IL.2 (White Frame) 
2x Gd La.5 (White Frame) 
 

2nd Ukrainian Front 
6 Gd Tank Army 
B35.13: 
8-3-3 Inf Div (1 Rum) This is a Soviet 
unit. 
 
B36.12: 
8-2-2 Inf Div (78) 
 
B37.12: 
8-1-2 Inf Div (337) 
 
B38.12: 
8-2-2 Rum Mtn Inf Div (3) 
 
B38.10: 
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9 Gd Mech Corps (30 Gd Mech Bde, 
31 Gd Mech Bde, 458 Mortar Rgt, 
Organic Truck (full)) 
4-4-6 Gd Tank Bn (49 Gd) 
 
B40.17: 
2nd Ukr. Front Marker 
6 Gd Tank Army HQ 
(4)-4-3 AT Bde (24) 
26-1-2 Arty Bde (27) 
(2)-4-3 NKVD Bdr Rgt (10) 
12 SP 
 
B39.10: 
5 Gd Tank Corps (20 Gd Tank Bde, 
390 Gd AT Bn, 6 Gd Mot Bde, 391 Gd 
AT Bn, 454 Gd Mortar Rgt, Organic 
Truck (full)) 
4-4-6 Gd Motorcycle Rgt (4 Gd) 
 

Cavalry Mechanized Group 
Plijev 
B41.09: 
6 Gd Cav Corps (8 Gd Cav Div, 13 Gd 
Cav Div, 8 Cav Div, 1813 SP Arty Bn, 
6 Tank Rgt, 11 Gd Katy Rgt) 
 
B42.09: 
144-2-1 Katy Div (2 UF) 
(2)-4-3 NKVD Bdr Rgt (24) 
 
B42.08: 
4 Gd Cav Corps (9 Gd Cav Div, 10 Gd 
Cav Div, 30 Cav Div, 1815 SP Arty Bn, 
4 Tank Rgt, 12 Gd Katy Rgt) 
 
B42.07: 
(4)-4-3 AT Bde (34) 
(1)-0-0 Pontoon Bde (1) 
 
B43.09: 
Plijev HQ 
(4)-4-3 AT Bde (12) 
32-2-1 Gd Katy Bde (2 Gd) 
26-1-2 Arty Bde (202) 
 
B43.08: 
7 Mech Corps (41 Gd Tank Bde, 16 
Mech Bde, 63 Mech Bde, 64 Mech 
Bde, 78 Gd Tank Bn, 1289 AT Bn (3-
2-8 counter), 1440 SP Arty Bn, 109 AT 
Bn, 614 Mortar Rgt, Organic Truck 
(Full)) 
 

53 Army 
B44.07: 
8-1-2 Inf Div (409) 
 
B45.07: 
8-1-2 Inf Div (297) 

 
B46.06: 
8-1-2 Inf Div (228) 
 
B46.07: 
18 Tank Corps (110 Tank Bde, 32 Mot 
Bde, 363 Gd AG Bn, 1000 AT Bn, 292 
Mortar Rgt, Organic Truck (Full)) 
 
B47.06: 
8-1-2 Inf Div (243) 
 
B48.02: 
12-4-3 Gd Airborne Div (1 Gd) 
 
B48.03: 
10-4-3 Gd Inf Div (110 Gd) 
 
B48.04: 
8-2-2 Inf Div (375) 
 
B48.05: 
8-2-2 Inf Div (203) 
 
B48.08: 
53 Army HQ 
(4)-4-3 AT Bde (31) 
10-4-3 Gd Inf Div (25 Gd) 
(1)-0-0 Pontoon Bde (3) 
15 SP 
 
B48.09: 
(2)-4-3 NKVD Bdr Rgt (109, 123) 
 
B49.04: 
90-2-2 Gd Arty Div (5a, 5b) 
(4)-4-3 AT Bde (11) 
 
B49.05: 
40-1-2 Arty Bde (152) 
 
B54.09: 
(2)-4-3 NKVD Bdr Rgt (124, 128) 
 
B49.17 
Special Wagon Extender 
 

1 Rumanian Army 
B49.03: 
4 Rum Corps HQ 
12-1-2 Rum Inf Div (2, 4) 
8-1-2 Rum Arty Grp (1) 
 
B49.06: 
7 Rum Corps HQ 
8-1-2 Rum Inf Div (1, 19) 
 
B50.04: 
9 Rum Cav Div (3 Ros Cav Rgt, 13 Cal 
Cav Rgt, 13 Ros Mot Cav Rgt) 

3-1-4 Rum Cav Rgt (1 Tng) 
 

46 Army 
B48.01: 
10-3-3 Gd Inf Div (109 Gd) 
 
A48.34: 
10-4-3 Gd Inf Div (59 Gd) 
 
A48.33: 
12-4-3 Gd Inf Div (86 Gd) 
 
A49.33: 
10-2-2 Gd Inf Div (49 Gd) 
 
A49.34: 
90-1-2 Arty Div (7a, 7b) 
 
A50.32: 
10-3-3 Gd Inf Div (4 Gd) 
 
A51.32: 
10-3-3 Gd Inf Div (40 Gd) 
 
A52.31: 
10-2-2 Gd Inf Div (34 Gd) 
 
B49.01: 
22-1-2 Arty Bde (46) 
26-2-2 Gd Arty Bde (45 Gd) 
 
A50.34: 
46 Army HQ 
(4)-4-3 AT Bde (2) 
(1)-0-0 Pontoon Bde (2) 
5 SP   
 
A60.34: 
10-3-3 Gd Inf Div (108 Gd) 
 
B60.01: 
8-2-2 Inf Div (320) 
 
B55.09: 
(4)-4-3 AT Bde (22) 
 
B50.03: 
(2)-4-3 NKVD Bdr Rgt (37) 
4-2-3 NKVD Bde (16) 
Special Wagon Extender 
 

4 Rumanian Army 
B45.30: 
2 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 
B39.35: 
8-2-2 Rum Inf Div (8, 20)   
3-4-6 Rum Pz Bn (Rum) 
8-1-2 Rum Arty Grp (4) 
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B39.34: 
8-2-2 Rum Inf Div (7, 9, 18) 
 
B39.33: 
6 Rum Corps HQ 
8-2-2 Rum Inf Div (3, 11) 
 
B39.32: 
12-2-2 Rum Inf Div (21) 
12-2-2 Rum Mtn Div (1) 
12-3-3 Rum Inf Div (6) 
 

Rumanian Mountain Group 
B35.18: 
(5)-2-4 Rum Partisan KG (Crisuri 1) 
B35.19: 
(5)-2-4 Rum Partisan KG (Crisuri 2) 
B35.21: 
(5)-2-4 Rum Partisan KG (Bihor 1) 
B35.22: 
(5)-2-4 Rum Partisan KG (Bihor 2) 
 

27 Army 
B41.30: 
27 Army HQ 
(4)-4-3 AT Bde (30) 
54-1-2 Arty Div (11) 
 
B40.30: 
90-1-2 Arty Div (16a, 16b) 
28-1-1 Mort Bde (27) 
 
B39.31: 
14-4-3 Gd Airborne Div (4 Gd) 
8-4-3 Inf Div (163) 
8-2-2 Inf Div (206) 
 
B39.30: 
12-4-3 Gd Inf Div (93 Gd) 
8-2-2 Inf Div (180) 
 
B39.29: 
12-4-3 Gd Airborne Div (3 Gd) 
8-3-3 Inf Div (202) 
 

Sibiu box: 
5 SP 
 

Cavalry Mechanized Group 
Gorskov 
B40.27: 
23 Tank Corps (39 Tank Bde, 135 
Tank Bde, 56 Mot Bde, 1443 SP Arty 
Bn, 1669 AT Bn, 457 Mortar Rgt, 
Organic Truck (Full)) 
 
B41.18: 

5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 63 Cav Div, 1896 SP Arty 
Bn, 5 Tank Rgt, 9 Gd Katy Rgt) 
 
B41.27: 
Gorskov HQ 
 
Level-3 Airbases: B48.08, B48.09, 
B54.09, B55.15 
 
Level-2 Airbases: B49.34 
 

Rumanian Air Forces (placed at 

the Airbase in hex B.49.34) 
Rum Bf.109 
Rum Hs.129 
Rum Ju.88 
Rum Ju.87D 
 

5 Air Army Place on map at any 
airbase. (Aircraft may not use the 17th Air 
Army box in this scenario). 
9x Gd IL.2 
3x IL.2 
2x Yak.9 
4x Gd Yak.9 
3x La.5 
2x Gd La.5 
2x A.20 
2x Li.2 
 

LRAF (in LRAF box) 

5x IL.4 
1xB.25 
2x Gd B.25 
 
 

5.4 From Debrecen to 
Budapest – 
Half Campaign 
(5 Oct to 26 Dec 1944) 
 

General Information 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Automatically “Dry and 
Limited Flight” on 5 Oct 
First Turn: 5 Oct 
Last Turn: 26 Dec 
Game Length: 25 turns 
Maps: Use Map A and Map B 
Transport Points: All Organic Trucks 
start Full. Other Wagons and Trucks 
may start loaded if  SP are present in 
their hexes for the setup. 
The LRAF Refit Capability Marker 
is placed in the “2” box. 
 

Special Rules: 
Führer Order. Axis units which start 
near the east edge of  the map are 
restricted on the 5 Oct turn: Turda 
(B37.30) must be occupied with at least 
one Combat unit and the units which 
start in hex B18.34 may not move at all. 

 
Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 
controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

Start Date. For the 5 Oct turn 
Movement Allowances are halved for 
Soviet Units using truck or track 
movement and Soviet Cavalry units. 
 

Soviet Replacements. None. 
 

Victory Conditions: 
Soviet Sudden Death Win. 
If  all 7 city hexes of  Budapest are 
occupied by Soviet units in Trace 
Supply at the end of  any game turn, 
the Soviet player wins a Crushing 
Victory. Game Over! 
 

Axis Sudden Death Win. 
If  the Axis player is able to restore 
Trace Supply to at least one city hex of  
Budapest which is part of  a Budapest 
Fortress at the end of  his Player Turn, 
then they have won a Crushing 
Victory. Game Over! 
 

Victory by Geographic 
Objectives. 
Failing a Sudden Death Victory by 
either side, Campaign Game Victory is 
determined by whether the Soviet 
Player controls certain geographic 
objectives: 
 

Soviet Victory: 
Either: 
 
Control 5 Budapest city hexes with 
Soviet Combat units in Trace Supply,  
 
OR 
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There are no Axis units in Budapest 
city hexes which are in Trace Supply, 
 
AND, 
 
The Soviet Player controls the 
following objectives: 
Hex A28.14, 
Esztergom (A29.15) 
Székesfehérvár (A39.13) 
Salgótarján (A22.23) 
Rimaszombat (A17.25) 
 
 

Draw: 
There are no Axis units in Budapest 
city hexes which are in Trace Supply. 
 

Axis Victory: 
Prevent Soviet Victory or Draw. 
 

Set-Up: 

Use the “The Battle of  Debrecen 
(Two-Map Scenario)” (5.3.) Add the 
following entry: 
 

Axis Information: 
 
Goulash Markers Available: 7 
 
 

5.5 Operation Buda–
pest – Scenario Start 
(29 Oct 1944 to 26 Dec 
1945) 

 
General Information: 
The Battle of  Debrecen is just winding 
down. For the last time, German 
forces were able to defeat a full-
strength Red Army force on even 
terms. By surrounding exploitation 
forces of  the Soviet 2nd Ukrainian 
Front the Germans were able to 
stabilize the front and allow the 8th 
Army to escape encirclement. DG 
Soviet forces are the remnants of  
Plijev’s Cavalry-Mechanized Group. 
Move Mode German forces have just 
departed the Debrecen battle. The 
Soviet forces were knocked off  stride, 
but the 3rd Ukrainian Front is arriving 
from the south and Stalin is pressing 
for results. 
 
Set-Up order: Axis first 

First Player: The Soviets are the 
Second Player during the 29 Oct turn. 
There is no First Player turn. Play 
begins with the Soviet Reinforcement 
Phase. Roll for Initiative normally on 
the 1 Nov turn. 
Weather: Automatically “Dry and 
Limited Flight” on 29 Oct 
First Turn: 29 Oct, Second Player 
Turn 
Last Turn: Scenario: 26 Dec 
Game Length: Scenario 17.5 turns 
Maps: Use Maps A and B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “0” box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades, 
and must roll to place the units on the 
turn track for future losses (see 3.3a). 
 
Soviet OoA: ignore these entries: 
29 Oct, Prior to the Soviet Player 
Reinforcement Phase remove all 
Soviet SP in excess of 13 from the 
map. Only a maximum of 13 SP can 
stay on the two maps (in Supply 
Dumps or loaded in Trucks/Organic 
Trucks). All other SP are removed. 
 
29 Oct, Add to Dead Pile (These units 
are already placed in this scenario’s 
Dead Pile.) 
 
29 Oct, Withdraw (Ignore, these units 
had already been withdrawn.) 
 
If  playing the scenario (not the 
Campaign Start), ignore all Soviet OoA 
entries starting with the 19 Dec 1944 
turn. 
 

Special Rules: 

Play starts with the Soviet player 
who is the only player during the 29 
Oct turn (the Axis 29 Oct player turn has 
already taken place). 
 

Heinrici Special Hedgehogs. 
Available for October: None 
 

Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 

controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

The Danube Bridges.  
Danube river bridges at A59.21, 
A58.20 and A53.20 are destroyed. 
 

Axis Reserve Markers.  
Setup - 5.  
1 Nov to end - 10. 
 

Soviet Aircraft. 
The Soviet Aircraft Refit Phase has 
already taken place. Only 8 Soviet air 
units are Active (Soviet player choice). 
In addition, all White Frame aircraft 
are Active. Place them in the 8th Air 
Army Box. All Rumanian Air units are 
Active. LRAF bombers are inactive on 
29 Oct. All Soviet Aircraft rebuilt from 
the Repl Table arrive active. 
 

Victory Conditions: 
Soviet Sudden Death Win. 
If  all 7 city hexes of  Budapest are 
occupied by Soviet units in Trace 
Supply at the end of  any game turn, 
the Soviet player wins a Crushing 
Victory. Game Over! 
 

Axis Sudden Death Win. 
If  the Axis player is able to restore 
Trace Supply to at least one hex of  
Budapest at the end of  his Player Turn, 
then he has  won a Crushing Victory. 
Game Over! 
 

Victory by Geographic 
Objectives. 
Failing a Sudden Death Victory by 
either side, Campaign Game victory is 
determined by whether the Soviet 
Player controls certain geographic 
objectives: 
 

Soviet Victory: 
Soviet Victory: 
Either: 
 
Control 5 Budapest city hexes with 
Soviet Combat units in Trace Supply,  
 
OR 
 
There are no Axis units in Budapest 
city hexes which are in Trace Supply, 
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AND, 
 
The Soviet Player controls the 
following objectives: 
Hex A28.14, 
Esztergom (A29.15) 
Székesfehérvár (A39.13) 
Salgótarján (A22.23). Ignore this 
objective in scenario 5.8 
Rimaszombat (A17.25). Ignore this 
objective in scenario 5.8 
 
 

Draw: 
There are no Axis units in Budapest 
city hexes which are in Trace Supply. 
 

Axis Victory: 
Prevent Soviet Victory or Draw. 
 

Set-Up: 
 

Axis Information: 
(When no nationality is indicated, units 
are German): 
Reserve Markers Available: 10 
 
Axis Dead Pile: 
Hungarian: 
1 Hung Pz Div (1 Recon) 
2 Hung Pz Div (2 Recon, I/3 Pz Bn) 
4-1-2 Hung Inf Bde (7 Repl) 
3-1-2 Hung Inf Bde (9 Repl) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
3-3-4 Cav Rgt (1 Repl) 
12-1-2 Hung Arty Grp 
2x 3-2-2 Hung Inf KG 
 
German: 
1 Pz Div (1 Recon, I/1 Pz Bn, 37 PJ 

Bn) 
13 Pz Div (I/4 Pz Bn) 
23 Pz Div (23 Recon, I/23 Pz Bn, 

II/23 Pz Bn) 
24 Pz Div (24 Recon) 
FHH PG Div (FHH Recon, FHH AG 

Bn) 
SS-PO PG Div (4 Recon) 
SS-HW PG Div (18 Recon, 18 AG Bn) 
SS-FG Cav Div (18 Cav Rgt) 
SS-MT Cav Div (52 Cav Rgt) 
3-5-4 Pz Comp (2-503, 3-503) 
4-5-6 AG Bn (286) 
(1)-5-6 PJ Comp (Det) 
4-4-6 AG Bn (325) 
4-4-3 Assault Bn (8A) 
3-3-3 Kor Bn (558) 
2-2-2 Sec Bn (808) 
(5)-4-3 AT Bn (663) 

(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf KG (Kessel) 
3x 3-3-2 Inf KG 
(6)-4-3 LW Flak Bn 
(3)-2-3 LW Flak Bn 
12-2-2 Arty Grp 
8-2-2 Arty Bn 
Plane: Hs.129B 
 

Budapest Garrison 
w/i 2 hexes of any Budapest city 
hex: 
3 x (6)-4-3 LW Flak Bn (unrebuildable) 
3-3-3 SS Pol Inf Rgt (1) 
2-2-5 SS Pol AG Comp. (12) 
2-2-2 Sec Bn (407) 
1 Hung Corps HQ (1) 
4 x (2)-2-3 Hung AT Bn (Bp) 
(5)-4-3 Hung AT Bn (Bp) 
6-2-2 Hung Inf Div (12 Res) 
1 SP 
 

Rear Forces 
A18.21: 
3-0-2 SS Inf Bde (Dlwgr) 
SS-HW PG Div (39, 40 Mot Inf Rgt, 
18 Arty Rgt) 
 
A12.15: 
Tatra Pz Div (82, 85 Mot Inf, Tatra 
Arty Rgt) 
 
A14.15: 
3-2-2 SS Inf KG (14 Gal) 
5-3-3 SS Inf KG (Schill) 
 
A13.16: 
14-3-2 VG Div (708, less 1 step) 
 
A31.01: 
4x Truck Point 
 
A34.14: 
6 Hung Corps HQ 
 
A41.18: 
(3)-2-3 LW Flak Bn 
 
A43.18: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
3-3-3 SS Pol Rgt (8) 
(6)-4-3 LW Flak Bn 
1 SP 
 
A51.18: 
1 SP 
 
A53.19: 
3-2-2 Hung Inf KG 

 
A58.18: 
3-3-2 Inf KG 
 
A56.13: 
4 Hung Corps HQ 
2x Wagon Point 
 
A57.13: 
3-3-3 SS Pol Rgt (6) 
 
A59.16: 
Wagon Point 
1 SP 
 
A59.20: 
3-3-3 Hung Inf KG 
 
A59.18: 
8-2-2 SS Inf Div (31) 
 
A60.19: 
5-4-3 Inf Mot Rgt (1 Bdbg) 
 
A61.19: 
5-4-3 Inf Mot Rgt (2 Bdbg) 
 
A32.04: 
(1)-0–0 Pontoon (AGS) 
 

1 Panzer Army (Combat units are 

White Frame unless otherwise 
indicated) 
B1.03: 
2x Truck 
 
B2.03: 
4x Wagon Point 
1 SP 
 
B3.07: 
16-4-3 Inf Div (254, less 1 step) 
 
B3.08: 
12-4-3 Jg Div (97, less 1 step) 
 
B3.09: 
5-4-3 Inf KG (168) 
4-4-3 Inf Brkdwn Rgt 
3-4-3 Jg Brkdwn Rgt 
 
B6.07: 
12-2-2 Arty Grp 
8-2-2 Arty Bn 
 
B7.10: 
Level 2 Hedgehog 
12-4-3 Jg Div (100, less 1 step) 
 
B8.09: 
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49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
 
B8.10: 
Level 2 Hedgehog 
12-4-3 Jg Div (101, less 1 step) 
 
B9.05: 
11 Corps HQ 
2-2-2 Sec Bn (1003) 
 
A7.26: 
3-3-3 Kor Bn (531) 
 

8 Army and 1 Hungarian Army 
B9.10: 
Level 2 Hedgehog 
5 Hung Corps HQ 
7-3-3 Hung Inf Div (6) 
4-3-3 Hung Mtn Bde (1) 
 
B10.10: 
Level 2 Hedgehog 
3 Hung Corps HQ 
3-4-3 Jg Brkdwn Rgt (White Frame) 
4-3-3 Hung Mtn Bde (2) 
 
B10.09: 
2x 12-1-2 Hung Arty Grp (both White 
Frame) 
 
B11.10: 
Level 2 Hedgehog 
8-3-3 Hung Inf Div (13) 
4-4-3 Inf Brkdwn Rgt 
 
B12.10: 
Level 2 Hedgehog 
16-4-3 Inf Div (15, less 2 steps) 
3-2-2 Hung Inf Brkdwn Rgt (White 
Frame) 
 
B12.09: 
Level 2 Hedgehog 
7-2-2 Hung Inf Div (16)   
 
B13.08: 
12-2-2 Arty Grp 
 
B13.09: 
Level 1 Hedgehog 
4-1-2 Hung Inf Bde (2 Repl) 
 
B14.05: 
17 Corps HQ 
 
B15.07: 
(3)-3-3 AT Bn (721) 
 
B14.08: 

7-2-2 Hung Inf Div (24) 
 
B16.05: 
12-2-2 Arty Grp 
 
B15.08: 
3-4-3 Jg Brkdwn Rgt (White Frame) 
 
B17.06: 
14-4-3 Mtn Div (3, less 3 steps) 
 
B17.05: 
3-4-3 Mtn Brkdwn Rgt 
 
B16.06: 
12-4-3 Jg Div (8, less 2 steps) 
 
B17.04: 
3-4-3 Mtn Brkdwn Rgt 
 
B18.02: 
29 Corps HQ 
1 SP 
 
B18.03: 
4-5-6 AG Bn (228) 
2-2-2 Sec Bn (Süd) 
 
B19.02: 
SS-FG Cav Div (8 Recon, 15 Cav Rgt, 
16 Cav Rgt, 8 AT Bn, 8 Arty Rgt) Move 
Mode, may not set up in Reserve Mode.   
 
B19.03: 
14-4-3 Mtn Div (4, less 3 steps) 
 
B19.04: 
3-4-3 Mtn Brkdwn Rgt 
 
B20.02: 
3-4-3 Mtn Brkdwn Rgt 
 
A20.32: 
9 Hung Corps HQ 
2x Wagon Point 
 
B21.02: 
3-4-3 Mtn Brkdwn Rgt 
 
B22.01: 
(5)-4-3 AT Bn (661) 
 
A22.34: 
18-2-2 Arty Grp 
 
A22.33: 
13 Pz Div (13 Recon, 66 PG Rgt, 93 
Mot Inf Rgt, 13 Mot AT Bn, 13 Arty 
Bn) Move Mode, may not set up in Reserve 
Mode 

 
B23.01: 
(5)-4-3 AT Bn (662) 
6-2-2 Hung Inf Div (4 Repl, less 1 step) 
 
A23.33: 
2 Hung Pz Div (3 Mot Inf Rgt, 52 AT 
Bn, 2 Arty Rgt) Move Mode, may not set 
up in Reserve Mode 
 
B24.01: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A24.31: 
16-4-3 Inf Div (46, less 2 steps) Move 
Mode, may not set up in Reserve Mode 
 
B25.01: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A25.31: 
2 Hung Corps HQ 
1 SP 
 
A26.34: 
4-2-2 Hung Inf Bde (9 Bdr) 
 
A26.30: 
FHH PG Div (Füs Mot Inf Rgt, Gren 
PG Rgt, FHH PJ Bn, FHH Arty Bn) 
Move Mode, may not set up in Reserve Mode 
 
A27.33: 
6-2-2 Hung Lt Division (27 Lt, less 1 
step) 
 
A27.32: 
12-2-2 Arty Grp 
 
A28.32: 
3-2-2 Hung Brkdwn Rgt 
 
A28.28: 
72 Corps HQ 
2-2-2 Sec Bn (465) 
1 SP 
 
A29.32: 
6-2-2 Hung Inf Div (6 Res, less 1 step) 
 
A30.31: 
16-4-3 Inf Div (76, less 2 steps) 
 
A30.30: 
8-2-2 Arty Bn 
 
A31.31: 
4-4-3 Inf Brkdwn Rgt 
 

6 Army and 3 Hungarian Army 
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A31.26: 
1 Pz Div (II/1 Pz Bn, 113 PG Rgt, 1 
Mot Inf Rgt, 73 Arty Rgt) Move Mode, 
may not set up in Reserve Mode 
 
A31.27: 
23 Pz Div (128 PJ Bn, 126 PG Rgt, 128 
Mot Inf Rgt, 128 Arty Rgt) Move Mode, 
may not set up in Reserve Mode 
3-5-4 Pz Comp (1-503) Move Mode, may 
not set up Reserve Mode 
 
A32.30: 
(3)-2-3 LW Flak Bn 
 
A32.25: 
3 Pz Corps HQ, Move Mode, may not set 
up in Reserve Mode 
 
A33.31: 
(3)-3-3 Hung AT Bn (2A) 
 
A34.30: 
8-3-3 Hung Inf Div (25, less 1 step) 
 
A34.24: 
4 FHH Pz Corps HQ 
3-3-3 Kor Bn (593) 
1 SP 
 
A35.28: 
SS-PO PG Div (4 Arty Rgt) 
 
A35.29: 
SS-PO PG Div (7 Mot Inf Rgt) 
 
A35.30: 
3-3-3 Hung Inf Brkdwn Rgt 
 
A36.25: 
SS-PO PG Div 4-4-6 AG Bn (4) Move 
Mode, may not set up in Reserve Mode 
 
A36.28: 
SS-PO PG Div (8 Mot Inf Rgt) 
 
A37.29: 
24 Pz Div (21 Inf Mot Rgt) 
3-2-2 Hung Inf Brkdwn Rgt 
 
A38.29: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A39.29: 
7-2-2 Hung Inf Div (20, less 1 step) 
 
A40.24: 
4-4-6 Hung AG Bn (7) 
 
A40.25: 

24 Pz Div (III/24 Pz Bn, 26 PG Rgt, 
89 Arty Rgt) 
 
A40.28: 
6-2-2 Hung Inf Div (8 Repl, less 1 step) 
 
A41.25: 
(6)-4-3 LW Flak Bn 
(3)-2-3 LW Flak Bn 
1 SP 
 
A41.27: 
3-4-4 Hung Cav Brkdwn Rgt 
 
A41.28: 
(6)-4-3 LW Flak Bn 
 
A42.26: 
12-4-4 Hung Cav Div (1, less 1 step) 
1 Hung Pz Div (51 AT Bn) 
 
A43.22: 
8 Hung Corps HQ 
12-1-2 Hung Arty Grp 
 
A43.25: 
1 Hung Pz Div (I/1 Pz Bn, 1 Arty Rgt) 
8-2-2 Arty Bn 
 
A43.26: 
1 Hung Pz Div (1 Mot Inf Rgt) 
 
A44.25: 
6-2-2 Hung Inf Div (23 Res, less 1 
step) 
 
A45.25: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A46.24: 
7-2-2 Hung Inf Div (10, less 1 step) 
 
A47.24: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A48.18: 
7 Hung Corps HQ 
12-1-2 Hung Arty Grp 
 
A48.19: 
6-2-2 Hung Inf Div (5 Repl, less 1 step) 
 
A48.21: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A48.23: 
3-2-2 Hung Inf KG 
 
Airbases: 
Level-3: A32.05, A34.19, A34.24 

 
Level-2: A25.30, A38.03, A39.10, 
A56.12, B15.05 
 
Level-1: A17.05, A18.28, A27.10, 
A34.16, A51.18, B10.01 
 
Luftwaffe: (All Inactive.) 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110 
2x Fw.190F-8 (4) 
Fw 190F-8 (4) Reduced 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
He.111H (12) 
He.111H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces: (All Inactive.) 
Hung Bf.109G (5)  
Hung Mixed Fighter 
 
Axis OoA: If playing the scenario (not 
the Campaign), use the OoA but 
ignore all entries for 26 Dec. 
 

Soviet Information: 
(When no nationality is indicated, units 
are Soviet): 
 
Reserve Markers Available: 9 
 
Soviet Dead Pile: 
9-3-8 Tank Bde (5) 
9-5-5 Gd Flm Tank Bde (31) 
5-5-3 Assault Eng Bde (15) 
7 Mech Corps (41 Gd Tank Bde, 63 
Mech Bde, 78 Gd Tank Bn, 1289 AT 
Bn (3-2-8), 1440 SP Arty Bn) 
9 Gd Mech Corps (46 Gd Tank Bde, 
18 Gd Mech Bde, 31 Gd Mech Bde) 
5 Gd Tank Corps (6 Mot Inf Rgt, 20 
Gd Tank Bde, 21 Gd Tank Bde, 22 Gd 
Tank Bde, 375 Gd SP Arty Bn, 391 AT 
Bn) 
18 Tank Corps (32 Mot Inf Rgt, 110 
Tank Bde, 170 Tank Bde, 181Tank 
Bde, 1438 SP Arty Bn) 
23 Tank Corps (3 Tank Bde, 135 Tank 
Bde, 1443 SP Arty Bn) 
4 Gd Cav Corps (9 Gd Cav Div, 10 Gd 
Cav Div, 1815 SP Arty Bn, 4 Tank Rgt, 
12 Gd Katy Rgt) 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 1896 SP Arty Bn) 
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6 Gd Cav Corps (8 Gd Cav Div, 13 Gd 
Cav Div, 1813 SP Arty Bn, 6 Tank Rgt, 
11 Gd Katy Rgt) 
9-4-8 Gd Tank Bde (27 Gd) 
4-4-6 Gd Tank Bn (49 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
1-1-4 Partisan Rgt (S1, S2, S3, S4, S5, 
S6) 
3-3-3 Cz Airborne Inf Bde (2) 
3x Gd IL.2 
IL.2 
La.5 
Gd La.5  
Gd Yak.9 
Rum Ju.88 
 
Soviet Set-Up: 

4th Ukrainian Front 
 
1 Gd Army (Combat units are White 
Frame unless otherwise indicated) 
B2.06: 
1 Gd Army HQ 
4-4-6 Gd Tank Bn (1 Gd) 
42-1-1 Mortar Bde (4UFa, 4UFb) 
26-1-2 Arty Bde (4 UF) 
26-2-2 Gd Arty Bde (24 Gd) 
(2)-4-3 NKVD Bdr Rgt (23) 
 
B2.07: 
8-3-3 Gd Mtn Div (128 Gd) 
8-2-2 Mtn Div (242, 318 less 1 step) 
 
B2.08: 
10-3-3 Inf Div (226, 271) 
14-4-3 Inf Div (30) 
8-1-2 Inf Div (276) 
 
B2.09: 
10-2-2 Gd Inf Div (129 Gd) 
8-2-2 Inf Div (161, 167) 
 

18 Army (Combat units are White 

Frame unless otherwise indicated) 
B7.11: 
8-1-2 Inf Div (151, 317) (not White 
Frame units) 
 
B8.11: 
10-3-3 Gd Inf Div (66 Gd) (not White 
Frame) 
 
B9.11: 
14-4-3 Inf Div (24, less 1 step) 
10-3-3 Gd Airborne Div (2 Gd) 
 
B9.12: 
42-1-1 Mortar Bde (4UFc) 
 
B10.11: 

8-2-2 Inf Div (351)   
8-1-2 Inf Div (155) (not White Frame) 
 
B10.12: 
75-2-1 Katy Bde (4 UF) 
 
B11.11: 
8-2-2 Inf Div (141, 237) (the 141 Inf 
Div is not White-Frame) 
 
B11.15: 
26-1-2 Arty Bde (146) 
 
B13.21: 
4th Ukr. Front Marker 
18 Army HQ   
(2)-4-3 NKVD Bdr Rgt (79) 
2x Wagon Point 
 
B12.11: 
8-2-2 Inf Div (138)   
8-1-2 Inf Div (8) 
 
8 Air Army  
Active in 8 Air Army Box 
3x IL.2 
IL.2 (Reduced) 
2x Gd La.5 
 

2nd Ukrainian Front 
 
40 Army 
B13.11: 
8-3-3 Inf Div (232) 
 
B14.10: 
8-2-2 Inf Div (133) 
 
B15.10: 
8-1-2 Inf Div (240) 
 
B15.15: 
40 Army HQ 
26-1-2 Arty Bde (153) 
22-1-1 Mort Bde (40) 
(5)-1-1 UR Bde (54) 
(2)-4-3 NKVD Bdr Rgt (92) 
 
B16.09: 
(5)-1-1 UR Bde (159) 
 
B17.09: 
8-2-2 Inf Div (38) 
 
B18.09: 
12-4-3 Gd Inf Div (42 Gd, less 2 step) 
 

4 Rumanian Army 
B17.12: 
2 Rum Corps HQ 

6 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 
B19.09: 
8-2-2 Rum Inf Div (9, 18) 
 
B20.09: 
8-2-2 Rum Inf Div (8, 11) 
 
B21.09: 
12-2-2 Rum Inf Div (21) 
 
B21.08: 
12-3-3 Rum Inf Div (6) 
 
B23.10: 
8-2-2 Rum Inf Div (3) 
8-1-2 Rum Arty Grp (4) 
 

Cavalry Mechanized Groups 
Plijev and Gorskov 
B22.07: 
7 Mech Corps (16 Mech Bde, 64 Mech 
Bde, 109 AT Bn, 614 Mortar Rgt, 
Organic Truck (Empty)) 
 
B23.07: 
Gorskov HQ 
 
B20.05: All units are DG 
23 Tank Corps (39 Tank Bde, 56 Mot 
Bde, 1669 AT Bn, 457 Mortar Rgt, 
Organic Truck (Empty)) 
 
B21.05: All units are DG 
4 Gd Cav Corps (30 Cav Div) 
5 Gd Cav Corps (63 Cav Div, 5 Tank 
Rgt, 9 Gd Katy Rgt) 
 
B24.07: 
Plijev HQ 
6 Gd Cav Corps (8 Cav Div) 
(4)-4-3 AT Bde (34) 
32-2-1 Gd Katy Bde (2 Gd) 
 

27 Army 
B21.07: 
8-2-2 Inf Div (206) 
 
B22.06: 
14-4-3 Gd Airborne Div (4 Gd, less 1 
step) 
 
B23.06: 
8-3-3 Inf Div (202) 
 
B24.05: 
8-3-3 Inf Div (1 Rum, less 1 step) 
 
B25.05: 
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12-4-3 Gd Airborne Div (3 Gd) 
 
B25.06: 
28-1-1 Mort Bde (27) 
54-1-2 Arty Div (11) 
26-1-2 Arty Bde (27) 
 
B26.04: 
12-4-3 Gd Inf Div (93 Gd) 
 
B27.01: 
8-4-3 Inf Div (163) 
 
B27.02: 
8-1-2 Inf Div (337, less 1 step) 
 
B27.03: 
8-2-2 Inf Div (78) 
 
B27.04: 
8-2-2 Inf Div (180) 
 
B27.08: 
27 Army HQ 
(4)-4-3 AT Bde (30) 
(2)-4-3 NKVD Bdr Rgt (24) 
2x Wagon 
 

53 Army 
A27.34: 
10-4-3 Gd Inf Div (110 Gd) 
8-2-2 Inf Div (375) 
 
A28.33: 
8-1-2 Inf Div (243) 
10-4-3 Inf Div (6) 
 
A29.33: 
12-4-3 Gd Airborne Div (1 Gd, less 2 
steps) 
 
A29.34: 
90-2-2 Gd Arty Div (5a, 5b) 
(4)-4-3 AT Bde (31) 
 
A30.32: 
8-1-2 Inf Div (228) 
 
A31.32: 
10-3-3 Gd Airborne Div (6 Gd) 
 
A31.33: 
(4)-4-3 AT Bde (22) 
40-1-2 Arty Bde (152) 
 
A32.31: 
8-2-2 Inf Div (203) 
 
B32.01: 
53 Army HQ 

(4)-4-3 AT Bde (12) 
(2)-4-3 NKVD Bdr Rgt (37) 
 

7 Gd Army 
A33.32: 
8-1-2 Inf Div (409, less 1 step) 
 
A34.31: 
8-1-2 Inf Div (227) 
 
A35.31: 
8-2-2 Inf Div (303, less 1 step) 
 
A36.29: 
10-3-3 Gd Inf Div (72 Gd) 
8-2-2 Inf Div (53) 
 
A36.30: 
10-3-3 Gd Inf Div (81 Gd) 
(4)-4-3 AT Bde (11) 
 
A36.31: 
90-1-2 Arty Div (16a, 16b) 
 
A37.30: 
12-4-3 Gd Inf Div (36 Gd) 
8-1-2 Inf Div (297) 
 
A37.31: 
26-2-2 Arty Bde (41 Gd) 
42-1-1 Mort Bde (2) 
 
A37.34: 
7 Gd Army HQ 
4 Rum Corps HQ 
7 Rum Corps HQ 
(4)-4-3 AT Bde (2) 
4-2-3 NKVD Bde (16) 
5 SP 
 

1 Rumanian Army 
A38.30: 
8-2-2 Rum Mtn Div (2, 3) 
 
A39.30: 
8-1-2 Rum Inf Div (1) 
 
A40.29: 
12-1-2 Rum Inf Div (2) 
 
A41.29: 
8-1-2 Rum Inf Div (19) 
 
A41.30: 
9 Rum Cav Div (3 Ros Cav Rgt, 13 Cal 
Cav Rgt, 13 Ros Mot Cav Rgt) 
 
A41.31: 
8-1-2 Rum Arty Grp (1) 
 

46 Army 
A42.27: 
10-4-3 Gd Inf Div (59 Gd, less 1 step) 
 
A42.28: 
10-4-3 Gd Inf Div (25 Gd) 
 
A43.27: 
8-2-2 Inf Div (320) 
 
A43.29 w/i 1 hex: 
2 Gd Mech Corps (37 Gd Tank Bde, 4 
Gd Mech Bde, 5 Gd Mech Bde, 6 Gd 
Mech Bde, 30 Gd Tank Bn, 251 Gd 
AT Bn (3-2-8), 1509 SP Arty Bn, 524 
Gd Mortar Rgt, Organic Truck (Full)) 
 
A44.26: 
10-2-2 Gd Inf Div (49 Gd, less 1 step) 
 
A46.25: 
10-3-3 Gd Inf Div (109 Gd) 
 
A47.25: 
12-4-3 Gd Inf Div (86 Gd) 
 
A46.27: 
90-1-2 Arty Div (7a, 7b) 
26-2-2 Gd Arty Bde (45 Gd) 
 
A48.24: 
10-2-2 Gd Inf Div (34 Gd) 
 
A52.20: 
10-3-3 Gd Inf Div (40 Gd) 
 
A50.22: 
10-3-3 Gd Inf Div (4 Gd) 
 
A53.20: 
10-3-3 Gd Inf Div (108 Gd) 
 
A52.29: 
46 Army HQ 
(2)-4-3 NKVD Bdr Rgt (128) 
(1)-0-0 Pontoon Bde (2) 
3x Truck Points 
5 SP 
 
A53.27: 
22-1-2 Arty Bde (46) 
 

Reserve 
B33.10: 
6 Gd Tank Army HQ 
26-1-2 Arty Bde (202) 
(4)-4-3 AT Bde (24) 
(2)-4-3 NKVD Bdr Rgt (10) 
(1)-0-0 Pontoon Bde (1,3)   
3 SP 
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B40.17: 
2nd Ukr. Front Marker 
 
B32.06: 
18 Tank Corps (1000 AT Bn, 292 
Mortar Rgt, 363 Gd AG Bn, Organic 
Truck (empty)) 
 
A34.34: 
9 Gd Mech Corps (30 Gd Mech Bde, 
458 Gd Mortar Rgt, Organic Truck 
(empty)) 
 
B34.01: 
5 Gd Tank Corps (390 Gd AT Bn, 454 
Gd Mortar Rgt, Organic Truck 
(empty)) 
 
B50.03: 
(2)-4-3 NKVD Bdr Rgt (124) 
 
A50.31: 
144-2-1 Katy Div (2UF) 
(2)-4-3 NKVD Bdr Rgt (109) 
 
B34.11: 
(2)-4-3 NKVD Bdr Rgt (123) 
 
B49.17: 
Special Wagon Extender 
 
B50.03: 
Special Wagon Extender 
 
Airbases: 
Level-3: A54.27, B29.15, B48.08, 
B48.09, B54.09, B55.15 
 
Level-2: B11.15, B22.15, B27.08, 
B38.12, B41.05, B49.34 
 
Level-1: A50.31, B28.23, B32.06, 
B34.11, B34.27 
 

Rumanian Air Forces  
Rum Bf.109 
Rum Hs.129 
Rum Ju.87D 
 

5 Air Army Place on map at any 

airbase. (Airplanes of 5 Air Army cannot 
use the 17th Air Army box in this scenario.) 
6x Gd IL.2 
2x IL.2 
2x Yak.9 
3x Gd Yak.9 
2x La.5 
Gd La.5 
2x A.20 

2x Li.2 
 

LRAF (in LRAF box) 

4x IL.4 
IL.4 (Reduced) 
B.25 
Gd B.25 
Gd B.25 (Reduced) 
 
 

5.6 Operation Buda–
pest–Campaign Start 
(29 Oct 1944 to 26 Feb 1945) 
 

General Information: 
The Battle of  Debrecen is just winding 
down. For the last time, German 
forces were able to defeat a full-
strength Red Army force on even 
terms. By surrounding exploitation 
forces of  the Soviet 2nd Ukrainian 
Front the Germans were able to 
stabilize the front and allow the 8th 
Army to escape encirclement. DG 
Soviet forces are the remnants of  
Plijev’s Cavalry-Mechanized Group. 
Move Mode German forces have just 
departed the Debrecen battle. The 
Soviet forces were knocked off  stride 
but the 3rd Ukrainian Front is arriving 
from the south and Stalin is pressing 
for results. 
 
Set-Up order: Axis first 
First Player: The Soviets are the 
Second Player during the 29 Oct turn. 
There is no First Player turn. Play 
begins with the Soviet Reinforcement 
Phase. Roll for Initiative normally on 
the 1 Nov turn. 
Weather: Automatically “Dry and 
Limited Flight” on 29 Oct 
First Turn: 29 Oct, Second Player 
Turn 
Last Turn: Campaign: 26 Feb 
Game Length: Campaign 34.5 turns 
Maps: Use Maps A and B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “0” box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades 
and must roll to place the units on the 
turn track for future losses (see 3.3a). 
Goulash Markers Available: 7  
 

Special Rules: 

Play starts with the Soviet player 
who is the only player during the 29 
Oct turn (the Axis 29 Oct player turn has 
already taken place). 
 

Heinrici Special Hedgehogs. 
Available for October: None 
 

The Danube Bridges.  
Danube River bridges at A59.21, 
A58.20 and A53.20 are destroyed. 
 

Axis Air units. All Inactive. 
 

Axis Reserve Markers.  
Setup - 5.  
1 Nov to end of the scenario - 10. 
 

Soviet Aircraft. 
The Soviet Aircraft Refit Phase has 
already taken place. Only 8 Soviet air 
units are Active (Soviet player choice). 
In addition, all White Frame aircraft 
are Active. Place in the 8th Air Army 
Box. All Rumanian Air units are 
Active. LRAF bombers are inactive 29 
Oct. All Soviet Aircraft rebuilt from 
the Repl Table arrive active. 
 

Victory Conditions: 
Use grand Campaign Victory Cond––
itions (5.2). 
 

Set-Up: 

Use Operation Budapest (5.5) Scenario 
Set-Up.  Add the following entry: 
 

Axis Information:  
 
Goulash Markers Available: 7 
 

5.7 Race to Budapest 
– Large Scenario 
(5 Dec to 26 Dec 1944) 
 

General Information: 
The Soviet forces closed in on 
Budapest during November, slowed by 
logistical difficulties and Axis 
resistance. By early December they 
were poised to surround and assault 
the city. The 3rd Ukrainian Front had 
bridges across the Danube and 
planned to work their way clockwise 
around the city from the south. The 2nd 
Ukrainian Front massed to swing 
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around the north towards the Garam 
River. STAVKA sent much greater 
logistical support than previously, 
declaring that the capture of Budapest 
was the only active operation on the 
entire Eastern Front. 
 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Mud and Limited Flight on 
5 Dec.  Light Mud (roll for flight 
normally) on 8 Dec.  Roll for Weather 
normally on 12 Dec and after. (Note: 
Weather at start is different from the 
Scenario 5.9 Campaign game for play 
balance in a short scenario.) 
First Turn: 5 Dec 
Last Turn: 26 Dec 
Game Length: 7 turns,  
Maps: Use Maps A and B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the 2 box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades 
(3.3a). 
 

Special Rules: 
Heinrici Special Hedgehogs. 
Available for December: 10 
 

Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 
controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

The Danube Bridges. Danube 
River bridges at A59.21, A58.20, 
A53.20, and A43.19 are destroyed. 
 

Weather.  Weather on 5 Dec is 
automatically Mud.  Weather on 8 Dec 
is automatically Light Mud.  After that, 
roll normally on the Weather Table.   
 

Victory Conditions: 
Use Operation Budapest, Scenario 
Victory Conditions (5.5) 
 

Set-Up: 

Soviet Information: 
(When no nationality is indicated, 
units are Soviet): 
Reserve Markers Available: 12 
 
Soviet Dead Pile: 
9-3-8 Gd Tank Bde (5) 
4-4-6 Gd Tank Bn (1 Gd) 
9-5-5 Flm Armor Bde (31) 
5-5-3 Assault Bde (15) 
2 Gd Mech Corps (251 Gd AT Bn 3-
2-8, 1509 SP Arty Bn) 
4 Gd Mech Corps (36 Gd Tank Bde, 
352 Gd AG Bn, 292 Gd AT Bn) 
7 Mech Corps (41 Gd Tank Bde, 63 
Mech Bde, 78 Gd Tank Bn, 1440 SP 
Arty Bn, 3-2-8 (1289 AT Bn)) 
5 Gd Tank Corps (375 Gd SP Arty 
Bn (2-2-8), 391 AT Bn) 
18 Tank Corps (110 Tank Bde, 170 
Tank Bde, 181 Tank Bde, 32 Mot 
Bde, 363 Gd AG Bn, 1438 SP Arty 
Bn) 
23 Tank Corps (3 Tank Bde, 39 Tank 
Bde, 135 Tank Bde, 1443 SP Arty Bn) 
4 Gd Cav Corps (1815 SP Arty Bn, 4 
Tank Rgt, 12 Gd Katy Rgt) 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 1896 SP Arty Bn) 
6 Gd Cav Corps (1813 SP Arty Bn, 6 
Tank Rgt, 11 Gd Katy Rgt) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
1-1-4 Partisan Rgt (S1, S2, S3, S4, S5, 
S6) 
3-3-3 Cz Airborne Inf Bde (2) 
Gd Yak.9 
Yak.9 
La.5 
2x Gd IL.2 
2x IL.2 
Rum Ju.88 
 
RVGK Box - 2nd Ukr Front: 
18 Tank Corps (1000 AT Bn, 292 
Mortar Rgt, Organic Truck (empty)) 
23 Tank Corps (56 Mot Bde, 1669 AT 
Bn, 457 Mortar Rgt, Organic Truck 
(empty)) 
7 Mech Corps (16 Mech Bde, 64 
Mech Bde, 109 AT Bn, 614 Mortar 
Rgt, Organic Truck (empty)) 
5 Gd Cav Corps (63 Cav Div, 5 Tank 
Rgt, 9 Gd Katy Rgt) 
 

4th Ukrainian Front 
 
1 Gd Army 
B2.02: 

(2)-4-3 NKVD Bdr Rgt (92) 
 
B1.03: 
1 Gd Army HQ 
(2)-4-3 NKVD Bdr Rgt (23) 
4 SP 
 
B2.01: 
8-3-3 Gd Mtn Div (128 Gd, less 1 
step) 
8-2-2 Mtn Div (242, 318 less 1 step) 
 
B3.02: 
10-3-3 Inf Div (271) 
8-1-2 Inf Div (276, less 1 step) 
 
B4.02: 
10-2-2 Gd Inf Div (129 Gd) 
8-2-2 Inf Div (161, 167) 
 
B4.03: 
42-1-1 Mortar Bde (4UFa, 4UFb) 
26-2-2 Gd Arty Bde (24 Gd) 
 

18 Army 
B9.11: 
4th Ukr. Front Marker 
18 Army HQ 
(2)-4-3 NKVD Bdr Rgt (79) 
 
B8.04: 
8-2-2 Inf Div (138, less 1 step; 237, 
less 1 step) 
 
B9.05: 
10-3-3 Gd Airborne Div (2 Gd) 
8-1-2 Inf Div (8, less 1 step) 
 
B9.07: 
42-1-1 Mortar Bde (4UFc) 
75-2-1 Gd Katy Bde (4 UF) 
26-1-2 Arty Bde (4 UF) 
26-1-2 Arty Bde (146) 
 
B10.04: 
14-4-3 Inf Div (24, less 1 step) 
8-2-2 Inf Div (351) 
 
B11.04: 
10-3-3 Inf Div (226) 
14-4-3 Inf Div (30, less 1 step) 
 

8 Air Army 
3x IL.2 
1x IL.2 (Reduced) 
2x Gd La.5 
 

2nd Ukrainian Front 
 
4 Rumanian Army 
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B13.03: 
8-2-2 Rum Inf Div (3, 11) 
 
B13.02: 
12-2-2 Rum Inf Div (21) 
12-3-3 Rum Inf Div (6) 
 
B13.01: 
8-2-2 Rum Inf Div (8) 
 
A13.34: 
8-2-2 Rum Inf Div (9) 
 
A13.33: 
8-2-2 Rum Inf Div (18) 
 
B14.01: 
8-1-2 Rum Arty Grp (4) 
 
A16.34: 
2 Rum Corps HQ 
6 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 

40 Army 
A18.30: 
12-4-3 Gd Inf Div (42 Gd, less 2 
steps) 
8-2-2 Inf Div (38) 
8-1-2 Inf Div (240) 
 
A18.31: 
(5)-1-1 UR Bde (159) 
26-1-2 Arty Bde (153) 
22-1-1 Mort Bde (40)   
 
A19.31: 
54-1-2 Arty Div (11) 
 
A20.32: 
40 Army HQ 
(5)-1-1 UR Bde (54) 
Special Wagon Extender 
3 SP 
 

53 Army 
A28.24: 
14-4-3 Gd Airborne Div (4 Gd) 
8-4-3 Inf Div (163) 
8-1-2 Inf Div (337, less 1 step) 
 
A28.26: 
53 Army HQ 
(4)-4-3 AT Bde (30) 
 
A25.24: 
12-4-3 Gd Airborne Div (1 Gd, less 2 
steps) 
10-4-3 Gd Inf Div (110 Gd) 
8-1-2 Inf Div (228) 

 
A26.23: 
10-4-3 Inf Div (6, less 1 step) 
8-2-2 Inf Div (203, less 1 step) 
 
A26.22: 
8-2-2 Inf Div (375) 
8-1-2 Inf Div (243) 
 
A27.22: 
10-3-3 Gd Inf Div (72 Gd, less 1 step, 
81 Gd) 
 

27 Army 
A24.29: 
27 Army HQ 
(2)-4-3 NKVD Bdr Rgt (24) 
 
A27.24: 
12-4-3 Gd Airborne Div (3 Gd) 
12-4-3 Gd Inf Div (93 Gd, less 1 step) 
8-3-3 Inf Div (1 Rum, less 1 step) 
8-2-2 Inf Div (206) 
 
A19.30: 
8-3-3 Inf Div (202, 232) 
8-2-2 Inf Div (78, 133) 
 
A26.24: 
26-1-2 Arty Bde (27) 
28-1-1 Mort Bde (27) 
 

6 Gd Tank Army 
A30.22: 
5 Gd Tank Corps (20 Gd Tank Bde, 
21 Gd Tank Bde, 22 Gd Tank Bde, 6 
Gd Mot Bde, 390 Gd AT Bn, 454 Gd 
Mortar Rgt, Organic Truck (Full)) 
9 Gd Mech Corps (46 Gd Tank Bde, 
18 Gd Mech Bde, 30 Gd Mech Bde, 
31 Gd Mech Bde  Organic Truck 
(Full)) 
 
A31.24: 
6 Gd Tank Army HQ 
Cavalry Mechanized Group Plijev HQ 
(4)-4-3 AT Rgt (2, 34) 
 
A31.27: 
7 Gd Army HQ 
4-2-3 NKVD Bde (16) 
4x Wagon Point 
10 SP 
 
A34.26 
(1)-0-0 Pontoon (1) 
 
A34.28 
2nd Ukr. Front Marker 
(2)-4-3 NKVD Bdr Rgt (37) 

 
A28.23: 
4 Gd Cav Corps (9 Gd Cav Div, 10 
Gd Cav Div, 30 Cav Div) 
 
A29.23: 
4 Gd Mech Corps (13 Mech Bde, 14 
Mech Bde, 15 Mech Bde, 1512 AT 
Bn, 527 Mortar Rgt, Organic Truck 
(Full)) 
 
A29.24: 
4 Rum Corps HQ 
6 Gd Cav Corps (8 Cav Div, 8 Gd 
Cav Div, 13 Gd Cav Div) 
 

7 Gd Army 
A28.22: 
8-2-2 Inf Div (141) 
8-1-2 Inf Div (151, 155) 
 
A29.22: 
8-2-2 Inf Div (303, less 1 step) 
8-1-2 Inf Div (227, less 1 step; 409, 
less 1 step) 
 
A30.21: 
9-4-8 Gd Tank Bde (27 Gd) 
12-4-3 Gd Inf Div (36 Gd) 
10-4-3 Gd Inf Div (25 Gd, less 1 step) 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-2-2 Inf Div (53) 
 

2 Ukrainian Artillery Group 

A27.23: 
90-2-2 Gd Arty Div (5a, 5b) 
40-1-2 Arty Bde (152) 
26-2-2 Gd Arty Bde (41 Gd) 
 
A30.23: 
26-1-2 Arty Bde (202) 
32-2-1 Gd Katy Bde (2 Gd) 
42-1-1 Mort Bde (2) 
90-1-2 Arty Div (16a, 16b) 
9 Gd Mech Corps (458 Gd Mortar 
Rgt) 
 

3 Rumanian Army 
A27.25: 
8-2-2 Rum Mtn Div (2, less 1 step; 3) 
 
A31.22: 
9 Rum Cav Div (3 Ros Cav Rgt, 13 
Cal Cav Rgt, 13 Ros Mot Cav Rgt) 
 
A31.23: 
8-1-2 Rum Arty Grp (1) 
144-2-1 Katy Div (2 UF) 
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A32.21: 
8-1-2 Rum Inf Div (19, less 1 step) 
 
A33.21: 
12-1-2 Rum Inf Div (2) 
 
A33.25: 
7 Rum Corps HQ 
 

46 Army 
A33.20: 
8-1-2 Inf Div (297) 
 
A34.19: 
8-1-2 Inf Div (317) 
 
A35.18: 
8-2-2 Inf Div (180) 
 
A35.19: 
10-3-3 Gd Inf Div (66 Gd) 
 
A41.25: 
46 Army HQ 
(2)-4-3 NKVD Bdr Rgt (109) 
5 SP 
 
A36.17: 
12-4-3 Gd Inf Div (86 Gd) 
10-2-2 Gd Inf Div (49 Gd, less 1 step) 
10-3-3 Gd Inf Div (109 Gd) 
(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
 
A36.18: 
2 Gd Mech Corps (4 Gd Mech Bde, 5 
Gd Mech Bde, 6 Gd Mech Bde, 37 
Gd Tank Bde, 30 Gd Tank Bn, 524 
Gd Mortar, Organic Truck (Full)) 
 
A37.18: 
10-3-3 Gd Inf Div (108 Gd, less 1 
step) 
(4)-4-3 AT Bde (22) 
 
A37.19: 
26-2-2 Gd Arty Bde (45 Gd)   
22-1-2 Arty Bde (46) 
 
A38.17: 
10-4-3 Gd Inf Div (59 Gd, less 1 step) 
(4)-4-3 AT Bde (12) 
 
A38.18: 
90-1-2 Arty Div (7a, 7b) 
 
A39.18: 
8-2-2 Inf Div (320) 
(4)-4-3 AT Bde (31) 
 

A43.19: 
10-2-2 Gd Inf Div (34 Gd) 
(1)-0-0 Pontoon (4) 
(2)-4-3 NKVD Bdr Rgt (124) 
Special Wagon Extender 
 
A43.20: 
Gorskov HQ 
 
A44.18: 
10-3-3 Gd Inf Div (4 Gd) 
(4)-4-3 AT Bde (11) 
 
A45.18: 
10-3-3 Gd Inf Div (40 Gd, less 1 step) 
(4)-4-3 AT Bde (24) 
 

3rd Ukrainian Front 
 
4 Gd Army 
A40.18: 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (128) 
 
A45.11: 
9-2-2 Inf Div (84) 
(4)-4-3 AT Bde (7) 
 
A45.12: 
10-2-2 Gd Inf Div (80 Gd) 
(4)-4-3 AT Bde (42) 
 
A45.13: 
10-3-3 Gd Airborne Div (5 Gd) 
(4)-4-3 AT Bde (49) 
 
A45.16: 
4-4-6 Gd MC Rgt (3 Gd) 
10-3-3 Gd Inf Div (41 Gd) 
 
A45.17: 
10-4-6 Guards Mech Bde (32) 
9-3-3 Inf Div (252) 
 
A46.13: 
10-3-3 Gd Airborne Div (7 Gd) 
 
A46.14: 
14-4-4 Gd Inf Div (62 Gd) 
 
A46.15: 
10-2-2 Gd Inf Div (69 Gd) 
(4)-4-3 AT Bde (9) 
 
A47.13: 
(5)-2-1 Gd UR (1 Gd) 
 
A51.24: 
3rd Uk. Front Marker 
 

A53.19: 
4 Gd Army HQ 
(2)-4-3 NKVD Bdr Rgt (134) 
5 SP 
 
A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Bdr Rgt (25) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
 
A44.19: 
90-1-2 Arty Div (9) 
42-1-1 Mortar Bde (23) 
 
A46.16: 
40-1-2 Arty Bde (123) 
26-1-2 Arty Bde (3 UF) 
32-1-1 Katy Bde (3 UF) 
 
A47.14 
10-3-3 Mot Div (316, less 1 step) 
 
A47.17 
12-3-3 Gd Mot Div (68 Gd) 
10-3-3 Mot Div (99) 
 
A32.35: 
3x Truck Point 
 
Airbases: 
Level-1: B28.23, B34.27, B34.11, 
B32.06, A50.31, A51.18, A54.24, 
 
Level-2: B11.15, B22.15, B27.08, 
A33.31, B49.34, B38.12, B41.05, 
A56.12, A25.30, B15.05, A41.25, 
 
Level-3: B29.15, B48.09, B48.08, 
A54.27, B54.09, B55.15, A34.19, 
A34.24 
 

5 Air Army/17 Air Army (all 

active on map airbases or in boxes) 
3x Gd Yak.9 
4x Yak.9 
2x Gd La.5 
4x La.5 
7x Gd IL.2 
7x IL.2 
4x A.20 
2x Li.2 
 
Rumanian air forces (all active at on 
map airbases) 
Rum IAR.81 
Rum Ju.87D 
Rum Hs.129 
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LRAF (in LRAF box) 
4x IL.4 
IL.4 (Reduced) 
B.25 
Gd B.25 
Gd B.25 Reduced 
 
Soviet OoA: 
Ignore all Reinforcement from North 
map edge hexes.  
 

Axis Information:  

(When no nationality is indicated, 
units are German) 
 
Reserve Markers Available: 10 
 
Hungarian Collapse: (2.3b) Has 
NOT taken place 
 
Axis Dead Pile  
3 Hung Corps HQ (White Frame) 
7-3-3 Hung Div (6) (White Frame) 
8-3-3 Hung Div (13) (White Frame) 
4-3-3 Hung Mtn Bde (2) (White 
Frame) 
12-1-2 Hung Arty Grp (White Frame) 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (1 Recon) 
2 Pz Div Hung (2 Recon, I/3 Tank 
Bn) 
4-4-6 Hung AG Bn (7) 
6-2-2 Hung Inf Div (4 Repl, 5 Repl) 
6-2-2 Hung Inf Div (6 Res) 
6-2-2 Hung Inf Div (27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Inf Bde (7 Repl) 
4-2-2 Hung Inf (9 Bdr) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
3-1-2 Hung Inf Bde (9 Repl) 
2x 3-3-3 Hung Inf KG 
4x 3-2-2 Hung Inf KG 
3-3-4 Hung Cav Rgt (1 Repl) 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp 
Bf-109G Hung (5)   
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 37 
PJ Bn) 
13 Pz Div (I/4 Pz Bn, 93 Mot Inf 
Rgt) 
23 Pz Div (23 Recon, II/23 Pz Bn) 
24 Pz Div (24 Recon, III/24 Pz Bn) 
FHH PG Div (FHH Recon, FHH 
AG Bn) 
SS-PO PG Div (4 Recon) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt) 

SS-FG (8 Recon) 
SS-HW (18 Recon) 
3-5-4 Pz Comp (2-503, 3-503) 
(5)-4-3 AT Bn (663) 
(3)-3-3 AT Bn (721) 
4-5-6 AG Bn (286) 
4-4-6 AG Bn (325) 
2-2-5 SS AG Co (12 SS) 
(1)-5-6 PJ Comp (Det) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf KG (Kessel) 
4x 3-3-2 Inf KG 
3-3-3 Kor Bn (558) 
2-2-2 Sec Bn (808) 
(6)-4-3 Flak Bn 
(3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Plane: Hs.129B 
 

Budapest Garrison  
A32.17: 
(3)-3-3 SS AT Bn (509) 
(6)-4-3 LW Flak Bn (unrebuildable) 
 
A32.18: 
(6)-4-3 LW Flak Bn (unrebuildable) 
2 x (2)-2-3 Hung AT Bn (Bp) 
(unrebuildable) 
 
A32.19: 
1 Hung Pz Div (1/I Pz Bn, 1 Mot 
Rgt, 51 AT Bn) 
SS-FG Cav Div (15 Cav Rgt) 
 
A33.18: 
9 SS Mtn Corps HQ 
SS-FG Cav Div (8 Arty Rgt) 
SS-MT Cav Div (22 Arty Rgt) 
12-3-2 SS Arty Grp (509) 
1 SP 
 
A33.19: 
1 Hung Corps HQ 
SS-FG Cav Div (16 Cav Rgt, 18 Cav 
Rgt, 8 AT Bn) 
3-3-3 SS Pol Inf Rgt (1 SS) 
(unrebuildable) 
 
A34.17: 
2 x (2)-2-3 Hung AT Bn (Bp) 
(unrebuildable) 
(6)-4-3 LW Flak Bn (unrebuildable) 
FHH PG Div (Gren PG Rgt, FHH 
Arty Bn) 
 
A34.18: 
(5)-4-3 Hung AT Bn (Bp) 
(unrebuildable) 

SS-MT Cav Div (17 Cav Rgt, 53 Cav 
Rgt, 22 AT Bn) 
2-2-2 Sec Bn (407) 
 

Rear Forces 
A24.15: 
3-0-2 SS Inf Bde (Drlwg) 
 
A31.01: 
4xTruck 
 
A34.01: 
3x Wagon 
 

1 Panzer Army 
A1.30: 
4x Wagon 
2x Truck 
 
B3.01: 
16-4-3 Inf Div (253, less 1 step) 
Level 2 Hedgehog 
 
A4.34: 
8-2-2 Arty Bn (White Frame) 
 
B4.01: 
16-4-3 Inf Div (75, less 1 step) 
 
A2.34: 
2x 4-4-3 Brkdwn Rgt (White Frame) 
Level 2 Hedgehog 
 
A5.34: 
11 Corps HQ   
2-2-2 Sec Bn (1003) 
4-3-3 Hung Mtn Bde (1) 
2 SP 
 
B9.01: 
49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
 
B10.02: 
18-2-2 Arty Grp 
12-2-2 Arty Grp (White Frame) 
 
B8.03: 
2x 3-4-3 Jg Brkdwn Rgt (White 
Frame) 
Level 2 Hedgehog 
 
B9.04: 
12-4-3 Jg Div (100, less 1 step) 
Level 2 Hedgehog 
 
A10.03: 
12-4-3 Jg Div (101, less 1 step) 
Level 2 Hedgehog 
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B11.03: 
16-4-3 Inf Div (254, less 1 step) 
Level 2 Hedgehog 
 
A10.34: 
14-4-3 Mtn Div (4) 
 
A10.35: 
4-5-6 AG Bn (228) 
 
A12.31: 
14-4-3 Mtn Div (3) 
 
A12.32: 
7-2-2 Hung Inf Div (16) 
Level 1 Hedgehog 
 
A12.33: 
3-5-3 Ski Jg Brkdwn Rgt (White 
Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
Level 2 Hedgehog 
 
A12.34: 
12-5-4 Jg Div (1 Ski, less 2 steps) 
4-1-2 Hung Inf Bde (2 Repl) 
Level 2 Hedgehog 
 
B12.01: 
4-4-3 Inf Brkdwn Rgt (White Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
Level 2 Hedgehog 
 
B12.02: 
12-4-3 Jg Div (97, less 2 step)   
4-4-3 Assault Bn (8A) 
Level 2 Hedgehog 
 
A7.26: 
3-3-3 Kor Bn (531) 
 

8 Army and 1 Hungarian Army 
A16.16: 
Wagon 
 
A11.20: 
Wagon 
 
A12.28: 
17 Corps HQ 
5 Hung Corps HQ 
12-2-2 Arty Grp 
1 SP 
 
A18.29: 
16-4-3 Inf Div (15, les 2 steps) 
(5)-4-3 AT Bn (662) 
 
A18.28: 
29 Corps HQ 

(5)-4-3 AT Bn (661) 
2-2-2 Sec Bn (Süd) 
2 Hung Corps HQ 
 
A18.27: 
12-1-2 Hung Arty Grp (White Frame) 
8-2-2 Arty Bn 
 
A19.28: 
7-2-2 Hung Inf Div (24) 
12-4-3 Jg Div (8) 
 
A19.14: 
3-3-2 Inf KG 
 
A22.23: 
4 FHH Pz Corps HQ 
3-3-3 Kor Bn (593) 
 
A23.24: 
12-2-2 Arty Grp 
 
A21.21: 
24 Pz Div (21 Mot Inf Rgt, 26 PG 
Rgt, 89 Arty Rgt) 
 
A23.19: 
72 Corps HQ 
2-2-2 Sec Bn (465)   
(6)-4-3 Flak Bn 
2 SP 
 
A24.23: 
2 Pz Hung (52 AT Bn, 3 Mot Inf Rgt, 
2 Arty Rgt) 
 
A25.23: 
16-4-3 Inf Div (76, less 3 step) 
 
A25.22: 
2x 4-4-3 Inf Brkdwn Rgt 
 

6 Army and 3 Hungarian Army 
A26.21: 
SS-PO PG Div (8 Mot Inf Rgt) 
16-4-3 Inf Div (46, less 2 steps) 
 
A26.20: 
SS-PO PG Div (4 Arty Rgt) 
 
A27.21: 
SS-PO PG Div (7 Mot Inf Rgt, 4 AG 
Bn) 
(6)-4-3 Flak Bn 
 
A28.21: 
SS-HW PG Div (39 Mot Inf Rgt) 
(6)-4-3 Flak Bn 
(3)-2-3 Flak Bn 
 

A28.20: 
SS-HW PG Div (18 Arty Rgt) 
12-1-2 Hung Arty Grp 
 
A28.18: 
3 Pz Corps HQ 
(3)-2-3 Flak Bn 
 
A29.21: 
SS-HW PG Div (40 Mot Inf Rgt, 18 
AG Bn) 
(3)-2-3 Flak Bn 
 
A30.20: 
16-4-3 Inf Div (357, less 1 step) 
 
A31.21: 
13 Pz Div (13 Recon Bn, 66 PG Rgt) 
6-2-2 Hung Inf Div (8 Repl, less 1 
step) 
 
A31.20: 
13 Pz Div (13 Arty Bn) 
1 Hung Pz (1 Arty Rgt) 
 
A32.20: 
13 Pz Div (13 AT Bn) 
6-2-2 Hung Inf Div (12 Res) 
 
A35.17: 
FHH PG Div (FHH PJ Bn, FHH 
Mot Füs Rgt) 
 
A36.16: 
12-4-4 Hung Cav Div (1, less 1 step) 
 
A37.17: 
14-3-2 VG Div (271, less 1 step) 
 
A38.16: 
3-3-2 VG Brkdwn Rgt 
 
A39.17: 
3-3-3 SS Pol Inf Rgt (6 SS) 
 
A40.17: 
4-3-6 AG Bn (303) 
 
A41.18: 
3-3-3 SS Pol Inf Rgt (8 SS) 
 
A42.18: 
6-4-5 SP Arty Bn (219) 
3-2-2 Hung Inf Brkdwn Rgt 
 
A43.18: 
4-4-6 AG Bn (239) 
6-2-2 Hung Inf Div (23 Res, less 1 
step) 
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A44.17: 
3-5-4 Pz Comp (1-503) 
23 Pz Div (I/23 Pz Bn) 
 
A44.16: 
23 Pz Div (128 PJ Bn) 
 
A44.15: 
23 Pz Div (128 Mot Rgt) 
 
A45.15: 
23 Pz Div (126 PG Rgt) 
 
A43.15: 
23 Pz Div (128 Arty Rgt) 
 
A45.14: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A44.13: 
7-2-2 Hung Inf Div (20, less 1 step) 
 
A44.12: 
1 Pz Div (113 PG Rgt) 
 
A43.12: 
1 Pz Div (1 Mot Rgt) 
 
A43.11: 
1 Pz Div (1 Recon) 
 
A42.11: 
8-3-3 Hung Inf Div (25, less 1 step) 
 
A42.12: 
12-1-2 Hung Arty Grp 
 
A41.09: 
8 Hung Inf Corps HQ 
 
A41.12: 
1 Pz Div (73 Arty Rgt) 
 
A41.13: 
3-3-3 Hung Inf Brkdwn Rgt 
 
A39.13: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
8 Pz Div (8 Recon, I/10 Pz Bn, 43 PJ 
Bn, 98 PG Rgt, 28 Mot Inf Rgt, 80 
Arty Rgt) 
6-5-7 Pz Bn (I/130) 
1 SP 
Note: Only 2 RE may set up in A39.13.  
Units in excess must displace to an adjacent 
hex. 
 
A32.04: 
(1)-0-0 Pontoon Rgt (AGS) 

 
Airbases: 
Level-3: A32.05, 
 
Level-2: A38.03, A39.10, 
 
Level-1: A34.16, A17.05, A27.10, 
A18.28, B10.01 
 
Luftwaffe (All are inactive) 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110 
3x Fw.190F-8 (4) 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
He.111H (12) 
He.111H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces (All inactive): 
Hung Bf-109G (5) 
Hung Mixed Fighter 
   
Axis OoA adjustment: 
Ignore the 4 SS Pz Corps Entry on 26 
Dec 
 

5.8 Race to Budapest 
– Small Scenario 
(5 Dec to 26 Dec 1945) 
 

General Information: 
This scenario uses 2/3 of the map to 
concentrate on the Soviet effort to 
surround and/or capture Budapest in 
December 1944. 
 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Mud and Limited Flight on 
5 Dec.  Light Mud (roll for flight 
normally) on 8 Dec.  Roll for Weather 
normally on 12 Dec and after. (Note: 
Weather at start is different from the 
Scenario 5.9 Campaign game for play 
balance in a short scenario.) 
First Turn: 5 Dec 
Last Turn: 26 Dec 
Game Length: 7 turns 
Maps: Use Maps A and B (see White 
Line map restriction.) 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 

The LRAF Refit Capability Marker 
is placed in the 2 box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades, 
and must roll to place the units on the 
turn track for future losses (see 3.3a). 
 

Special Rules: 
White Line Map Restriction. All 
hexes north of The White Line (1.2a) 
are outside the area of play. 
 

Minor City Defense Limitation. 
During this scenario, the Axis cannot 
have more than 2 RE of  combat units 
in any Minor City hex outside the 
Budapest Zone (1.2c). Displace any 
excess to the nearest non-Soviet 
controlled hex. Hedgehogs cannot be 
built in Minor City hexes.  The Axis 
Player may displace units in excess 
during setup if  this situation exists. 
 

The Danube Bridges. Danube 
River bridges at A59.21, A58.20, 
A53.20, and A43.19 are destroyed. 
 

Withdrawals North (1). When a 
Soviet Combat unit enters any hex 
from A23.19 to A29.19 inclusive, the 
following Soviet units must withdraw 
in the next Soviet Reinforcement 
Phase: 53 Army HQ, 27 Army HQ, 8x 
AR4 Infantry steps, 4x AR3 Infantry 
steps, 5x AR2 Infantry steps, 2x AR1 
Infantry steps, 90-2-2 Gd Arty Div 
(5a), 1x AT Bde, 1x NKVD Bde, 2 and 
3 Rum Mtn Divisions, 4 Rum Corps 
HQ. The following Axis units must 
withdraw in the next Axis 
Reinforcement Phase: 1x AR3 step, 5x 
AR4 steps and 1x AR5 step (Infantry, 
PG or armored), 2x Arty Grp or Rgt. 
Any units Out of Trace Supply and the 
Budapest Garrison are not eligible to 
be withdrawn. 
 

Withdrawals North (2). When a 
Soviet Combat unit enters a hex on the 
east bank of the Garam river (any hex 
from A21.13 to A28.14 inclusive), the 
following Soviet units must withdraw 
in the next Soviet Reinforcement 
Phase: 4x Cav Divisions and the 
following Axis units must withdraw in 
the next Axis Reinforcement Phase: 4x 
AR4 steps (Infantry, PG or armored) 
and 1x Arty Grp or Rgt. 
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Units which are Out of Trace Supply 
and the Budapest Garrison are not 
eligible to be withdrawn. 
 

Weather. Weather on 5 Dec is 
automatically Mud.  Weather on 8 Dec 
is automatically Light Mud.  After that, 
roll normally on the Weather Table.   
 

Supply Points. 
Only the Axis SP arriving in the West 
are available. 
Only Soviet SP coming from East and 
South are available. 
 

Victory Conditions: 
Use Operation Budapest Victory 
Conditions (5.5) 
 

Set-Up: 
Soviet Information: 
(When no nationality is indicated, 
units are Soviet): 
Reserve Markers Available: 12 
 
Soviet Dead Pile: 
2 Gd Mech Corps (251 Gd AT Bn 3-
2-8), 1509 SP Arty Bn) 
4 Gd Mech Corps (36 Gd Tank Bde, 
352 Gd AG Bn, 292 Gd AT Bn) 
7 Mech Corps (41 Gd Tank Bde, 63 
Mech Bde, 78 Gd Tank Bn, 1440 SP 
Arty Bn, 1289 AT Bn (3-2-8)) 
5 Gd Tank Corps (375 Gd SP Arty Bn 
(2-2-8), 391 AT Bn) 
18 Tank Corps (110 Tank Bde, 170 
Tank Bde, 181 Tank Bde, 32 Mot Bde, 
363 Gd AG Bn, 1438 SP Arty Bn) 
23 Tank Corps (3 Tank Bde, 39 Tank 
Bde, 135 Tank Bde, 1443 SP Arty Bn) 
4 Gd Cav Corps (1815 SP Arty Bn, 4 
Tank Rgt, 12 Gd Katy Rgt) 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 1896 SP Arty Bn) 
6 Gd Cav Corps (1813 SP Arty Bn, 6 
Tank Rgt, 11 Gd Katy Rgt) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
Gd Yak.9 
Yak.9 
La.5 
2x Gd IL.2 
2x IL.2 
Rum Ju.88 
 
RVGK Box - 2nd Ukr Front: 
18 Tank Corps (1000 AT Bn, 292 
Mortar Rgt, Organic Truck (empty)) 

23 Tank Corps (56 Mot Bde, 1669 AT 
Bn, 457 Mortar Rgt, Organic Truck 
(empty)) 
7 Mech Corps (16 Mech Bde, 64 Mech 
Bde, 109 AT Bn, 614 Mortar Rgt, 
Organic Truck (empty)) 
5 Gd Cav Corps (63 Cav Div, 5 Tank 
Rgt, 9 Gd Katy Rgt) 
 

2nd Ukrainian Front 
 
53 Army 
A28.24: 
14-4-3 Gd Airborne Div (4 Gd) 
8-4-3 Inf Div (163) 
8-1-2 Inf Div (337, less 1 step) 
 
A28.26: 
53 Army HQ 
(4)-4-3 AT Bde (30) 
 
A25.24: 
12-4-3 Gd Airborne Div (1 Gd, less 2 
step) 
10-4-3 Gd Inf Div (110 Gd) 
8-1-2 Inf Div (228) 
 
A26.23: 
10-4-3 Inf Div (6, less 1 step) 
8-2-2 Inf Div (203, less 1 step) 
 
A26.22: 
8-2-2 Inf Div (375) 
8-1-2 Inf Div (243) 
 
A27.22: 
10-3-3 Gd Inf Div (72 Gd-less 1 step, 
81 Gd) 
 

27 Army 
A24.29: 
27 Army HQ 
(2)-4-3 NKVD Bdr Rgt (24) 
 
A27.24: 
12-4-3 Gd Airborne Div (3 Gd) 
12-4-3 Gd Inf Div (93 Gd-less 1 step) 
8-3-3 Inf Div (1 Rum-less 1 step) 
8-2-2 Inf Div (206) 
 
A26.24: 
26-1-2 Arty Bde (27) 
28-1-1 Mort Bde (27) 
 

Plijev HQ and 6 Gd Tank Army 
A30.22: 
5 Gd Tank Corps (20 Gd Tank Bde, 21 
Gd Tank Bde, 22 Gd Tank Bde, 6 Gd 
Mot Bde, 390 Gd AT Bn, 454 Gd 
Mortar Rgt, Organic Truck (Full)) 

9 Gd Mech Corps (46 Gd Tank Bde, 
18 Gd Mech Bde, 30 Gd Mech Bde, 31 
Gd Mech Bde, Organic Truck (Full)) 
 
A31.24: 
6 Gd Tank Army HQ 
Cavalry Mechanized Group Plijev HQ 
(4)-4-3 AT Rgt (2) 
 
A31.27: 
7 Gd Army HQ 
4-2-3 NKVD Bde (16) 
4x Wagon Point 
10 SP 
 
A34.26 
(1)-0-0 Pontoon (1) 
 
A34.28 
2nd Ukr. Front Marker 
(2)-4-3 NKVD Bdr Rgt (37) 
 
A28.23: 
4 Gd Cav Corps (9 Gd Cav Div, 10 Gd 
Cav Div, 30 Cav Div) 
 
A29.23: 
4 Gd Mech Corps (13 Mech Bde, 14 
Mech Bde, 15 Mech Bde, 1512 AT Bn, 
527 Mortar Rgt, Organic Truck (Full)) 
 
A29.24: 
4 Rum Corps HQ 
6 Gd Cav Corps (8 Cav Div, 8 Gd Cav 
Div, 13 Gd Cav Div) 
 

7 Gd Army 
A28.22: 
8-2-2 Inf Div (141) 
8-1-2 Inf Div (151, 155) 
 
A29.22: 
8-2-2 Inf Div (303, less 1 step) 
8-1-2 Inf Div (227, less 1 step; 409, less 
1 step) 
 
A30.21: 
9-4-8 Gd Tank Bde (27 Gd) 
12-4-3 Gd Inf Div (36 Gd) 
10-4-3 Gd Inf Div (25 Gd, less 1 step) 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-2-2 Inf Div (53) 
 

2 Ukr. Artillery Group 
A27.23: 
90-2-2 Gd Arty Div (5a, 5b) 
40-1-2 Arty Bde (152) 
26-2-2 Gd Arty Bde (41 Gd) 
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A30.23: 
26-1-2 Arty Bde (202) 
32-2-1 Gd Katy Bde (2 Gd) 
42-1-1 Mort Bde (2) 
90-1-2 Arty Div (16a, 16b) 
9 Gd Mech Corps (458 Mortar Rgt) 
 

3 Rumanian Army 
A27.25: 
8-2-2 Rum Mtn Div (2, less 1 step; 3) 
 
A31.22: 
9 Rum Cav Div (3 Ros Cav Rgt, 13 Cal 
Cav Rgt, 13 Ros Mot Cav Rgt) 
 
A31.23: 
8-1-2 Rum Arty Grp (1) 
144-2-1 Katy Div (2 UF) 
 
A32.21 
8-1-2 Rum Inf Div (19, less 1 step) 
 
A33.21: 
12-1-2 Rum Inf Div (2) 
 
A33.25: 
7 Rum Corps HQ 
 

46 Army 
A33.20: 
8-1-2 Inf Div (297) 
 
A34.19: 
8-1-2 Inf Div (317) 
 
A35.18: 
8-2-2 Inf Div (180) 
 
A35.19: 
10-3-3 Gd Inf Div (66 Gd) 
 
 
A36.17: 
12-4-3 Gd Inf Div (86 Gd) 
10-2-2 Gd Inf Div (49 Gd, less 1 step) 
10-3-3 Gd Inf Div (109 Gd) 
(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
 
A36.18: 
2 Gd Mech Corps (4 Gd Mech Bde, 5 
Gd Mech Bde, 6 Gd Mech Bde, 37 Gd 
Tank Bde, 30 Gd Tank Bn, 524 Gd 
Mortar, Organic Truck (Full)) 
 
A37.18: 
10-3-3 Gd Inf Div (108 Gd, less 1 step) 
(4)-4-3 AT Bde (22) 
 
A37.19: 

26-2-2 Gd Arty Bde (45 Gd)   
22-1-2 Arty Bde (46) 
 
A38.17: 
10-4-3 Gd Inf Div (59 Gd, less 1 step) 
(4)-4-3 AT Bde (12) 
 
A38.18: 
90-1-2 Arty Div (7a, 7b) 
 
A39.18: 
8-2-2 Inf Div (320) 
(4)-4-3 AT Bde (31) 
 
A41.25: 
46 Army HQ 
(2)-4-3 NKVD Bdr Rgt (109) 
5 SP 
 
A43.19: 
10-2-2 Gd Inf Div (34 Gd) 
(1)-0-0 Pontoon (4) 
(2)-4-3 NKVD Bdr Rgt (124) 
Special Wagon Extender 
 
A43.20: 
Gorskov HQ 
 
A44.18: 
10-3-3 Gd Inf Div (4 Gd) 
(4)-4-3 AT Bde (11) 
 
A45.18: 
10-3-3 Gd Inf Div (40 Gd, less 1 step) 
(4)-4-3 AT Bde (24) 
 

3rd Ukrainian Front 
 
4 Gd Army 
A40.18: 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (128) 
 
A45.11: 
9-2-2 Inf Div (84) 
(4)-4-3 AT Bde (7) 
 
A45.12: 
10-2-2 Gd Inf Div (80 Gd) 
(4)-4-3 AT Bde (42) 
 
A45.13: 
10-3-3 Gd Airborne Div (5 Gd) 
(4)-4-3 AT Bde (49) 
 
A45.16: 
4-4-6 Gd MC Rgt (3 Gd) 
10-3-3 Gd Inf Div (41 Gd) 
 
A45.17: 

10-4-6 Guards Mech Bde (32) 
9-3-3 Inf Div (252) 
 
A46.13: 
10-3-3 Gd Airborne Div (7 Gd) 
 
A46.14: 
14-4-4 Gd Inf Div (62 Gd) 
 
A46.15: 
10-2-2 Gd Inf Div (69 Gd) 
(4)-4-3 AT Bde (9) 
 
A47.13: 
(5)-2-1 Gd UR (1 Gd) 
 
A53.19: 
4 Gd Army HQ 
(2)-4-3 NKVD Bdr Rgt (134) 
5 SP 
 
A51.24: 
3rd Uk. Front HQ Marker 
 
A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Bdr Rgt (25) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
 
A44.19: 
90-1-2 Arty Div (9) 
42-1-1 Mortar Bde (23) 
 
A46.16: 
40-1-2 Arty Bde (123) 
26-1-2 Arty Bde (3 UF) 
32-1-1 Katy Bde (3 UF) 
 
A47.14 
10-3-3 Mot Div (316, less 1 step) 
 
A47.17 
12-3-3 Gd Mot Div (68 Gd) 
10-3-3 Mot Div (99) 
 
A32.35: 
3x Truck 
 
Airbases: 
Level-1: B28.23, B34.27, B34.11, 
B32.06, A50.31, A51.18, A54.24, 
 
Level-2: B22.15, B27.08, A33.31, 
B49.34, B38.12, B41.05, A56.12, 
A25.30, A41.25, 
 



The Gamers, Inc.     
Hungarian Rhapsody - Scenarios 

Level-3: B29.15, B48.09, B48.08, 
A54.27, B54.09, B55.15, A34.19, 
A34.24 
 

5 Air Army/17 Air Army (all active 

on map airbases or in boxes) 
3x Gd Yak.9 
4x Yak.9 
2x Gd La.5 
4x La.5 
7x Gd IL.2 
7x IL.2 
4x A.20 
2x Li.2 
 
Rumanian air forces (all active on 
map airbases) 
Rum IAR.81 
Rum Ju.87D 
Rum Hs.129 
 
LRAF (in LRAF box) 
3x IL.4 
B.25 
Gd B.25 
Gd B.25 (Reduced) 
 
Soviet OoA. Ignore any 
Reinforcements appearing on the 
north map edge. 
 

Axis Information:  

(When no nationality is indicated, units 
are German): 
Reserve Markers Available: 10 
 
Hungarian Collapse: (2.3b) has 
NOT taken place 
 
Axis Dead Pile: 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (1 Recon) 
2 Pz Div Hung (2 Recon, I/3 Tank Bn) 
4-4-6 Hung AG Bn (7) 
6-2-2 Hung Inf Div (4 Repl, 5 Repl) 
6-2-2 Hung Inf Div (6 Res) 
6-2-2 Hung Inf Div (27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Inf Bde (7 Repl) 
4-2-2 Hung Inf (9 Bdr) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
3-1-2 Hung Inf Bde (9 Repl) 
2x 3-3-3 Hung Inf KG 
4x 3-2-2 Hung Inf KG 
3-3-4 Hung Cav Rgt (1 Repl) 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp 

Bf.109G Hung (5) 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 37 PJ 
Bn) 
13 Pz Div (I/4 Pz Bn, 93 Mot Inf Rgt) 
23 Pz Div (23 Recon, II/23 Pz Bn) 
24 Pz Div (24 Recon, III/24 Pz Bn) 
FHH PG Div (FHH Recon, FHH AG 
Bn) 
SS-PO PG Div (4 Recon) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt) 
SS-FG (8 Recon) 
SS-HW (18 Recon) 
3-5-4 Pz Comp (2-503, 3-503) 
(5)-4-3 AT Bn (663) 
(3)-3-3 At Bn (721) 
4-5-6 AG Bn (286) 
4-4-6 AG Bn (325) 
2-2-5 SS AG Co (12 SS) 
(1)-5-6 PJ Comp (Det) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf KG (Kessel) 
4x 3-3-2 Inf KG 
3-3-3 Kor Bn (558) 
2-2-2 Sec Bn (808) 
(6)-4-3 Flak Bn 
(3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Plane: Hs.129B 
 

Budapest Garrison  
A32.17: 
(3)-3-3 SS AT Bn (509) 
(6)-4-3 LW Flak Bn (unrebuildable) 
 
A32.18: 
(6)-4-3 LW Flak Bn (unrebuildable) 
2 x (2)-2-3 Hung AT Bn (Bp) 
(unrebuildable) 
 
A32.19: 
1 Hung Pz Div (1/I Pz Bn, 1 Mot Rgt, 
51 AT Bn) 
SS-FG Cav Div (15 Cav Rgt) 
 
A33.18: 
9 SS Mtn Corps HQ 
SS-FG Cav Div (8 Arty Rgt) 
SS-MT Cav Div (22 Arty Rgt) 
12-3-2 SS Arty Grp (509) 
1 SP 
 
A33.19: 
1 Hung Corps HQ 
SS-FG Cav Div (16 Cav Rgt, 18 Cav 
Rgt, 8 AT Bn) 
3-3-3 SS Pol Inf Rgt (1 SS) 
(unrebuildable) 
 

A34.17: 
2 x (2)-2-3 Hung AT Bn (Bp) 
(unrebuildable) 
(6)-4-3 LW Flak Bn (unrebuildable) 
FHH PG Div (Gren PG Rgt, FHH 
Arty Bn) 
 
A34.18: 
(5)-4-3 Hung AT Bn (BP) 
(unrebuildable) 
SS-MT Cav Div (17 Cav Rgt, 53 Cav 
Rgt, 22 AT Bn) 
2-2-2 Sec Bn (407) 
 

Rear Forces 
A24.15: 
3-0-2 SS Inf Bde (Drlwg) 
A31.01: 
4xTruck 
A34.01: 
3x Wagon 
 

8 Army 
A22.23: 
4 FHH Pz Corps HQ 
3-3-3 Kor Bn (593) 
 
A23.24: 
12-2-2 Arty Grp 
 
A21.21: 
24 Pz Div (21 Mot Inf Rgt, 26 PG Rgt, 
89 Arty Rgt) 
 
A23.19: 
72 Corps HQ 
2-2-2 Sec Bn (465) 
(6)-4-3 Flak Bn 
2 SP 
 
A24.23: 
2 Hung Pz (52 AT Bn, 3 Mot Inf Rgt, 
2 Arty Rgt) 
 
A25.23: 
16-4-3 Inf Div (76, less 3 steps) 
 
A25.22: 
2x 4-4-3 Inf Brkdwn Rgt 
 

6 Army and 3 Hungarian Army 
A26.21: 
SS-PO PG Div (8 Mot Inf Rgt) 
16-4-3 Inf Div (46, less 2 steps) 
 
A26.20: 
SS-PO PG Div (4 Arty Rgt) 
 
A27.21: 
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SS-PO PG Div (7 Mot Inf Rgt, 4 AG 
Bn) 
(6)-4-3 Flak Bn 
 
A28.21: 
SS-HW PG Div (39 Mot Inf Rgt) 
(6)-4-3 Flak Bn 
(3)-2-3 Flak Bn 
 
A28.20: 
SS-HW PG Div (18 Arty Rgt) 
12-1-2 Hung Arty Grp 
 
A28.18: 
3 Pz Corps HQ 
(3)-2-3 Flak Bn 
 
A29.21: 
SS-HW PG Div (40 Mot Inf Rgt, 18 
AG Bn) 
(3)-2-3 Flak Bn 
 
A30.20: 
16-4-3 Inf Div (357, less 1 step) 
 
A31.21: 
13 Pz Div (13 Recon Bn, 66 PG Rgt) 
6-2-2 Hung Inf Div (8 Repl, less 1 step) 
 
A31.20: 
13 Pz Div (13 Arty Bn) 
1 Hung Pz (1 Arty Rgt) 
 
A32.20: 
13 Pz Div (13 AT Bn) 
6-2-2 Hung Res Div (12) 
 
A35.17: 
FHH PG Div (FHH PJ Bn, FHH Mot 
Füs Rgt) 
 
A36.16: 
12-4-4 Hung Cav Div (1, less 1 step) 
 
A37.17: 
14-3-2 VG Div (271, less 1 step) 
 
A38.16: 
3-3-2 VG Brkdwn Rgt 
 
A39.17: 
3-3-3 SS Pol Inf Rgt (6 SS) 
 
A40.17: 
4-3-6 AG Bn (303) 
 
A41.18: 
3-3-3 SS Pol Inf Rgt (8 SS) 
 
A42.18: 

6-4-5 SP Arty Bn (219) 
3-2-2 Hung Inf Brkdwn Rgt 
 
A43.18: 
4-4-6 AG Bn (239) 
6-2-2 Hung Inf Div (23 Res, less 1 
step) 
 
A44.17: 
3-5-4 Pz Comp (1-503) 
23 Pz Div (I/23 Pz Bn) 
 
A44.16: 
23 Pz Div (128 PJ Bn) 
 
A44.15: 
23 Pz Div (128 Mot Rgt) 
 
A45.15: 
23 Pz Div (126 PG Rgt) 
 
A43.15: 
23 Pz Div (128 Arty Rgt) 
 
A45.14: 
3-2-2 Hung Inf Brkdwn Rgt 
 
A44.13: 
7-2-2 Hung Inf Div (20, less 1 step) 
 
A44.12: 
1 Pz Div (113 PG Rgt) 
 
A43.12: 
1 Pz Div (1 Mot Rgt) 
 
A43.11: 
1 Pz Div (1 Recon) 
 
A42.11: 
8-3-3 Hung Inf Div (25, less 1 step) 
 
A42.12: 
12-1-2 Hung Arty Grp 
 
A41.09: 
8 Hung Inf Corps HQ 
 
A41.12: 
1 Pz Div (73 Arty Rgt) 
 
A41.13: 
3-3-3 Hung Inf Brkdwn Rgt 
 
A39.13: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
8 Pz Div (8 Recon, I/10 Pz Bn, 43 PJ 
Bn, 98 PG Rgt, 28 Mot Inf Rgt, 80 Arty 
Rgt) 

6-5-7 Pz Bn (I/130) 
1 SP 
Note: Only 2 RE may set up in A39.13.  
Units in excess must displace to an adjacent 
hex. 
 
A32.04: 
(1)-0-0 Pontoon Rgt (AGS) 
 
Airbases: 
Level-3: A32.05, 
 
Level-2: A38.03, A39.10, 
 
Level-1: A34.16, A27.10 
 
Luftwaffe (All are inactive) 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110 
3x Fw.190F-8 (4) 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
He.111H (12) 
He.111H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces (All inactive): 
Hung Bf.109G (5) 
Hung Mixed Fighter 
 
Axis OoA:  
Ignore: 
16-4-3 Inf Div (208) Entry on 19 Dec 
4 SS Pz Corps Entry on 26 Dec 
 
 

5.9 Race to Budapest 
– Campaign Start 
(5 Dec 1944 to 26 Feb 1945) 
 

General Information: 
 
Set-Up order: Axis first 
First Player: Soviet 
Weather: Automatically Light Mud 
and Limited Flight on 5 Dec 
First Turn: 5 Dec 
Last Turn: 26 Feb 
Game Length: 25 turns 
Maps: Use Maps A and B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
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The LRAF Refit Capability Marker 
is placed in the 2 box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades, 
(3.3a). 
Goulash Markers Available: 7 

 
Special Rules: 
Heinrici Special Hedgehogs. 
Available for December: 10 
 

The Danube Bridges. Danube 
River bridges at A59.21, A58.20, 
A53.20, and A43.19 are destroyed. 
 

Soviet Budapest Objective. 
Surround Budapest 
 

Victory Conditions: 
Use Grand Campaign Victory 
Conditions (5.2). 
 

Set-Up: 
Use Race to Budapest, Large Scenario 
(5.7) Victory Conditions.  Add the 
following entry: 
 

Axis Information: 
 
Goulash Markers Available: 7 
 
 

5.10 Konrad I-II  
 (1 Jan to 8 Jan 1945) 
 

General Information: 
Set-up order: Soviet first 
First Player: Axis 
Weather: Automatically Frozen and 
Limited Flight on 1 Jan 
First Turn: 1 Jan 
Last Turn: 8 Jan 
Game Length: 3 turns 
Map: Only Map A is used 
The LRAF Refit Capability Marker 
is placed in the “2” box. 
Transport Points: Wagons and 
Trucks may start loaded if  SP are 
present in their hexes. 
Soviet Infantry: The Soviet player 
has used all 10 of  the “free rebuilds” 
for Infantry divisions and UR 
Brigades, and must roll to place the 
units on the turn track for future 
losses (see 3.3a) 
Goulash Markers: 3 

 

Special Rules: 
Map Play Area Restriction. All 
hexes North of  A21.XX are not 
playable. 
 

Budapest Fortress. A Budapest 
Fortress has been declared for the 
surrounded units in Budapest. (See 
2.4). 
 

Danube Bridges. All Danube 
bridges are destroyed except the 
bridges at Komárom (A30.09) and 
Budapest (A32.17, A33.18, A34.17). 
 

Initiative. The Axis player 
automatically has the Initiative on Turn 
2 and on Turn 3 (as if  they had won 
the initiative roll). 
 

SP Transport Missions to the 
Budapest Zone. Each turn Flight is 
possible, the Axis player must conduct 
at least a 1T Transport mission within 
the Budapest Fortress. 
 

Supply Points. 
Only the Axis SP arriving in the West 
are available. 
Only Soviet SP coming from East and 
South are available. 
 

Supply Sources/Reinforcement 
Entry. 
Soviet: Map A East Edge and South 
Edge (East of  the Danube) road hexes. 
Axis: Map A West Edge rail and road 
hexes. 
 

Victory Conditions: 
 

Axis Sudden Death Win. 
If  the Axis player is able to restore 
Trace Supply to at least one hex of  
Budapest at the end of  the Axis Player 
Turn, then they have won a Crushing 
Victory. Game Over! 
 

Victory by Geographic 
Objectives. 
Failing an Axis Sudden Death Victory, 
a Campaign Game victory is 
determined by whether the Soviet 
Player controls certain geographic 
objectives: 
 

Victory points are awarded to the 
Soviet Player for controlling these 
hexes at game end: 
 

Pilisszentkerezt (A30.16) 1 

VP 

Bicske (A34.14) 1 

VP 

Székesfehérvár (A39.13)        2 VPs 

Komárom (A30.09)                 2 VPs 

Each Minor City Budapest hex 

 1 

VP 

Each Major City Budapest hex 

                                                2 

VPs 

10 Soviet RE are west of  the Garam 
River (in or west of  A21.12 to A29.14) 

in Trace Supply 1 

VP 

 

Victory Level: 

8 VPs or more: 

 Soviet Major Victory 
 

6-7 VPs: Soviet Minor 

Victory 
 

5 VPs: Draw 

 

3-4 VPs: Axis Minor Victory 

 

2 or less VPs:

 Axis Major Victory 
 Axis Major Victory 
 

Set-Up: 
 

Soviet Information: 
(When no nationality is indicated, units 
are Soviet) 
 
Reserve Markers Available: 8 (No 
Soviet units may be placed in Reserve 
during Set-up.) 
 
Soviet Dead Pile: 
1 Gd Mech Corps (1 Gd Mech Bde, 
382 AG Bn, 1453 AT Bn) 
2 Gd Mech Corps (4 Gd Mech Bde, 6 
Gd Mech Bde, 30 Gd Tank Bn, 3-4-8 
(251 Gd AT Bn), 1509 SP Arty Bn) 
4 Gd Mech Corps (13 Mech Bde, 15 
Mech Bde, 352 AG Bn, 292 Gd AT 
Bn) 
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7 Mech Corps (41 Gd Tank Bde, 1440 
SP Arty Bn, 3-3-8 (1289 AT Bn)) 
9 Gd Mech Corps (30 Gd Mech Bde, 
389 Gd AT Bn) 
5 Gd Tank Corps (20 Gd Tank Bde, 22 
Gd Tank Bde, 390 Gd AT Bn, 375 Gd 
SP Arty Bn, 391 AT Bn) 
23 Tank Corps (135 Tank Bde) 
4 Gd Cav Corps (9 Gd Cav Div, 1815 
SP Arty Bn, 4 Tank Rgt, 12 Gd Katy 
Rgt) 
5 Gd Cav Corps (63 Cav Div, 1896 SP 
Arty Bn) 
9-4-8 Gd Tank Bde (27 Gd) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
2x Gd IL.2 
3x IL.2 
Gd Yak.9 
La.5 
 

2nd Ukrainian Front 
 
6 Gd Tank Army 
A24.16: 
9 Gd Mech Corps (46 Gd Tank Bde, 
18 Gd Mech Bde, 31 Gd Mech Bde, 
458 Gd Mortar Rgt, Organic Truck 
(empty)) 
 
A24.17: 
5 Gd Tank Corps (21 Gd Tank Bde, 6 
Gd Mot Bde, 454 Gd Mortar Rgt, 
Organic Truck (empty)) 
 
A24.18: 
6 Gd Tank Army HQ 
26-1-2 Arty Bde (202) 
(4)-4-3 AT Rgt (34) 
Special Wagon Extender 
 

Cavalry Mechanized Group 
Plijev 
A24.15: 
Plijev HQ 
(2)-4-3 NKVD Bdr Rgt (37) 
32-2-1 Gd Katy Bde (2 Gd) 
 
A22.12: 
4 Gd Cav Corps (30 Cav Div) 
4 Gd Mech Corps (1512 AT Bn, 527 
Mortar Rgt) 
 
A21.13: 
4 Gd Mech Corps (36 Gd Tank Bde,14 
Gd Mech Bde, Organic Truck (empty)) 
 

7 Gd Army 
A23.13: 

12-4-3 Gd Inf  Div (36 Gd) 
 
A23.14: 
42-1-1 Mort Bde (2) 
 
A24.13: 
8-2-2 Inf  Div (303, less 1 step) 
 
A25.14: 
8-1-2 Inf  Div (243) 
 
A26.13: 
8-2-2 Inf  Div (141) 
 
A27.14: 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-1-2 Inf  Div (409, less 1 step) 
 
A27.15: 
(4)-4-3 AT Bde (2) 
3 SP 
 
A28.14: 
8-2-2 Inf  Div (53) 
12-4-3 Gd Inf  Div (93 Gd, less 2 step) 
 
A28.18 
7 Gd Army HQ 
(1)-0-0 Pontoon (1) 
(2)-4-3 NKVD Bdr Rgt (109) 
4-2-3 NKVD Bde (16) 
 
A29.15: It is not a mistake that this hex 
is empty.  This bridge was left virtually 
unguarded and so enabled the German 
offensive (the Danube bridge itself  is 
destroyed). 
 

3rd Ukrainian Front 
4 Gd Army and Cavalry 
Mechanized Group Gorskov 
 
A30.11: 
10-2-2 Gd Inf  Div (80 Gd) 
 
A30.12: 
18 Tank Corps (170 Tank Bde, 1438 SP 
Arty Bn) 
 
A30.13: 
10-3-3 Gd Inf  Div (4 Gd, less 1 step) 
 
A30.14 
12-4-3 Gd Inf  Div (86 Gd) 
 
A30.16: 
26-1-2 Arty Bde (3 UF) 
 
A31.12: 

10-2-2 Gd Inf  Div (34 Gd) 
 
A32.12: 
8-1-2 Inf  Div (223) 
 
A33.12: 
8-1-2 Inf  Div (52, less 1 step) 
 
A33.13: 
32-1-1 Katy Bde (3 UF) 
 
A33.14: 
18 Tank Corps (110 Tank Bde, 181 
Tank Bde, 32 Mot Bde, 1000 AT Bn, 
292 Mortar Rgt, 363 Gd AG Bn, 
Organic Truck (empty)) 
 
A34.11: 
8-1-2 Inf  Div (93) 
 
A35.11: 
10-3-3 Gd Inf  Div (40 Gd, less 1 step) 
 
A35.12: 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 5th Tank Rgt, 9 Gd Katy 
Rgt) 
 
A36.11: 
10-3-3 Gd Airborne Div (7 Gd) 
 
A36.12: 
40-1-2 Arty Bde (123) 
 
A37.12: 
10-3-3 Gd Airborne Div (5 Gd) 
(4)-4-3 AT Bde (9) 
 
A37.13: 
7 Mech Corps (16 Mech Bde, 63 Mech 
Bde, 64 Mech Bde, 78 Gd Tank Bn, 
109 AT Bn, 614 Mortar Rgt, Organic 
Truck (Empty)) 
 
A38.12: 
9-2-2 Inf  Div (84) 
(4)-4-3 AT Bde (7) 
 
A39.12: 
9-3-3 Inf  Div (252) 
(4)-4-3 AT Bde (12) 
 
A39.13: 
10-3-3 Gd Inf  Div (41 Gd) 
 
A39.14: 
90-1-2 Arty Div (9) 
 
A36.16: 
4 Gd Army HQ 
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Gorskov HQ 
4-4-6 Gd MC Rgt (3 Gd) 
4 SP 
 
A40.11: 
10-2-2 Gd Inf  Div (69 Gd) 
(4)-4-3 AT Bde (42) 
 
A40.12: 
42-1-1 Mort Bde (23) 
 
A41.12: 
14-4-3 Gd Inf  Div (62 Gd) 
(4)-4-3 AT Bde (11) 
 
A42.11: 
(5)-2-1 Gd UR (1 Gd) 
(4)-4-3 AT Bde (49) 
 
A42.15: 
1 Gd Mech Corps (9 Gd Tank Bde, 2 
Gd Mech Bde, 3 Gd Mech Bde, 1821 
AT Bn, 267 Mortar Rgt, Organic Truck 
(Empty)) 
 
A34.14: 
(4)-4-3 AT Bde (22, 24, 31) 
 

46 Army 
A30.17: 
90-1-2 Arty Div (16a, 16b) 
 
A31.26: 
2nd Ukr. Front HQ Marker 
46 Army HQ 
26-2-2 Gd Arty Bde (45 Gd) 
4x Wagon Point 
1 SP 
 
A31.17: 
10-2-2 Gd Inf  Div (49 Gd, less 1 step) 
 
A31.18: 
8-2-2 Inf  Div (180) 
 
A31.19: 
10-4-3 Gd Inf  Div (25 Gd, less 1 step) 
 
A31.20: 
8-1-2 Inf  Div (151, 155) 
 
A32.16: 
10-3-3 Gd Inf  Div (108 Gd, less 1 step; 
109 Gd) 
 
A32.20: 
8-1-2 Rum Inf  Div (19, less 1 step) 
12-1-2 Rum Inf  Div (2) 
 
A33.25: 

7 Rum Corps HQ 
 
A32.21: 
9 Rum Cav Div (3 Ros Cav Rgt, 13 Cal 
Cav Rgt, 13 Ros Mot Cav Rgt) 
8-1-2 Rum Arty Grp (1) 
 
A33.16: 
2 Gd Mech Corps (37 Gd Tank Bde, 5 
Gd Mech Bde, 524 Mortar Rgt, 
Organic Truck (empty)) 
 
A33.17: 
10-4-3 Gd Inf  Div (59 Gd, less 1 step) 
8-2-2 Inf  Div (320) 
 
A33.20: 
8-1-2 Inf  Div (297) 
 
A33.21 
26-2-2 Gd Arty Bde (41 Gd) 
90-2-2 Gd Arty Div (5b) 
 
A33.22: 
144-2-1 Katy Div (2 UF) 
 
A34.15: 
22-1-2 Arty Bde (46) 
40-1-2 Arty Bde (152) 
 
A34.16: 
10-3-3 Mot Div (99) 
 
A34.19: 
8-1-2 Inf  Div (317) 
 
A35.16: 
90-1-2 Arty Div (7a, 7b) 
 
A35.17: 
10-3-3 Mot Div (316, less 1 step) 
 
A35.18: 
12-3-3 Gd Mot Div (68 Gd) 
 
A35.19: 
10-3-3 Gd Inf  Div (66 Gd) 
 
A36.17: 
(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
4-4-3 Naval Rifle Bde (83) 
 
A40.18: 
3rd Ukr. Front HQ Marker 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (134) 
 
A43.19: 
(1)-0-0 Pontoon (4) 

(2)-4-3 NKVD Bdr Rgt (124) 
 
A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Rgt (128) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
(2)-4-3 NKVD Rgt (25) 
 
A32.35: 
3x Truck Point 
 
RVGK Box - 2nd Ukr. Front: 23 Tank 
Corps (3 Tank Bde, 39 Tank Bde, 56 
Mot Bde, 1443 SP Arty Bn, 457 Mortar 
Rgt, 1669 AT Bn, Organic Truck 
(Empty)) 
 
Airbases: 
Level-3: A54.27, A34.19, A34.24 
 
Level-2: A33.31, A56.12, A25.30, 
A41.25, A25.20 
 
Level-1: A50.31, A51.18, A54.24, 
A34.16, A38.18 
 

Any Air Base (All Inactive) 

3x Gd Yak.9 
5x Yak.9 
2x Gd La.5 
2x La.5 
7x Gd IL.2 
6x IL.2 
4x A.20 
2x Li.2 
 
LRAF (All Inactive) 
2x IL.4 
 

Axis Information: 

(When no nationality is indicated, units 
are German): 
 
Reserve Markers Available: 7 
 
Axis Dead Pile: 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (I/1 Tank Bn, 1 Recon 
Bn, 51 AT Bn, 1 Arty Rgt)) 
2 Pz Div Hung (2 Recon, I/3 Tank Bn) 
4-4-6 Hung AG Bn (7) 
6-2-2 Hung Repl Div (4 Repl, 5 Repl, 8 
Repl) 
6-2-2 Hung Res Div (6 Res, 12 Res, 23 
Res) 
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6-2-2 Hung Light Div (27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Repl Bde (7 Repl) 
4-2-2 Hung Border Guard (9 Bdr) 
3-1-2 Hung Mtn Repl Bde (1 Repl, 2 
Repl) 
2x 3-3-3 Hung Inf  KG 
2x 3-2-2 Hung Inf  KG 
3-3-4 Hung Cav Rgt (1 Repl) 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp 
Hung Bf.109G (5) 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 37 PJ 
Bn) 
3 Pz Div (II/6 Pz Bn, 543 PJ Bn) 
6 Pz Div (II/11 Pz Bn, 41 PJ Bn) 
8 Pz Div (I/10 Pz Bn, II/10 Pz Bn, 43 
PJ Bn) 
13 Pz Div (13 Recon, I/4 Pz Bn, 93 
Mot Inf  Rgt, 13 Mot AT Bn, 13 Arty 
Bn) 
23 Pz Div (128 PJ Bn, II/23 Pz Bn) 
FHH PzG Div (FHH Recon Comp, 
Füs Mot Inf  Rgt, FHH AG Bn) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt) 
3-5-4 Pz Comp (1-503, 2-503, 3-503) 
6-5-7 Pz Bn (I/130) 
(3)-3-3 At Bn (721) 
4-4-6 AG Bn (325) 
6-4-5 SP Arty Bn (219) 
2-2-5 SS AG Comp (12 SS) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf  KG (Kessel) 
4x 3-3-2 Inf  KG 
3-3-3 Kor Bn (558) 
3-3-3 SS Pol Inf  Rgt (6 SS) 
3-0-2 SS Inf  Bde (Dlwgr) 
(5)-4-3 AT Bn (663) 
2x (6)-4-3 Flak Bn 
2x (3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Plane: Hs.129B 
 

Budapest Garrison  
A32.17: 
12-1-2 Hung Arty Grp (Bp 1) 
(6)-4-3 LW Flak Bn (unrebuildable) 
3-4-3 Hung Inf  Bn (Vannay) 
2-2-2 Hung Inf  KG (Bp Stu) 
(3)-3-3 SS AT Bn (509) 
SS-FG Cav Div (15 Cav Rgt) 
 
A32.18: 
FHH PzG Div (Gren PG Rgt, FHH 
Arty Bn) 
3-4-4 Hung Cav Brkdwn Rgt 
12-1-2 Hung Arty Grp (BP 2) 
 

A32.19: 
13 Pz Div (66 PzG Rgt) 
3-3-3 Hung Inf  KG (BC 2) 
2x 3-2-2 Hung Inf  KG 
 
A33.18: 
9 SS Mtn Corps HQ 
2 x (2)-2-3 Hung AT Bn (BP) 
(6)-4-3 LW Flak Bn (unrebuildable) 
12-2-2 SS Arty Grp (509) 
SS-FG Cav Div (16 Cav Rgt, 8 Arty 
Rgt) 
 
A33.19: 
1 Hung Corps HQ 
SS-MT Cav Div (17 Cav Rgt, 53 Cav 
Rgt, 22 AT Bn, 22 Arty Rgt) 
1 Pz Div Hung (1 Mot Rgt) 
4-4-6 Hung AG Bn (Bill) 
3-3-3 Hung Inf  KG (BC 1) 
3-3-3 SS Pol Inf  Rgt (1 SS) 
 
A34.17: 
(6)-4-3 LW Flak Bn (unrebuildable) 
2 x (2)-2-3 Hung AT Bn (BP) 
SS-FG Cav Div (18 Cav Rgt, 8 AT Bn) 
3-3-2 Inf  KG 
 
A34.18: 
(5)-4-3 Hung AT Bn (BP) 
3-4-3 Hung Inf  Bn (Watch) 
3-4-3 Hung Inf  KG (Bdpst) 
3-3-3 Hung Inf  KG (Bp Pol) 
2-2-2 Sec Bn (407) 
 

6 Army and 3 Hungarian Army 
A31.01: 
4xTruck 
 
A32.04: 
(1)-0-0 (Pontoon Rgt) 
2 SP 
 
A34.01: 
3x Wagon 
 
A21.07: 
14-3-2 VG Div (211) 
 
A21.12: 
16-4-3 Inf  Div (357, less 2 steps) 
Level 1 Hedgehog 
 
A22.10: 
8 Pz Div (80 Arty Rgt) 
 
A22.11: 
(5)-4-3 AT Bn (661) 
6 Pz Div (6 Recon Bn) 
Level 1 Hedgehog 

 
A23.12: 
4-4-5 Hung PJ Bn (16) 
(3)-2-3 Flak Bn 
Level 1 Hedgehog 
 
A24.09: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
1 SP 
 
A24.12: 
8 Pz Div (28 Mot Rgt) 
Level 1 Hedgehog 
 
A25.12: 
6 Pz Div (76 Arty Rgt) 
 
A25.13: 
8 Pz Div (8 Recon Bn) 
(3)-2-3 Flak Bn 
Level 1 Hedgehog 
 
A26.12: 
(6)-4-3 Flak Bn 
6 Pz Div (4 Mot Rgt) 
Level 1 Hedgehog 
 
A27.10: 
72 Corps HQ 
2-2-2 Sec Bn (465) 
 
A27.13: 
3 Pz Div (394 Mot Rgt) 
Level 1 Hedgehog 
 
A28.12: 
3 Pz Div (75 Arty Rgt) 
12-1-2 Hung Arty Grp 
 
A28.13: 
(6)-4-3 Flak Bn 
3 Pz Div (3 Recon) 
Level 1 Hedgehog 
 
A29.11: 
2 Pz Hung (52 AT Bn) 
 
A29.12: 
2 Pz Hung (3 Mot Rgt) 
 
A30.10: 
2 Pz Hung (2 Arty Rgt) 
 
A29.14: 
16-4-3 Inf  Div (96, less 2 steps) 
Level 1 Hedgehog 
 
A29.13: 
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12-4-3 Hung Inf  Div (SzLz, less 2 
steps) 
 
A31.09: 
4 SS Pz Corps HQ 
16-3-2 SS Nebelwerfer Bn (504) 
12-3-2 SS Arty Bn (504) 
 
A31.10: 
3 Pz Corps HQ 
3-3-3 Kor Bn (593) 
 
A31.10 w/i 1 hex: 
14-3-2 VG Div (271, less 1 step) 
 
A31.11 w/i 1 hex: 
5-4-6 Pz Bn (208) 
SS-T Pz Div (3 Recon, Tiger Pz Comp, 
I/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, II/5 Pz Bn, 9 
PG Rgt, Norge Mot Inf  Bn) 
 
A32.11: 
KG Pape (if  using optional rule 4.0e) 
6 Pz Div (114 PzG Rgt, I/11 Pz Bn) 
8 Pz Div (98 PzG Rgt) 
 
A33.11: 
FHH PzG Div (FHH PJ Bn) 
6-5-7 Pz Bn (I/26) 
4-4-6 AG Bn (239) 
 
A34.10: 
12-4-4 Hung Cav Div (1, less 2 steps) 
 
A35.10: 
4 Cav Bde (5 Cav Rgt) 
4-3-6 AG Bn (303) 
 
A36.09: 
4 Cav Bde (870 Arty Rgt) 
 
A36.10: 
4 Cav Bde (70 Recon, 41 Cav Rgt) 
 
A36.07: 
1 Cav Corps HQ 
 
A37.11: 
3 Pz Div (3 PzG Rgt, I/6 Pz Bn) 
 
A38.10: 
23 Pz Div (128 Arty Rgt) 
 
A38.11: 
23 Pz Div (126 PzG Rgt) 
 
A39.11: 

23 Pz Div (I/23 Pz Bn, 128 Mot Rgt, 
23 Recon Bn) 

 
A40.09: 
1 Pz Div (73 Arty Rgt) 
 
A40.10: 
5-4-3 SS Rgt (Ney) 
1 Pz Div (1 Recon Bn, 113 PzG Rgt, 1 
Mot Inf  Rgt) 
 
A41.09: 
2 Hung Corps HQ 
3-3-3 SS Pol Rgt (8 SS) 
 
A41.10: 
12-1-2 Hung Arty Grp 
 
A41.11: 
8-3-3 Hung Inf  Div (25) 
 
A43.08: 
8 Hung Corps HQ 
3-1-2 Hung Repl Bde (9 Repl) 
7-2-2 Hung Inf  Div (20, less 1 step) 
 
Airbases: 
Level-1: A27.10, A33.19 
 
Level-2: A38.03, A39.10 
 
Level-3: A32.05 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) Reduced 
Bf.109G (4) 
Bf.110 
2x Fw.190F-8 (4) 
Fw.190F-8 (4) Reduced 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
He.111H (12) 
He.111H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces: 
Hung Bf.109G (5) 
Hung Bf.109G (4) 
Hung Mixed Fighter 
 
 

5.11 Konrad I-II-III 
(1 Jan to 12 Feb 1945) 
 

General Information: 

Set-Up order: Soviet first 
First Player: Axis   
Weather: Automatically Frozen and 
Limited Flight on 1 Jan 
First Turn: 1 Jan 
Last Turn: 12 Feb 
Game Length: 13 turns 
Map: Only Map A is used 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “2” box 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades. 
(See 3.3a). 
 

Special Rules: 
Map Play Area Restriction. All 
hexes north of  A21.XX are not 
playable. 
 

Budapest Fortress. A Budapest 
Fortress has been declared for the 
surrounded units in Budapest. (See 
2.4). 
 

Danube Bridges. All Danube 
bridges are destroyed except the 
bridges at Komárom (A30.09) and 
Budapest (A32.17, A33.18, A34.17). 
 

Initiative. The Axis player 
automatically has the Initiative on Turn 
2 and on Turn 3 (as if  they had won 
the initiative roll). 
 

SP Transport Missions to the 
Budapest Zone. Each turn Flight is 
possible, the Axis player must conduct 
at least a 1T Transport mission within 
the Budapest Fortress. 
 

Supply Points. 
Only the Axis SP arriving in the West 
are available. 
Only Soviet SP coming from East and 
South are available. 
 

Supply Sources/Reinforcement 
Entry. 
Soviet: Map A East Edge and South 
Edge (East of  the Danube) road hexes. 
Axis: Map A West Edge rail and road 
hexes. 
 

Victory Conditions: 
Axis Sudden Death Win. 
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If  the Axis player is able to restore 
Trace Supply to at least one hex of  
Budapest at the end of  his Player Turn, 
then they have won a Crushing 
Victory. Game Over! 
 

Soviet Sudden Death Win. 
If  the Soviet player controls all city 
hexes of  Budapest at the end of  his 
Player Turn, then he has won a 
Crushing Victory. Game Over! 
(However, this does not apply to the 
last turn – 12 Feb.) 
 

Victory by Geographic 
Objectives. 
Failing a Sudden Death Victory by 
either side, Campaign Game victory is 
determined by whether the Soviet 
Player controls certain geographic 
objectives: 
 
Victory Points are awarded to the 
Soviet Player for controlling these 
hexes at game end: 
 

Pilisszentkerezt (A30.16) 1 

VP 

Bicske (A34.14) 1 

VP 

Székesfehérvár (A39.13)         2 VPs 

Hex (A36.16)                           2 VPs 

Each Minor City Budapest hex 

 1 

VP 

Each Major City Budapest hex 

                                                2 

VPs 

10 Soviet REs (or greater) are west of 
the Garam River (in or west of A21.12 
to A29.14) in Trace Supply (ignore this 
VP for Scenario Konrad III, 5.13) 

 1 

VP 

Victory Level: 

13 VPs or more: 

 Soviet Major Victory 
 

11-12 VPs: 

 Soviet Minor 
Victory 
 

8-10 

VPs: Draw 

 

6-7 VPs:  

 Axis Minor Victory 
 

5 or less VPs:

 Axis Major Victory 
 Axis Major Victory 
 

Set-Up: 
Use the Set-up from the Konrad I-
II Scenario, 5.10.  Add the following 
entries: 
 

Axis Information: 
Add: 6x Goulash markers 
 

Soviet Information: 
No Soviet units may be placed in 
Reserve during Set-up. 
 
All Soviet Air Units: Inactive at 
scenario start. 
 
 

5.12 Konrad I 
Campaign Start  
(1 Jan to 26 Feb 1945) 
 

General Information: 
Set-Up order: Soviet first 
First Player: Axis 
Weather: Automatically Frozen and 
Limited Flight on 1 Jan 
First Turn: 1 Jan 
Last Turn: 26 Feb 
Game Length: 17 turns 
Maps: Use Map A and Map B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the 2 box 
Soviet Victory Status: 2 VP for 
Budapest Surrounded Objective 
Soviet Infantry: The Soviet player has 

used all 10 of the “free rebuilds” for 

Infantry divisions and UR Brigades. 
(See 3.3a). 
 

Special Rules: 
Budapest Fortress. A Budapest 
Fortress has been declared for the 
surrounded units in Budapest. (See 
2.4). 
 

Danube Bridges. All Danube 
bridges are destroyed except the 

bridges at Komárom (A30.09) and 
Budapest (A32.17, A33.18, A34.17). 
 

Victory Conditions: 
Use the Grand Campaign Victory 
Conditions (5.2). 
 

Set-Up: 
 

Soviet Information: 
(When no nationality is indicated, units 
are Russian). 
 
Reserve Markers Available: 13 
No Soviet units may be placed in 
Reserve during Set-Up. 
 
Soviet Dead Pile:  
9-3-8 Gd Tank Bde (5) 
4-4-6 Gd Tank Bn (1 Gd) 
9-5-5 Flm Armor Bde (31) 
5-5-3 Assault Bde (15) 
1 Gd Mech Corps (1 Gd Mech Bde, 
382 AG Bn, 1453 AT Bn) 
2 Gd Mech Corps (4 Gd Mech Bde, 6 
Gd Mech Bde, 30 Gd Tank Bn, 3-4-8 
(251 Gd AT Bn), 1509 SP Arty Bn) 
4 Gd Mech Corps (13 Mech Bde, 15 
Mech Bde, 352 AG Bn, 292 Gd AT 
Bn) 
7 Mech Corps (41 Gd Tank Bde, 1440 
SP Arty Bn, 3-3-8 (1289 AT Bn)) 
9 Gd Mech Corps (30 Gd Mech Bde, 
389 Gd AT Bn) 
5 Gd Tank Corps (20 Gd Tank Bde, 
22 Gd Tank Bde, 390 Gd AT Bn, 375 
Gd SP Arty Bn, 391 AT Bn) 
23 Tank Corps (135 Tank Bde) 
4 Gd Cav Corps (9 Gd Cav Div, 1815 
SP Arty Bn, 4 Tank Bn, 12 Gd Katy 
Rgt) 
5 Gd Cav Corps (63 Cav Div, 1896 SP 
Arty Bn) 
6 Gd Cav Corps (1813 SP Arty Bn, 6 
Tank Rgt, 11 Gd Katy Rgt) 
9-4-8 Gd Tank Bde (27 Gd) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
1-1-4 Partisan Rgt (S1, S2, S3, S4, S5, 
S6) 
3-3-3 Cz Airborne Inf  Bde (2) 
2x Gd IL.2 
3x IL.2 
Gd Yak.9 
La.5 
Rum Ju.88 
 

4th Ukrainian Front 
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1 Gd Army 
B2.02: 
(2)-4-3 NKVD Bdr Rgt (92) 
 
B2.03: 
1 Gd Army HQ 
(2)-4-3 NKVD Bdr Rgt (23) 
 
B2.01: 
8-3-3 Gd Mtn Div (128 Gd, less 1 
step) 
8-2-2 Mtn Div (242, 318 less 1 step) 
 
B3.02: 
10-3-3 Inf  Div (271) 
8-1-2 Inf  Div (276, less 1 step) 
 
B4.02: 
10-2-2 Gd Inf  Div (129 Gd) 
8-2-2 Inf  Div (161, 167) 
 
B4.03: 
42-1-1 Mortar Bde (4a, 4b) 
26-2-2 Gd Arty Bde (24 Gd) 
 

18 Army 
B9.11: 
4th Ukr. Front HQ Marker 
18 Army HQ 
(2)-4-3 NKVD Bdr Rgt (79) 
 
B8.04: 
8-2-2 Inf  Div (138, less 1 step; 237, 
less 1 step) 
 
B9.05: 
10-3-3 Gd Airborne Div (2 Gd) 
8-1-2 Inf  Div (8, less 1 step) 
 
B9.07: 
42-1-1 Mortar Bde (4UFc) 
75-2-1 Gd Katy Bde (4 UF) 
26-1-2 Arty Bde (4 UF) 
26-1-2 Arty Bde (146) 
 
B10.04: 
14-4-3 Inf  Div (24, less 1 step) 
8-2-2 Inf  Div (351) 
 
B11.04: 
10-3-3 Inf  Div (226) 
14-4-3 Inf  Div (30, less 1 step) 
 
B10.05: 
8-2-2 Inf  Div (21) 
8-1-2 Inf  Div (104, 122) 
 

8 Air Army 
3x IL.2 

IL.2 (Reduced) 
2x Gd La.5 
 

2nd Ukrainian Front 
 
4 Rumanian Army 
B13.03: 
8-2-2 Rum Inf  Div (3, 11) 
 
B13.02: 
12-2-2 Rum Inf  Div (21) 
12-3-3 Rum Inf  Div (6) 
 
B13.01: 
8-2-2 Rum Inf  Div (8) 
 
A13.34: 
8-2-2 Rum Inf  Div (9) 
 
A13.33: 
8-2-2 Rum Inf  Div (18) 
 
B14.01: 
8-1-2 Rum Arty Grp (4) 
 
A16.34: 
2 Rum Corps HQ 
6 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 
A25.30: 
1 T 
 

40 Army 
A15.29: 
(5)-1-1 UR Bde (159) 
8-2-2 Inf  Div (38) 
 
A15.28: 
12-4-3 Gd Inf  Div (42 Gd, less 2 
steps) 
8-1-2 Inf  Div (240) 
 
A15.27: 
8-3-3 Inf  Div (232) 
8-2-2 Inf  Div (133) 
10-4-3 Inf  Div (6, less 1 step) 
 
A17.28: 
26-1-2 Arty Bde (153) 
22-1-1 Mort Bde (40) 
 
A18.28: 
40 Army HQ 
(5)-1-1 UR Bde (54) 
2 SP 
 
A20.32: 
Special Wagon Extender 
 

27 Army 
A16.25: 
12-4-3 Gd Airborne Div (3 Gd, less 1 

step) 
8-3-3 Inf  Div (1 Rum, less 1 step) 
 
A17.25: 
14-4-3 Gd Airborne Div (4 Gd, less 1 

step) 
8-2-2 Inf  Div (78) 
 
A18.26: 
54-1-2 Arty Div (11) 
26-1-2 Arty Bde (27) 
 
A18.24: 
8-4-3 Inf  Div (163, less 1 step) 
8-2-2 Inf  Div (206) 
 
A19.24: 
8-1-2 Inf  Div (337, less 1 step) 
8-3-3 Inf  Div (202) 
 
A20.23: 
8-2-2 Rum Mtn Div (2, less 1 step; 3) 
 
A18.25: 
28-1-1 Mort Bde (27) 
 
A22.23: 
27 Army HQ 
4 Rum Corps HQ 
(2)-4-3 NKVD Bdr Rgt (24) 
2 SP 
 

53 Army 
A20.22: 
10-4-3 Gd Inf  Div (110 Gd) 
8-2-2 Inf  Div (375) 
 
A21.22: 
10-3-3 Gd Inf  Div (72 Gd, less 1 
step) 
 
A22.19: 
8-2-2 Inf  Div (203, less 1 step) 
8-1-2 Inf  Div (227, less 1 step; 228, 
less 1 step) 
 
A22.20: 
12-4-3 Gd Airborne Div (1 Gd, less 2 
steps) 
 
A22.21: 
10-3-3 Gd Inf  Div (81) 
 
A23.19: 
53 Army HQ 
(4)-4-3 AT Bde (30) 
1 SP 
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A23.20: 
90-2-2 Gd Arty Div (5a) 
 

6 Gd Tank Army 
A24.16: 
9 Gd Mech Corps (46 Gd Tank Bde, 
18 
 Gd Mech Bde, 31 Gd Mech Bde, 458 
Gd Mortar Rgt, Organic Truck 
(empty)) 
 
A24.17: 
5 Gd Tank Corps (21 Gd Tank Bde, 6 
Gd Mot Bde, 454 Gd Mortar Rgt, 
Organic Truck (empty)) 
 
A24.18: 
6 Gd Tank Army HQ 
26-1-2 Arty Bde (202) 
(4)-4-3 AT Rgt (34) 
Special Wagon Extender 
 

Cavalry Mechanized Group 
Plijev 
A24.15: 
Plijev HQ 
(2)-4-3 NKVD Bdr Rgt (37) 
32-2-1 Gd Katy Bde (2 Gd) 
 
A22.12: 
4 Gd Cav Corps (30 Cav Div) 
4 Gd Mech Corps (1512 AT Bn, 527 
Mortar Rgt) 
 
A21.13: 
4 Gd Mech Corps (36 Gd Tank 
Bde,14 Gd Mech Bde, Organic Truck 
(empty)) 
 
A22.15: 
6 Gd Cav Corps (8 Cav Div) 
 
A22.14: 
6 Gd Cav Corps (8 Gd Cav Div) 
 
A21.14: 
6 Gd Cav Corps (13 Gd Cav Div) 
 
A20.13: 
4 Gd Cav Corps (10 Gd Cav Div) 
 

7 Gd Army 
A23.13: 
12-4-3 Gd Inf  Div (36 Gd) 
 
A23.14: 
42-1-1 Mort Bde (2) 
 
A24.13: 

8-2-2 Inf  Div (303, less 1 step) 
 
A25.14: 
8-1-2 Inf  Div (243) 
 
A26.13: 
8-2-2 Inf  Div (141) 
 
A27.14: 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-1-2 Inf  Div (409, less 1 step) 
 
A27.15: 
(4)-4-3 AT Bde (2) 
3 SP 
 
A28.14: 
8-2-2 Inf  Div (53) 
12-4-3 Gd Inf  Div (93 Gd, less 2 
steps) 
 
A28.18 
7 Gd Army HQ 
(1)-0-0 Pontoon (1) 
(2)-4-3 NKVD Bdr Rgt (109) 
4-2-3 NKVD Bde (16) 
 
A29.15: It is not a mistake that this 
hex is empty.  This bridge was left 
virtually unguarded and enabled the 
German offensive (the Danube bridge 
itself  is destroyed). 
 

3rd Ukrainian Front 
4 Gd Army and Cavalry 
Mechanized Group Gorskov 
A30.11: 
10-2-2 Gd Inf  Div (80 Gd) 
 
A30.12: 
18 Tank Corps (170 Tank Bde, 1438 
SP Arty Bn) 
 
A30.13: 
10-3-3 Gd Inf  Div (4 Gd, less 1 step) 
 
A30.14 
12-4-3 Gd Inf  Div (86 Gd) 
 
A30.16: 
26-1-2 Arty Bde (3 UF) 
 
A31.12: 
10-2-2 Gd Inf  Div (34 Gd) 
 
A32.12: 
8-1-2 Inf  Div (223) 
 
A33.12: 

8-1-2 Inf  Div (52, less 1 step) 
 
A33.13: 
32-1-1 Katy Bde (3 UF) 
 
A33.14: 
18 Tank Corps (110 Tank Bde, 181 
Tank Bde, 32 Mot Bde, 1000 AT Bn, 
292 Mortar Rgt, 363 Gd AG Bn, 
Organic Truck (empty)) 
 
A34.11: 
8-1-2 Inf  Div (93) 
 
A35.11: 
10-3-3 Gd Inf  Div (40 Gd, less 1 
step) 
 
A35.12: 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 5 Tank Rgt, 9 Gd Katy 
Rgt) 
 
A36.11: 
10-3-3 Gd Airborne Div (7 Gd) 
 
A36.12: 
40-1-2 Arty Bde (123) 
 
A37.12: 
10-3-3 Gd Airborne Div (5 Gd) 
(4)-4-3 AT Bde (9) 
 
A37.13: 
7 Mech Corps (16 Mech Bde, 63 
Mech Bde, 64 Mech Bde, 78 Gd Tank 
Bn, 109 AT Bn, 614 Mortar Rgt, 
Organic Truck (Empty)) 
 
A38.12: 
9-2-2 Inf  Div (84) 
(4)-4-3 AT Bde (7) 
 
A39.12: 
9-3-3 Inf  Div (252) 
(4)-4-3 AT Bde (12) 
 
A39.13: 
10-3-3 Gd Inf  Div (41 Gd) 
 
A39.14: 
90-1-2 Arty Div (9) 
 
A36.16: 
4 Gd Army HQ 
Gorskov HQ 
4-4-6 Gd MC Rgt (3 Gd) 
4 SP 
 
A40.11: 
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10-2-2 Gd Inf  Div (69 Gd) 
(4)-4-3 AT Bde (42) 
 
A40.12: 
42-1-1 Mort Bde (23) 
 
A41.12: 
14-4-3 Gd Inf  Div (62 Gd) 
(4)-4-3 AT Bde (11) 
 
A42.11: 
(5)-2-1 Gd UR (1 Gd) 
(4)-4-3 AT Bde (49) 
 
A42.15: 
1 Gd Mech Corps (9 Gd Tank Bde, 2 
Gd Mech Bde, 3 Gd Mech Bde, 1821 
AT Bn, 267 Mortar Rgt Organic 
Truck (Empty)) 
 
A34.14: 
(4)-4-3 AT Bde (22, 24, 31) 
 

46 Army 
A30.17: 
90-1-2 Arty Div (16a, 16b) 
 
A31.26: 
2 Ukr. Front HQ Marker 
46 Army HQ 
26-2-2 Gd Arty Bde (45 Gd) 
4x Wagon Point 
1 SP 
 
A31.17: 
10-2-2 Gd Inf  Div (49 Gd, less 1 
step) 
 
A31.18: 
8-2-2 Inf  Div (180) 
 
A31.19: 
10-4-3 Gd Inf  Div (25 Gd, less 1 
step) 
 
A31.20: 
8-1-2 Inf  Div (151, 155) 
 
A32.16: 
10-3-3 Gd Inf  Div (108 Gd, less 1 
step; 109 Gd) 
 
A32.20: 
8-1-2 Rum Inf  Div (19, less 1 step) 
12-1-2 Rum Inf  Div (2) 
 
A33.25: 
7 Rum Corps HQ 
 
A32.21: 

9 Rum Cav Div (3 Ros Cav Rgt, 13 
Cal Cav Rgt, 13 Ros Mot Cav Rgt) 
8-1-2 Rum Arty Grp (1) 
 
A33.16: 
2 Gd Mech Corps (37 Gd Tank Bde, 
5 Gd Mech Bde, 524 Mortar Rgt, 
Organic Truck (empty)) 
 
A33.17: 
10-4-3 Gd Inf  Div (59 Gd, less 1 
step) 
8-2-2 Inf  Div (320) 
 
A33.20: 
8-1-2 Inf  Div (297) 
 
A33.21 
26-2-2 Gd Arty Bde (41 Gd) 
90-2-2 Gd Arty Div (5b) 
 
A33.22: 
144-2-1 Katy Div (2 UF) 
 
A34.15: 
22-1-2 Arty Bde (46) 
40-1-2 Arty Bde (152) 
 
A34.16: 
10-3-3 Mot Div (99) 
 
A34.19: 
8-1-2 Inf  Div (317) 
 
A35.16: 
90-1-2 Arty Div (7a, 7b) 
 
A35.17: 
10-3-3 Mot Div (316, less 1 step) 
 
A35.18: 
12-3-3 Gd Mot Div (68 Gd) 
 
A35.19: 
10-3-3 Gd Inf  Div (66 Gd) 
 
A36.17: 
(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
4-4-3 Naval Rifle Bde (83) 
 
A40.18: 
3rd Ukr. Front HQ Marker 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (134) 
 
A43.19: 
(1)-0-0 Pontoon (4) 
(2)-4-3 NKVD Bdr Rgt (124) 
 

A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Rgt (128) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
(2)-4-3 NKVD Rgt (25) 
 
A32.35: 
3x Truck Point 
 
RVGK Box - 2nd Ukr. Front: 23 
Tank Corps (3 Tank Bde, 39 Tank 
Bde, 56 Mot Bde, 1443 SP Arty Bn, 
457 Mortar Rgt, 1669 AT Bn Organic 
Truck (Empty)) 
 
Airbases: 
Level-3: B29.15, B48.09, B48.08, 
A54.27, B54.09, B55.15, A34.19, 
A34.24 
 
Level-2: B11.15, B22.15, B27.08, 
A33.31, B38.12, B49.34, B41.05, 
A56.12, A25.30, B15.05, A41.25, 
A25.20 
 
Level-1: B28.23, B34.27, B34.11, 
B32.06, A50.31, A51.18, A54.24, 
A18.28, A34.16, A38.18 

 
5 Air Army/17 Air Army (All 
Inactive) 
3x Gd Yak.9 
5x Yak.9 
2x Gd La.5 
4x La.5 
7x Gd IL.2 
6x IL.2 
4x A.20 
2x Li.2 
 
Rumanian air forces 
Rum IAR.81 
Rum Ju.87D 
Rum Hs.129 
 
LRAF (All Inactive) 
2x IL.4 
 
 

Axis Information: 
(When no nationality is indicated, 
units are German): 
 
Reserve Markers Available: 13 
 
Goulash Markers Available: 6 
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Heinrici Special Hedgehogs 
Available: 15 

 
Axis Dead Pile: 
3 Hung Corps HQ (White Frame) 
7-3-3 Hung Div (6) (White Frame) 
8-3-3 Hung Div (13) (White Frame) 
4-3-3 Hung Mtn Bde (2) (White 
Frame) 
12-1-2 Hung Arty Grp (White Frame) 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (I/1 Tank Bn, 1 
Recon, 51 AT Bn, 1 Arty Rgt)  
2 Pz Div Hung (2 Recon, I/3 Tank 
Bn) 
4-4-6 Hung AG Bn (7) 
6-2-2 Hung Div (4 Repl, 5 Repl, 8 
Repl, 6 Res, 12 Res, 23 Res, 27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Bde (7 Repl) 
4-2-2 Hung Bde (9 Bdr) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
3-3-4 Hung Cav Rgt (1 Repl) 
2x 3-3-3 Hung Inf  KG 
2x 3-2-2 Hung Inf  KG 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp 
Hung Bf.109G (5) 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn, 37 
PJ Bn) 
3 Pz Div (II/6 Pz Bn, 543 PJ Bn) 
6 Pz Div (II/11 Pz Bn, 41 PJ Bn) 
8 Pz Div (I/10 Pz Bn, II/10 Pz Bn, 
43 PJ Bn) 
13 Pz Div (13 Recon, I/4 Pz Bn, 93 
Mot Inf  Rgt, 13 Mot AT Bn, 13 Arty 
Bn) 
23 Pz Div (128 PJ Bn, II/23 Pz Bn) 
24 Pz Div (24 Recon, 40 PJ Bn, 21 
Mot Inf  Rgt) 
FHH PG Div (FHH Recon, Füs Mot 
Inf  Rgt, FHH AG Bn) 
SS-PO PG Div (4 Recon, 4 AG Bn) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt) 
SS-FG (8 Recon) 
4 Cav Bde (70 AG Bn) 
3-5-4 Pz Comp (1-503, 2-503, 3-503) 
6-5-7 Pz Bn (I/130) 
(3)-3-3 At Bn (721) 
4-4-6 AG Bn (325) 
6-4-5 SP Arty Bn (219) 
2-2-5 SS AG Comp (12 SS) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf  KG (Kessel) 
4x 3-3-2 Inf  KG 
3-3-3 Kor Bn (558) 

3-3-3 SS Pol Inf  Rgt (6 SS) 
3-0-2 SS Inf  Bde (Dlwgr) 
(5)-4-3 AT Bn (663) 
2x (6)-4-3 Flak Bn 
2x (3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Plane: Hs.129B 
 

Budapest Garrison 
A32.17: 
12-1-2 Hung Arty Grp (Bp 1) 
(6)-4-3 LW Flak Bn (unrebuildable) 
3-4-3 Hung Inf  Bn (Vannay) 
2-2-2 Hung Inf  KG (Bp Stu) 
(3)-3-3 SS AT Bn (509) 
SS-FG Cav Div (15 Cav Rgt) 
 
A32.18: 
FHH PG Div (Gren PG Rgt, FHH 
Arty Bn) 
3-4-4 Hung Cav Brkdwn Rgt 
12-1-2 Hung Arty Grp (Bp 2) 
 
A32.19: 
13 Pz Div (66 PG Rgt) 
3-3-3 Hung Inf  KG (BC 2) 
2x 3-2-2 Hung Inf  KG 
 
A33.18: 
9 SS Mtn Corps HQ 
2 x (2)-2-3 Hung AT Bn (Bp) 
(6)-4-3 LW Flak Bn (unrebuildable) 
12-2-2 SS Arty Grp (509) 
SS-FG Cav Div (16 Cav Rgt, 8 Arty 
Rgt) 
 
A33.19: 
1 Hung Corps HQ 
SS-MT Cav Div (17 Cav Rgt, 53 Cav 
Rgt, 22 AT Bn, 22 Arty Rgt) 
1 Pz Div Hung (1 Mot Rgt) 
4-4-6 Hung AG Bn (Bill) 
3-3-3 Hung Inf  KG (BC 1) 
3-3-3 SS Pol Inf  Rgt (1 SS) 
 
A34.17: 
(6)-4-3 LW Flak Bn (unrebuildable) 
2 x (2)-2-3 Hung AT Bn (Bp) 
SS-FG Cav Div (18 Cav Rgt, 8 AT 
Bn) 
3-3-2 Inf  KG 
 
A34.18: 
(5)-4-3 Hung AT Bn (BP) 
3-4-3 Hung Inf  Bn (Watch) 
3-4-3 Hung Inf  KG (Bdpst) 
3-3-3 Hung Inf  KG (Bp Pol) 
2-2-2 Sec Bn (407) 
 

Rear Forces 
A31.01: 
4xTruck 
 

1 Panzer Army 
A2.30: 
4x Wagon 
2x Truck 
2 SP 
 
A2.34: 
2x 4-4-3 Inf  Brkdwn Rgt (White 
Frame) 
Level 2 Hedgehog 
 
B3.01: 
16-4-3 Inf  Div (253, less 1 step) 
3-2-2 Hung Inf  Brkdwn Rgt (White 
Frame) 
Level 2 Hedgehog 
 
A4.34: 
8-2-2 Arty Bn (White Frame) 
 
B4.01: 
16-4-3 Inf  Div (75, less 1 step) 
6-2-2 Hung Div (5 Res, less 1 step) 
 
A5.34: 
11 Corps HQ   
2-2-2 Sec Bn (1003) 
Level 1 Hedgehog 
 
B9.01: 
49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
Level 2 Hedgehog 
 
B10.02: 
12-2-2 Arty Grp (White Frame) 
 
B8.03: 
2x 3-4-3 Jg Brkdwn Rgt (White 
Frame) 
Level 2 Hedgehog 
 
B9.04: 
12-4-3 Jg Div (100, less 1 step) 
Level 2 Hedgehog 
 
A10.03: 
12-4-3 Jg Div (101, less 1 step) 
Level 2 Hedgehog 
 
B11.03: 
16-4-3 Inf  Div (254, less 1 step) 
Level 2 Hedgehog 
 
A12.32: 
7-2-2 Hung Inf  Div (16, less 1 step) 
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Level 2 Hedgehog 
 
A12.33: 
3-5-3 Ski Jg Brkdwn Rgt (White 
Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
Level 2 Hedgehog 
 
A12.34: 
12-5-4 Jg Div (1 Ski, less 2 steps) 
4-1-2 Hung Bde (2 Repl) 
Level 2 Hedgehog 
 
B12.01: 
4-4-3 Inf  Brkdwn Rgt (White Frame) 
3-4-3 Jg Brkdwn Rgt (White Frame) 
Level 2 Hedgehog 
 
B12.02: 
12-4-3 Jg Div (97, less 2 steps) 
4-4-3 Assault Bn (8A) 
Level 2 Hedgehog 
 
A7.26: 
3-3-3 Kor Bn (531) 
 
A7.25: 
Level 2 Hedgehog 
 

8 Army and 1 Hungarian Army 
A16.16: 
1x Wagon 
1 SP 
 
A11.20: 
Wagon 
1 SP 
 
A12.25: 
17 Corps HQ 
12-2-2 Arty Grp 
Level 1 Hedgehog 
 
A12.28: 
5 Hung Corps HQ 
18-2-2 Arty Grp 
Level 1 Hedgehog 
 
A13.26: 
4-5-6 AG Bn (228) 
 
A13.28: 
12-1-2 Hung Arty Grp (White Frame) 
 
A14.23: 
29 Corps HQ 
2-2-2 Sec Bn (Süd) 
 
A14.26: 
2x 4-4-3 Mtn Brkdwn Rgt 

Level 2 Hedgehog 
 
A14.27: 
14-4-3 Mtn Div (3, less 3 steps) 
4-3-3 Hung Mtn Bde (1) 
3-2-2 Hung Inf  Brkdwn (White 
Frame) 
Level 2 Hedgehog 
 
A14.28: 
14-4-3 Mtn Div (4, less 2 steps) 
7-2-2 Hung Inf  Div (24) 
Level 2 Hedgehog 
 
A16.15: 
4 FHH Pz Corps HQ 
 
A16.24: 
16-4-3 Inf  Div (208, less 2 steps) 
 
A17.23: 
8-2-2 Arty Bn 
 
A17.24: 
4-4-3 Inf  Brkdwn Rgt 
4-4-3 Inf  Brkdwn Rgt (white frame) 
 
A18.21: 
12-2-2 Arty Grp 
 
A18.23: 
16-4-3 Inf  Div (15, less 2 steps) 
 
A19.22: 
12-4-3 Jg Div (8, less 1 step) 
 
A19.23: 
16-4-3 Inf  Div (76, less 2 steps) 
 
A20.21: 
3-4-3 Jg Brkdwn Rgt 
4-5-6 AG Bn (286) 
 
A20.20: 
SS-PO PG Div (4 Arty Rgt) 
 
A21.21: 
SS-PO PG Div (8 Mot Inf  Rgt, 4 PJ 
Bn) 
 
A21.16: 
16-4-3 Inf  Div (46, less 2 steps) 
 
A21.20: 
SS-HW PG Div (40 Mot Inf  Rgt) 
SS-PO PG Div (7 Mot Inf  Rgt) 
 
A20.15: 
24 Pz Div (89 Arty Rgt) 
 

A21.15: 
24 Pz Div (III/24 Pz Bn, 26 PG Rgt) 
 
A19.13: 
3-3-2 Inf  KG 
 
A19.14: 
3-3-2 Inf  KG 
 

6 Army and 3 Hungarian Army 
A32.04: 
(1)-0-0 (Pontoon Rgt) 
2 SP 
 
A34.01: 
3x Wagon 
 
A21.07: 
14-3-2 VG Div (211) 
 
A21.12: 
16-4-3 Inf  Div (357, less 2 steps) 
Level 1 Hedgehog 
 
A22.10: 
8 Pz Div (80 Arty Rgt) 
 
A22.11: 
(5)-4-3 AT Bn (661) 
6 Pz Div (6 Recon Bn) 
Level 1 Hedgehog 
 
A23.12: 
4-4-5 Hung PJ Bn (16) 
(3)-2-3 Flak Bn 
Level 1 Hedgehog 
 
A24.09: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
1 SP 
 
A24.12: 
8 Pz Div (28 Mot Rgt) 
Level 1 Hedgehog 
 
A25.12: 
6 Pz Div (76 Arty Rgt) 
 
A25.13: 
8 Pz Div (8 Recon) 
(3)-2-3 Flak Bn 
Level 1 Hedgehog 
 
A26.12: 
(6)-4-3 Flak Bn 
6 Pz Div (4 Mot Rgt) 
Level 1 Hedgehog 
 
A27.10: 
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72 Corps HQ 
2-2-2 Sec Bn (465) 
 
A27.13: 
3 Pz Div (394 Mot Rgt) 
Level 1 Hedgehog 
 
A28.12: 
3 Pz Div (75 Arty Rgt) 
12-1-2 Hung Arty Grp 
 
A28.13: 
(6)-4-3 Flak Bn 
3 Pz Div (3 Recon) 
Level 1 Hedgehog 
 
A29.11: 
2 Pz Hung (52 AT Bn) 
 
A29.12: 
2 Pz Hung (3 Mot Rgt) 
 
A30.10: 
2 Pz Hung (2 Arty Rgt) 
 
A29.14: 
16-4-3 Inf  Div (96, less 2 steps) 
Level 1 Hedgehog 
 
A29.13: 
12-4-3 Hung Inf  Div (SzLz, less 2 

steps) 
 
A31.09: 
4 SS PZ Corps HQ 
16-3-2 SS Nebelwerfer Bn (504) 
12-3-2 SS Arty Bn (504) 
 
A31.10: 
3 Pz Corps HQ 
3-3-3 Kor Bn (593) 
 
A31.10 w/i 1 hex: 
14-3-2 VG Div (271, less 1 step) 
 
A31.11 w/i 1 hex: 
5-4-6 Pz Bn (208) 
SS-T Pz Div (3 Recon, Tiger Pz 
Comp, I/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, II/5 Pz Bn, 9 
PG Rgt, Norge Mot Inf  Bn) 
 
A32.11: 
KG Pape (if using optional rule 4.0e) 
6 Pz Div (114 PG Rgt, I/11 Pz Bn) 
8 Pz Div (98 PG Rgt) 
 
A33.11: 

FHH PG Div (FHH PJ Bn) 
6-5-7 Pz Bn (I/26) 
4-4-6 AG Bn (239) 
 
A34.10: 
12-4-4 Hung Cav Div (1, less 2 steps) 
 
A35.10: 
4 Cav Bde (5 Cav Rgt) 
4-3-6 AG Bn (303) 
 
A36.09: 
4 Cav Bde (870 Arty Rgt) 
 
A36.07: 
1 Cav Corps HQ 
 
A36.10: 
4 Cav Bde (70 Recon, 41 Cav Rgt) 
 
A37.11: 
3 Pz Div (3 PG Rgt, I/6 Pz Bn) 
 
A38.10: 
23 Pz Div (128 Arty Rgt) 
 
A38.11: 
23 Pz Div (126 PG Rgt) 
 
A39.11: 
23 Pz Div (I/23 Pz Bn, 128 Mot Rgt, 

23 Recon Bn) 
 
A40.09: 
1 Pz Div (73 Arty Rgt) 
 
A40.10: 
5-4-3 SS Rgt (Ney) 
1 Pz Div (1 Recon, 113 PG Rgt, 1 
Mot Inf  Rgt) 
 
A41.09: 
2 Hung Corps HQ 
3-3-3 SS Pol Rgt (8 SS) 
 
A41.10: 
12-1-2 Hung Arty Grp 
 
A41.11: 
8-3-3 Hung Inf  Div (25) 
 
A43.08: 
8 Hung Corps HQ 
3-1-2 Hung Bde (9 Repl) 
7-2-2 Hung Inf  Div (20, less 1 step) 
 
Airbases: 
Level-1: A17.05, A27.10, A33.19, 
B10.01 
 

Level-2: A38.03, A39.10 
 
Level-3: A32.05 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) Reduced 
Bf.109G (4) 
Bf.110 
2x Fw.190F-8 (4) 
Fw.190F-8 (4) Reduced 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
He.111H (12) 
He.111H (8) 
2x Ju.52 
2x Glider 
 
Hungarian air forces: 
Hung Bf.109G (5) 
Hung Bf.109G (4) 
Hung Mixed Fighter 
 
 

5.13 Konrad III 
(19 Jan to 29 Jan 1945) 
 

General Information: 
General Information: 
Set-Up order: Soviet first 
First Player: Axis 
Weather: Automatically Frozen and 
Limited Flight on 19 Jan 
First Turn: 19 Jan 
Last Turn: 29 Jan 
Game Length: 4 turns 
Map: Only Map A is used 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “0” box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades. 
(See 3.3a). 
 

Special Rules: 
Map Play Area Restriction. All 
hexes north of  the Danube from 
A29.04 to A27.18 (inclusive) are not 
playable (Exception: Soviet airbases). 
 

Budapest Fortress. A Budapest 
Fortress has been declared for the 
surrounded units in Budapest. (See 
2.4). 
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Danube Bridges. All Danube 
bridges are destroyed except the 
bridges at Komárom (A30.09). 
 

Initiative. The Axis player 
automatically has the Initiative on Turn 
2. (22 Jan, as if  they had won the 
initiative roll). 
 

SP Transport Missions to the 
Budapest Zone. Each turn Flight is 
possible, the Axis player must conduct 
at least 1T Transport within the 
Budapest Fortress. 
 

Supply Points. 
Only the Axis SP arriving in the West 
are available. 
Only Soviet SP coming from East and 
South are available. 
 

Supply Sources/Reinforcement 
Entry. 
Soviet: Map A East Edge and South 
Edge (East of  the Danube) road hexes. 
Axis: Map A West edge rail and road 
hexes. 
 

Victory Conditions: 
Use the Konrad I-II-III Scenario 
(5.11) Victory Conditions. 
 

Set-Up: 
Soviet Information: 
(When no nationality is indicated, units 
are Soviet): 
Reserve Markers Available: 8 
No Soviet units may be placed in 
Reserve during Set-Up. 
 
Soviet Air Units: On Turn 1, only 4 
Soviet air units may be Active. 
 
Soviet Dead Pile: 
9 Rum Cav Div (13 Cal Rgt) 
1 Gd Mech Corps (1 Gd Mech Bde, 3 
Gd Mech Bde, 382 AG Bn, 1453 AT 
Bn, 1821 AT Bn) 
2 Gd Mech Corps (4 Gd Mech Bde, 6 
Gd Mech Bde, 30 Gd Tank Bn, 3-4-8 
(251 Gd AT Bn), 1509 SP Arty Bn) 
7 Mech Corps (41 Gd Tank Bde, 1440 
SP Arty Bn, 3-3-8 (1289 AT Bn), 78 
Gd Tank Bn) 
18 Tank Corps (170 Tank Bde, 363 
AG Bn, 1438 SP Arty Bn) 
5 Gd Cav Corps (63 Cav Div, 1896 SP 
Arty Bn) 

9-4-8 Gd Tank Bde (27 Gd) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
(4)-4-3 AT Bde (12, 42) 
4x IL.2 
A.20 
Gd Yak.9 
2x Yak.9 
Gd La.5 
2x La.5 
 

3rd Ukrainian Front 
 
4 Gd Army and Cavalry 
Mechanized Group Gorskov 
A28.15: 
12-4-3 Gd Inf Div (86 Gd, less 1 step) 
 
A29.16: 
(4)-4-3 AT Bde (11) 
10-3-3 Mot Inf Div (99, less 1 step) 
 
A29.17: 
90-1-2 Arty Div (16a, 16b) 
 
A30.15: 
(4)-4-3 AT Bde (31) 
10-3-3 Gd Inf Div (109 Gd) 
 
A30.16: 
2 Gd Mech Corps (37 Gd Tank Bde, 5 
Gd Mech Bde, 524 Mortar Rgt, 
Organic Truck (empty)) 
 
A30.17: 
5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 5 Tank Rgt, 9 Gd Katy 
Rgt) 
 
A31.15: 
10-2-2 Gd Inf Div (49 Gd, less 1 step) 
10-4-6 Gd Mech Bde (32) 
 
A31.16: 
22-1-2 Arty Bde (46) 
40-1-2 Arty Bde (152) 
26-1-2 Arty Bde (3 UF) 
 
A32.14: 
(4)-4-3 AT Bde (22) 
10-4-3 Gd Inf Div (59 Gd, less 1 step) 
 
A32.15: 
18 Tank Corps (110 Tank Bde, 181 
Tank Bde, 32 Mot Bde, 1000 AT Bn, 
292 Mortar Rgt, Organic Truck 
(empty)) 
 
A33.15: 

(4)-4-3 AT Bde (24) 
10-2-2 Inf Div (19, less 1 step) 
 
A33.16: 
32-1-1 Katy Bde (3 UF) 
 
A34.11: 
8-1-2 Inf Div (223) 
 
A34.12: 
10-2-2 Gd Inf Div (34 Gd, less 1 step) 
 
A34.13: 
10-3-3 Gd Inf Div (40 Gd, less 1 step) 
 
A34.14: 
10-3-3 Gd Inf Div (4 Gd, less 1 step) 
14-4-3 Gd Inf Div (62 Gd) 
 
A35.11: 
8-1-2 Inf Div (52, less 1 step) 
 
A35.13: 
40-1-2 Arty Bde (123) 
 
A35.15: 
90-1-2 Arty Div (7a, 7b) 
 
A36.11: 
10-3-3 Gd airborne Div (7 Gd) 
 
A36.12: 
10-2-2 Gd Inf Div (80, less 1 step) 
 
A36.16: 
4 Gd Army HQ 
Gorskov HQ 
4-4-6 Gd MC Rgt (3 Gd) 
2 SP 
 
A37.13: 
10-3-3 Gd airborne Div (5 Gd) 
(4)-4-3 AT Bde (9) 
 
A37.14: 
1 Gd Mech Corps (9 Gd Tank Bde, 2 
Gd Mech Bde, 267 Mortar Rgt 
Organic Truck (empty)) 
 
A38.12: 
8-1-2 Inf Div (93) 
 
A39.12: 
10-3-3 Gd Inf Div (41 Gd) 
(4)-4-3 AT Bde (7) 
 
A39.13: 
10-2-2 Gd Inf Div (69 Gd) 
 
A39.14: 
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90-1-2 Arty Div (9) 
 
A39.15: 
7 Mech Corps (16 Mech Bde, 63 Mech 
Bde, 64 Mech Bde, 109 AT Bn, 614 
Mortar Rgt, Organic Truck (Full)) 
 
A40.11: 
9-2-2 Inf Div (84) 
 
A40.12: 
42-1-1 Mortar Bde (23) 
 
A41.12: 
9-3-3 Inf Div (252) 
 
A41.18: 
8-2-2 Inf Div (21) 
8-1-2 Inf Div (104, 122) 
 
A42.11: 
(4)-4-3 AT Bde (49) 
(5)-2-1 Gd UR Bde 
 
A48.19: 
(4)-4-3 AT Bde (43) 
 

46 Army 
A29.24: 
2nd Ukr. Front HQ Marker 
46 Army HQ 
26-2-2 Gd Arty Bde (45 Gd) 
4x Wagon Point 
2 SP 
 
A31.17: 
8-2-2 Inf Div (180) 
 
A31.18: 
8-1-2 Inf Div (151) 
 
A32.16: 
10-3-3 Gd Inf Div (108 Gd, less 1 step) 
 
A32.18: 
10-4-3 Gd Inf Div (25 Gd, less 1 step) 
12-4-3 Gd Inf Div (36 Gd, less 1 step) 
 
A32.20: 
7 Rum Corps HQ 
8-1-2 Rum Inf Div (19, less 1 step) 
12-1-2 Rum Inf Div (2, less 2 steps) 
9 Rum Cav Div (3 Ros Cav Rgt, 13 Ros 
Mot Cav Rgt) 
 
A33.17: 
8-2-2 Inf Div (320) 
 
A33.19: 

8-1-2 Inf Div (155, 297, less 1 step; 
317, less 1 step) 
 
A33.21 
26-2-2 Gd Arty Bde (41 Gd) 
90-2-2 Gd Arty Div (5b) 
8-1-2 Rum Arty Grp (1) 
 
A34.16: 
10-3-3 Mot Div (316, less 1 step) 
 
A34.18: 
10-3-3 Gd Inf Div (66 Gd, less 1 step) 
 
A34.20: 
144-2-1 Katy Div (2 UF) 
 
A35.17: 
4-4-3 Naval Bde (83) 
 
A35.18: 
12-3-3 Gd Mot Div (68 Gd, less 1 step) 
 
A28.18 
(1)-0-0 Pontoon (1) 
(2)-4-3 NKVD Bdr Rgt (109) 
2-2-3 Assault Eng Bn (12b, 14a, 14b) 
 
A36.17: 
(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
 
A40.18: 
3rd Ukr. Front HQ Marker 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (134) 
 
A43.19: 
(1)-0-0 Pontoon (4) 
(2)-4-3 NKVD Bdr Rgt (124) 
 
A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Bdr Rgt (128) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
(2)-4-3 NKVD Bdr Rgt (25) 
 
A32.35: 
3x Truck Point 
 
RVGK Box - 2nd Ukr. Front: 23 
Tank Corps (3 Tank Bde, 39 Tank Bde, 
135 Tank Bde, 56 Mot Bde, 1443 SP 
Arty Bn, 457 Mortar Rgt, 1669 AT Bn 
Organic Truck (Empty)) 
 
Airbases: 

Level-1: A50.31, A51.18, A54.24, 
A34.16, A33.19, A34.19, A38.18 
 
Level-2: A33.31, A56.12, A25.30, 
A41.25 
 
Level-3: A54.27, A34.24, A25.20 
 

5 Air Army / 17 Air Army (on map 

airbases or in boxes) 
3x Gd Yak.9 
5x Yak.9 
Gd La.5 
3x La.5 
9x Gd IL.2 
5x IL.2 
3x A.20 
2x Li.2 
 
LRAF (in LRAF box) 
2x IL-4 
2x Gd IL-4 
Gd IL-4 Reduced 
Gd Tu-2 
Gd Tu-2 Reduced 
 

Axis Information: 
(When nothing is written, units are 
German): 
 
Reserve Markers Available: 8 
 
Goulash Markers Available: 4 
 
Axis dead Pile: 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (I/1 Tank Bn, 1 Mot 
Rgt, 1 Recon, 51 AT Bn, 1 Arty Rgt)) 
2 Pz Div Hung (2 Recon, 3 Mot Rgt) 
4-4-6 Hung AG Bn (7) 
4-4-5 Hung PJ (16) 
6-2-2 Hung Repl Div (4 Repl, 5 Repl, 
8 Repl, 6 Res, 12 Res, 23 Res, 27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Bde (7 Repl) 
4-2-2 Hung Bde (9 Bdr) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
2x 3-3-3 Hung Inf KG 
4x 3-2-2 Hung Inf KG 
3-3-4 Hung Cav Rgt (1 Repl) 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp 
Hung Bf.109G (4) 
1 Pz Div (1 Mot Rgt, 37 PJ Bn) 
3 Pz Div (394 Mot Rgt) 
6 Pz Div (II/11 Pz Bn, 41 PJ Bn) 
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13 Pz Div (13 Recon, I/4 Pz Bn, 93 
Mot Inf Rgt, 13 Mot AT Bn, 13 Arty 
Bn) 
23 Pz Div (I/23 Pz Bn, II/23 Pz Bn, 
128 Mot Rgt) 
FHH PG Div (FHH Recon, Füs Mot 
Inf Rgt, FHH AG Bn) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt) 
3 Cav Bde (69 AG Bn) 
4 Cav Bde (70 Recon, 41 Cav Rgt, 70 
AG Bn) 
3-5-4 Pz Comp (1-503, 2-503, 3-503) 
(3)-3-3 At Bn (721) 
5-4-6 Pz Bn (208) 
4-4-6 AG Bn (239) 
4-4-6 AG Bn (325) 
3-3-3 Kor Bn (558) 
3-3-3 SS Pol Inf Rgt (6) 
2-2-5 SS AG Comp (12 SS) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf KG (Kessel) 
4x 3-3-2 Inf KG 
(5)-4-3 AT Bn (663) 
3x (6)-4-3 Flak Bn 
4x (3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Plane: Fw.190F-8 (4) 
He.111H (8) 
Glider 
 

Budapest Garrison 

A32.17: 
12-1-2 Hung Arty Grp (Bp 1) 
(6)-4-3 LW Flak Bn (unrebuildable) 
3-4-3 Hung Inf Bn (Vannay) 
2-2-2 Hung Inf KG (Bp Stu) 
(3)-3-3 SS AT Bn (509) 
SS-FG Cav Div (15 Cav Rgt) 
 
A33.18: 
9 SS Mtn Corps HQ 
2 x (2)-2-3 Hung AT Bn (Bp) 
(6)-4-3 LW Flak Bn (unrebuildable) 
12-2-2 SS Arty Grp (509) 
SS-FG Cav Div (16 Cav Rgt, 8 Arty 
Rgt) 
3-4-3 Hung Inf Bn (Watch) 
 
A34.17: 
(6)-4-3 LW Flak Bn (unrebuildable) 
2 x (2)-2-3 Hung AT Bn (Bp) 
SS-FG Cav Div (18 Cav Rgt, 8 AT Bn) 
3-3-2 Inf KG 
SS-MT Cav Div (17 Cav Rgt) 
 

Rear Forces 
A31.01: 
4xTruck 

 
A32.04: 
(1)-1-0 Pontoon Rgt (AGS) 
2 SP 
 
A34.01: 
3 Wagon 
 

6 Army and 3 Hungarian Army 
A30.11: 
3-3-3 Kor Bn (593) 
 
A30.12: 
3-3-2 Inf KG 
 
A31.11: 
1 Cav Corps HQ 
 
A30.13: 
3-3-3 SS Pol Rgt (8 SS) 
 
A29.15: 
14-3-2 VG Div (711) 
 
A30.14: 
16-4-3 Inf Div (96, less 1 step) 
 
A31.14: 
3 Cav Bde (32 Cav Rgt) 
 
A32.11: 
12-1-2 Hung Arty Grp 
 
A32.12: 
3 Cav Bde (869 Arty Rgt) 
 
A32.13: 
3 Cav Bde (31 Cav Rgt) 
 
A33.11: 
3-3-3 Hung Inf Brkdwn Rgt 
 
A33.12: 
8-3-3 Hung Inf Div (25, less 1 step) 
 
A33.14: 
6 Pz Div (114 PG Rgt, I/11 Pz Bn) 
 
A33.13: 
6 Pz Div (4 Mot Rgt, 76 Arty Rgt) 
 
A34.08: 
8 Hung Corps HQ 
 
A34.10: 
7-2-2 Hung Inf Div (20, less 1 step) 
 
A35.10: 
12-4-4 Hung Cav Div (1, less 2 steps) 
 

A36.10: 
4 Cav Bde (5 Cav Rgt, 870 Arty Rgt) 
 
A37.11: 
2 Pz Hung (52 AT, I/3 Tank Bn, 2 
Arty Rgt) 
 
A37.12: 
23 Pz Div (128 PJ, 126 PG) 
4-4-3 SS Assault Eng Rgt (1 Hung) 
1-5-3 Assault Eng Comp (Taifun) 
 
A38.10: 
21-2-2 Werfer Rgt (23, 24) 
23 Pz Div (128 Arty Rgt) 
 
A38.11: 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn) 
1-5-5 Flamethrower Pz Comp (351) 
5-4-3 SS Inf Rgt (Ney) 
 
A39.10: 
3 PZ Corps HQ 
18-2-2 Arty Grp (403-a, 403-b) 
1 Pz Div (73 Arty Rgt) 
 
A39.11: 
1 Pz Div (113 PG Rgt) 
SS-W Pz Div (Norge Mot Inf Bn) 
 
A40.09: 
21-2-2 Werfer Rgt (88, 89) 
SS-T Pz Div (3 Arty Rgt) 
 
A40.10: 
SS-T Pz Div (3 Recon, II/3 Pz Bn, 3 
PJ Bn, 5 Mot Inf Rgt) 
3-5-4 Pz Bn (1-509, 2-509, 3-509) 
4-3-6 AG Bn (303) 
 
A41.09: 
4 SS PZ Corps HQ 
16-3-2 SS Nebelwerfer Bn (504) 
12-3-2 SS Arty Bn (504) 
 
A41.10: 
SS-W Pz Div (5 Recon, II/5 Pz Bn, 9 
PG Rgt, 10 Mot Rgt, 5 Arty Rgt) 
 
A41.11: 
6-4-5 SP Arty Bn (219) 
1 Pz Div (1 Recon) 
23 Pz Div (23 Recon) 
3 Pz Div (3 Recon, I/6 Pz Bn, II/6 Pz 
Bn, 543 PJ Bn, 3 PG Rgt) 
 
A42.09: 
3 Pz Div (75 Arty Rgt) 
 
A43.08: 
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2 Hung Corps HQ 
 
Airbases: 
Level-3: A32.05 
 
Level-2: A38.03, A39.10 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110 
2x Fw.190F-8 (4) 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G  (Rudel) 
Ju.87G  
Hs.129B 
He.111H (12) 
Ju.52 
Ju.52 (Reduced) 
Glider 
 
Hungarian air forces: 
2x Hung Bf.109G (5) 
Hung Mixed Fighter 
 
 

5.14 Konrad III 
Campaign Start  
19 Jan to 26 Feb (12 Turns) 
 

General Information: 
Set-Up order: Soviet first 
First Player: Axis 
Weather:  Automatically Frozen and 
Limited Flight on 19 Jan 
First Turn: 19 Jan 
Last Turn: 26 Feb 
Game Length: 12 turns 
Maps: Use map A and map B 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “0” box. 
Soviet Victory Status: 2 VP for 
Budapest Surrounded Objective. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades. 
(See 3.3a). 
 

Special Rules: 
 

Budapest Fortress. A Budapest 
Fortress has been declared for the 
surrounded units in Budapest. (See 
2.4). 

 

Danube Bridges. All Danube 
bridges are destroyed except the 
bridges at Komárom (A30.09). 
 

Victory Conditions: 
Use Grand Campaign Victory 
Conditions (5.2) 

 

Soviet Information: 
(When no nationality is indicated, 
units are Soviet 
 
Reserve Markers Available: 13 
No Soviet units may be placed in 
Reserve during Set-up. 
 
Soviet Air Units: On Turn 1, only 4 
Soviet air units may be Active. 
 
Soviet Dead Pile: 
9 Rum Cav Div (13 Cal Rgt) 
4-4-6 Gd Tank Bn (1 Gd) 
9-5-5 Flm Armor Bde (31) 
5-5-3 Assault Bde (15) 
1 Gd Mech Corps (1 Gd Mech Bde, 3 
Gd Mech Bde, 382 AG Bn, 1453 AT 
Bn, 1821 AT Bn) 
2 Gd Mech Corps (4 Gd Mech Bde, 6 
Gd Mech Bde, 30 Gd Tank Bn, 3-4-8 
(251 Gd AT Bn), 1509 SP Arty Bn) 
4 Gd Mech Corps (36 Gd Tank Bde, 
13 Gd Mech Bde, 15 Gd Mech Bde, 
352 Gd AG Bn, 292 Gd AT Bn) 
7 Mech Corps (41 Gd Tank Bde, 1440 
SP Arty Bn, 3-3-8 1289 AT Bn, 78 Gd 
Tank Bn) 
9 Gd Mech Corps (46 Gd Tank Bde, 
18 Gd Mech Bde, 30 Gd Mech Bde, 
31 Gd Mech Bde, 389 Gd AT Bn) 
5 Gd Tank Corps (20 Gd Tank Bde, 
21 Gd Tank Bde, 22 Gd Tank Bde, 6 
Gd Inf  Bde, 375 Gd SP Arty Bn, 390 
Gd AT Bn, 391 Gd AT Bn) 
18 Tank Corps (170 Tank Bde, 363 
AG Bn, 1438 SP Arty Bn) 
4 Gd Cav Corps (1815 SP Arty Bn, 4 
Tank Rgt, 12 Gd Katy Rgt) 
5 Gd Cav Corps (63 Cav Div, 1896 SP 
Arty Bn) 
6 Gd Cav Corps (1813 SP Arty Bn, 6 
Tank Rgt, 11 Gd Katy Rgt) 
9-4-8 Gd Tank Bde (27 Gd) 
4-4-6 Gd Tank Bn (49 Gd) 
3-4-6 Gd AG Bn (366 Gd) 
4-4-6 Gd MC Rgt (4 Gd) 
(4)-4-3 AT Bde (12, 42) 
2-5-3 Assault Eng Bn (11a, 11b, 12a) 
4x IL.2 

A.20 
Gd Yak.9 
2x Yak.9 
Gd La.5 
2x La.5 
Rum Ju.88 
 

4th Ukrainian Front 
 
1 Gd Army 
B2.01: 
8-3-3 Gd Mtn Div (128 Gd, less 1 
step) 
8-2-2 Mtn Div (242, 318, less 1 step) 
 
B2.02: 
(2)-4-3 NKVD Bdr Rgt (92) 
 
B2.03: 
1 Gd Army HQ 
(2)-4-3 NKVD Bdr Rgt (23) 
2 SP 
 
B3.02: 
10-3-3 Inf  Div (271) 
8-1-2 Inf  Div (276, less 1 step) 
 
B4.02: 
10-2-2 Gd Inf  Div (129 Gd) 
8-2-2 Inf  Div (161, 167) 
 
B4.03: 
42-1-1 Mortar Bde (4UFa, 4UFb) 
26-2-2 Gd Arty Bde (24 Gd) 
 

18 Army 
B9.11: 
4th Ukr. Front Marker 
18 Army HQ 
(2)-4-3 NKVD Bdr Rgt (79) 
 
B8.04: 
8-2-2 Inf  Div (138, less 1 step) 
8-1-2 Inf  Div (8, less 1 step) 
 
B9.05: 
14-4-3 Inf  Div (24, less 1 step) 
 
B9.06: 
42-1-1 Mortar Bde (4UFc) 
75-2-1 Katy Bde (4 UF) 
26-1-2 Arty Bde (4 UF) 
26-1-2 Arty Bde (146) 
 
B10.04: 
10-3-3 Inf  Div (226) 
14-4-3 Inf  Div (30, less 1 step) 
 
8 Air Army 
3x IL.2 
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IL.2 (Reduced) 
2x Gd La.5 
 

2nd Ukrainian Front 
 
4 Rumanian Army 

A13.33: 
8-2-2 Rum Inf  Div (18) 
 
A13.34: 
8-2-2 Rum Inf  Div (9) 
 
B13.01: 
8-2-2 Rum Inf  Div (8) 
 
B13.02: 
12-2-2 Rum Inf  Div (21) 
12-3-3 Rum Inf  Div (6) 
 
B13.03: 
8-2-2 Rum Inf  Div (3, 11) 
 
B14.01: 
8-1-2 Rum Arty Grp (4) 
 
A16.34: 
2 Rum Corps HQ 
6 Rum Corps HQ 
6-3-4 Rum Cav Bde (1) 
 

40 Army 
A15.29: 
(5)-1-1 UR Bde (159) 
8-2-2 Inf  Div (38) 
 
A15.28: 
12-4-3 Gd Inf  Div (42 Gd, less 2 
steps) 
8-1-2 Inf  Div (240) 
 
A15.27: 
8-3-3 Inf  Div (232) 
8-2-2 Inf  Div (133) 
10-4-3 Inf  Div (6, less 1 step) 
 
A16.27: 
26-1-2 Arty Bde (153) 
22-1-1 Mort Bde (40) 
 
A18.28: 
40 Army HQ 
(5)-1-1 UR Bde (54) 
 
A20.32: 
2 SP 
Special Wagon Extender 
 
A16.25: 
12-4-3 Gd Airborne Div (3 Gd, less 1 

step) 

8-3-3 Inf  Div (1 Rum, less 1 step) 
 

27 Army 
A17.25: 
14-4-3 Gd Airborne Div (4 Gd, less 1 

step) 
8-2-2 Inf  Div (78) 
 
A18.25: 
54-1-2 Arty Div (11) 
26-1-2 Arty Bde (27) 
 
A18.24: 
8-4-3 Inf  Div (163, less 1 step) 
8-2-2 Inf  Div (206) 
 
A19.24: 
8-1-2 Inf  Div (337, less 1 step) 
8-3-3 Inf  Div (202) 
 
A20.23: 
8-2-2 Rum Mtn Div (2, less 1 step, 3) 
 
A22.23: 
27 Army HQ 
4 Rum Corps HQ 
(2)-4-3 NKVD Bdr Rgt (24) 
28-1-1 Mort Bde (27) 
1 SP 
 

53 Army 
A20.22: 
10-4-3 Gd Inf  Div (110 Gd) 
 
A21.20 
8-1-2 Inf  Div (227) 
 
A21.22: 
12-4-3 Gd Airborne Div (1 Gd, less 2 
steps) 
 
A22.21: 
10-3-3 Gd Inf  Div (81 Gd) 
 
A22.20: 
8-2-2 Inf  Div (203, less 1 step) 
8-1-2 Inf  Div (228, less 1 step) 
 
A23.20: 
90-2-2 Gd Arty Div (5a) 
 
A23.19: 
53 Army HQ 
 

6 Gd Tank Army 
A24.18: 
6 Gd Tank Army HQ 
9 Gd Mech Corps (Organic Truck 
(empty)) 

5 Gd Tank Corps (Organic Truck 
(empty)) 
Special Wagon Extender 
 
A26.13: 
26-1-2 Arty Bde (202) 
 
A29.13: 
5 Gd Tank Corps (454 Gd Mortar 
Rgt) 
 
A29.14: 
9 Gd Mech Corps (458 Gd Mortar 
Rgt) 
 

Cavalry Mechanized Group 
Plijev 
A24.15: 
Plijev HQ 
32-2-1 Gd Katy Bde (2 Gd) 
(2)-4-3 NKVD Bdr Rgt (37) 
4 Gd Mech Corps (Organic Truck 
(empty)) 
1 SP 
 
A22.15: 
6 Gd Cav Corps (8 Cav Div) 
 
A22.14: 
6 Gd Cav Corps (8 Gd Cav Div) 
 
A21.14: 
6 Gd Cav Corps (13 Gd Cav Div) 
 
A20.13: 
4 Gd Cav Corps (10 Gd Cav Div) 
 
A21.13: 
4 Gd Cav Corps (30 Cav Div) 
 
A22.13: 
42-1-1 Mort Bde (2) 
 
A22.12: 
4 Gd Cav Corps (9 Gd Cav Div) 
 
A28.13: 
4 Gd Mech Corps (14 Gd Mech Bde, 
527 Mortar Rgt)   
 

7 Gd Army 
A23.13: 
8-2-2 Inf  Div (141) 
 
A24.13: 
4-2-3 NKVD Bde (16) 
 
A25.13: 
8-2-2 Inf  Div (303, less 1 step) 
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A26.12: 
8-1-2 Inf  Div (243) 
4 Gd Mech Corps (1512 AT Bn) 
 
A27.12: 
10-3-3 Gd Inf  Div (72 Gd, less 1 
step) 
(4)-4-3 AT Bde (30) 
 
A27.15: 
(2)-4-3 NKVD Bdr Rgt (336) 
1 SP 
 
A28.11: 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-2-2 Inf  Div (375) 
(4)-4-3 AT Bde (2) 
 
A28.14: 
12-4-3 Gd Inf  Div (93 Gd, less 2 
steps) 
8-1-2 Inf  Div (409, less 1 step) 
 
A28.18 
7 Gd Army HQ 
(1)-0-0 Pontoon (1) 
(2)-4-3 NKVD Bdr Rgt (109) 
 
A29.12: 
8-2-2 Inf  Div (53) 
(4)-4-3 AT Bde (34) 
 

3rd Ukrainian Front 
 
4 Gd Army and Cavalry 
Mechanized Group Gorskov 
A28.15: 
12-4-3 Gd Inf  Div (86 Gd, less 1 
step) 
 
A29.16: 
10-3-3 Mot Inf  Div (99, less 1 step) 
(4)-4-3 AT Bde (11) 
 
A29.17: 
90-1-2 Arty Div (16a, 16b) 
 
A30.15: 
10-3-3 Gd Inf  Div (109 Gd) 
(4)-4-3 AT Bde (31) 
 
A30.16: 
2 Gd Mech Corps (37 Gd Tank Bde, 

5 Gd Mech Bde, 524 Mortar Rgt, 
Organic Truck (empty)) 

 
A30.17: 

5 Gd Cav Corps (11 Gd Cav Div, 12 
Gd Cav Div, 5 Tank Rgt, 9 Gd Katy 
Rgt) 
 
A31.15: 
10-2-2 Gd Inf  Div (49 Gd, less 1 
step) 
10-4-6 Gd Mech Bde (32) 
 
A31.16: 
22-1-2 Arty Bde (46) 
40-1-2 Arty Bde (152) 
26-1-2 Arty Bde (3 UF) 
 
A32.14: 
10-4-3 Gd Inf  Div (59 Gd, less 1 

step) 
(4)-4-3 AT Bde (22) 
 
A32.15: 
18 Tank Corps (110 Tank Bde, 181 
Tank Bde, 32 Mot Bde, 1000 AT Bn, 
292 Mortar Rgt, Organic Truck 
(empty)) 
 
A32.19: 
2-5-3 Assault Bn (12b, 14a, 14b) 
 
A33.15: 
10-2-2 Inf  Div (19, less 1 step) 
(4)-4-3 AT Bde (24) 
 
A33.16: 
32-1-1 Katy Bde (3 UF) 
 
A34.11: 
8-1-2 Inf  Div (223) 
 
A34.12: 
10-2-2 Gd Inf  Div (34 Gd, less 1 
step) 
 
A34.13: 
10-3-3 Gd Inf  Div (40 Gd, less 1 
step) 
 
A34.14: 
10-3-3 Gd Inf  Div (4 Gd, less 1 step) 
14-4-3 Gd Inf  Div (62 Gd) 
 
A35.11: 
8-1-2 Inf  Div (52, less 1 step) 
 
A35.13: 
40-1-2 Arty Bde (123) 
 
A35.15: 
90-1-2 Arty Div (7a, 7b) 
 
A36.11: 

10-3-3 Gd Airborne Div (7 Gd) 
 
A36.12: 
10-2-2 Gd Inf  Div (80 Gd, less 1 
step) 
 
A36.16: 
4 Gd Army HQ 
Gorskov HQ 
4-4-6 Gd MC Rgt (3 Gd) 
2 SP 
 
A37.13: 
10-3-3 Gd airborne Div (5 Gd) 
(4)-4-3 AT Bde (9) 
 
A37.14: 
1 Gd Mech Corps (9 Gd Tank Bde, 2 
Gd Mech Bde, 267 Mortar Rgt 
Organic Truck (empty)) 
 
A38.12: 
8-1-2 Inf  Div (93) 
 
A39.12: 
10-3-3 Gd Inf  Div (41 Gd) 
(4)-4-3 AT Bde (7) 
 
A39.13: 
10-2-2 Gd Inf  Div (69 Gd) 
 
A39.14: 
90-1-2 Arty Div (9) 
 
A39.15: 
7 Mech Corps (16 Mech Bde, 63 
Mech Bde, 64 Mech Bde, 109 AT Bn, 
614 Mortar Rgt, Organic Truck (Full)) 
 
A40.11: 
9-2-2 Inf  Div (84) 
 
A40.12: 
42-1-1 Mortar Bde (23) 
 
A41.12: 
9-3-3 Inf  Div (252) 
 
A41.18: 
8-2-2 Inf  Div (21) 
8-1-2 Inf  Div (104, 122) 
 
A42.11: 
(4)-4-3 AT Bde (49) 
(5)-2-1 Gd UR Bde 
 
A48.19: 
(4)-4-3 AT Bde (43) 
 

46 Army 
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A29.24: 
2nd Ukr. Front HQ Marker 
46 Army HQ 
26-2-2 Gd Arty Bde (45 Gd) 
4x Wagon Point 
2 SP 
 
A31.17: 
8-2-2 Inf  Div (180) 
 
A31.18: 
8-1-2 Inf  Div (151) 
 
A32.16: 
10-3-3 Gd Inf  Div (108 Gd, less 1 
step) 
 
A32.18: 
10-4-3 Gd Inf  Div (25 Gd, less 1 
step) 
12-4-3 Gd Inf  Div (36 Gd, less 1 
step) 
 
A32.20: 
7 Rum Corps HQ 
8-1-2 Rum Inf  Div (19, less 1 step) 
12-1-2 Rum Inf  Div (2, less 2 step) 
9 Rum Cav Div (3 Ros Cav Rgt, 13 
Ros Mot Cav Rgt) 
 
A33.17: 
8-2-2 Inf  Div (320) 
 
A33.19: 
8-1-2 Inf  Div (155, 297, less 1 step; 
317, less 1 step) 
 
A33.21 
26-2-2 Gd Arty Bde (41 Gd) 
90-2-2 Gd Arty Div (5b) 
8-1-2 Rum Arty Grp (1) 
 
A34.16: 
10-3-3 Mot Div (316, less 1 step) 
 
A34.18: 
10-3-3 Gd Inf  Div (66 Gd, less 1 
step) 
 
A34.20: 
144-2-1 Katy Div (2 UF) 
 
A35.17: 
4-4-3 Naval Bde (83) 
 
A35.18: 
12-3-3 Gd Mot Div (68 Gd, less 1 
step) 
 
A36.17: 

(1)-0-0 Pontoon (2) 
(2)-4-3 NKVD Bdr Rgt (10) 
 
A40.18: 
3rd Ukr. Front HQ Marker 
(1)-0-0 Pontoon (3) 
(2)-4-3 NKVD Bdr Rgt (134) 
 
A43.19: 
(1)-0-0 Pontoon (4) 
(2)-4-3 NKVD Bdr Rgt (124) 
 
A53.20: 
(1)-0-0 Pontoon (5) 
(2)-4-3 NKVD Bdr Rgt (128) 
 
A59.21: 
(1)-0-0 Pontoon (6) 
(2)-4-3 NKVD Bdr Rgt (25) 
 
A32.35: 
3x Truck Point 
 
RVGK Box - 2nd Ukr. Front: 23 
Tank Corps (3 Tank Bde, 39 Tank 
Bde, 135 Tank Bde, 56 Mot Bde, 1443 
SP Arty Bn, 457 Mortar Rgt, 1669 AT 
Bn, Organic Truck (Empty)) 
 
Airbases: 
Level-1: B28.23, B34.27, B34.11, 
B32.06, A50.31, A51.18, A54.24, 
A18.28, A34.16, A33.19, A34.19, 
A38.18 
 
Level-2: B11.15, B22.15, B27.08, 
A33.31, B49.34, B38.12, B41.05, 
A56.12, A25.30, B15.05, A41.25, 
A25.20 
 
Level-3: B29.15, B48.09, B48.08, 
A54.27, B54.09, B55.15, A34.24 
 

5 Air Army / 17 Air Army (on 

map airbases or in boxes) 
3x Gd Yak.9 
5x Yak.9 
Gd La.5 
3x La.5 
9x Gd IL.2 
5x IL.2 
3x A.20 
2x Li.2 
 
Rumanian air forces 
Rum IAR.81 
Rum Ju.87D 
Rum Hs.129 
 
LRAF (in LRAF box) 

2x IL.4 
2x Gd IL.4 
Gd IL.4 Reduced 
Gd Tu.2 
Gd Tu.2 (Reduced) 

 

Axis Information:  
(When no nationality is indicated, 
units are German): 
Reserve Markers Available: 13 
Goulash Markers Available: 4 
Heinrici Special Hedgehogs 
Available: 15 
 
Axis Dead Pile: 
3 Hung Corps HQ (White Frame) 
7-3-3 Hung Div (6) (White Frame) 
8-3-3 Hung Div (13) (White Frame) 
4-3-3 Hung Mtn Bde (2) (White 
Frame) 
12-1-2 Hung Arty Grp (White Frame) 
1 Hung Corps HQ 
4 Hung Corps HQ 
6 Hung Corps HQ 
7 Hung Corps HQ 
9 Hung Corps HQ 
1 Pz Div Hung (I/1 Tank Bn, 1 Mot 
Rgt, 1 Recon Bn, 51 AT Bn, 1 Arty 
Rgt)) 
2 Pz Div Hung (2 Recon, 3 Mot Rgt) 
4-4-6 Hung AG Bn (7) 
4-4-5 Hung PJ (16) 
6-2-2 Hung Div (4 Repl, 5 Repl, 8 
Repl, 6 Res, 12 Res, 23 Res, 27 Lt) 
7-2-2 Hung Div (10) 
4-1-2 Hung Bde (7 Repl) 
3-1-2 Hung Bde (9 Repl) 
4-2-2 Hung Bde (9 Bdr) 
3-1-2 Hung Mtn Bde (1 Repl, 2 Repl) 
2x 3-3-3 Hung Inf  KG 
4x 3-2-2 Hung Inf  KG 
3-3-4 Hung Cav Rgt (1 Repl) 
3-3-3 Hung Inf  KG (BC 1, BC 2, Bp 
Pol) 
3-4-3 Hung Inf  KG (Bdpst) 
4-4-6 Hung AG Bn (Bill) 
12-1-2 Hung Arty Grp (Bp 2) 
(5)-4-3 Hung AT Bn (Bp) 
(3)-3-3 Hung AT Bn (2A) 
12-1-2 Hung Arty Grp  
Hung Bf.109G (4) 
1 Pz Div (1 Mot Rgt, 37 PJ Bn) 
3 Pz Div (394 Mot Rgt) 
6 Pz Div (II/11 Pz Bn, 41 PJ Bn) 
8 Pz Div (8 Reco, I/10 Pz Bn, II/10 
Pz Bn, 43 PJ Bn, 80 Arty Rgt) 
13 Pz Div (13 Recon, I/4 Pz Bn, 66 
PG Rgt, 93 Mot Inf  Rgt, 13 Mot AT 
Bn, 13 Arty Bn) 
20 Pz Div (20 Reco) 
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23 Pz Div (I/23 Pz Bn, II/23 Pz Bn, 
128 Mot Rgt) 
FHH PG Div (FHH Recon, Gren PG 
Rgt, Füs Mot Inf  Rgt, FHH AG Bn, 
FHH, PJ Bn, FHH Arty Bn) 
SS-PO PG Div (4 Recon, 4 AG Bn) 
SS-MT Cav Div (22 Recon, 52 Cav 
Rgt, 53 Cav Rgt, 22 AT Bn, 22 Arty 
Rgt) 
SS- FG Cav Div (8 Recon) 
SS-T Pz Div (Tiger Pz Comp, I/3 Pz 
Bn, 6 Mot Inf  Rgt) 
SS-W Pz Div (5 PJ Bn, Dnmk Mot 
Inf  Bn) 
3 Cav Bde (69 AG Bn) 
4 Cav Bde (70 Reco, 41 Cav Rgt, 70 
AG Bn) 
3-5-4 Pz Comp (1-503, 2-503, 3-503) 
(3)-3-3 AT Bn (721) 
5-4-6 Pz Bn (208) 
4-4-6 AG Bn (239) 
4-4-6 AG Bn (325) 
2-2-5 SS AG Comp (12 SS) 
(4)-4-3 AT Bn (Kessel) 
4-4-3 Inf  KG (Kessel) 
4x 3-3-2 Inf  KG 
3-3-3 Kor Bn (558) 
3-3-3 SS Pol Inf  Rgt (1 SS) 
3-3-3 SS Pol Inf  Rgt (6 SS) 
3-0-2 SS Inf  Bde (Dlwgr) 
2-2-2 Sec Bn (407) 
(5)-4-3 AT Bn (663) 
3x (6)-4-3 Flak Bn 
4x (3)-2-3 Flak Bn 
2x 12-2-2 Arty Grp 
2x 8-2-2 Arty Bn 
Fw.190F-8 (4) 
He.111H (8) 
Glider 
 

Budapest Garrison  
A32.17: 
12-1-2 Hung Arty Grp (BP 1) 
(6)-4-3 LW Flak Bn (unrebuildable) 
3-4-3 Hung Inf  Bn (Vannay) 
2-2-2 Hung Inf  KG (Bp Stu) 
(3)-3-3 SS AT Bn (509) 
SS-FG Cav Div (15 Cav Rgt) 
 
A33.18: 
9 SS Mtn Corps HQ 
2 x (2)-2-3 Hung AT Bn (BP) 
(6)-4-3 LW Flak Bn (unrebuildable) 
12-2-2 SS Arty Grp (509) 
SS-FG Cav Div (16 Cav Rgt, 8 Arty 
Rgt) 
3-4-3 Hung Inf  Bn (Watch) 
 
A34.17: 
(6)-4-3 LW Flak Bn (unrebuildable) 

2 x (2)-2-3 Hung AT Bn (BP) 
SS-FG Cav Div (18 Cav Rgt, 8 AT 
Bn) 
3-3-2 Inf  KG 
SS-MT Cav Div (17 Cav Rgt) 
 

Rear Forces 
A31.01: 
4xTruck 
 
A32.04: 
(1)-1-0 Pontoon Rgt (AGS) 
2 SP 
 
A34.01: 
3 Wagon 
 

1 Panzer Army 
A1.11: 
2x Truck 
 
A3.31: 
16-4-3 Inf  Div (253) 
 
A2.30: 
6-2-2 Hung Div (5 Res) 
 
A9.29: 
49 Mtn Corps HQ 
2-2-2 Sec Bn (943) 
 
A7.26: 
4-4-3 Assault Bn (8A) 
3-3-3 Kor Bn (531) 
 
A7.33: 
12-5-4 Jg Div (1 Ski, less 1 step) 
 
A5.33: 
16-4-3 Inf  Div (254) 
 
A7.30: 
4-1-2 Hung Bde (2 Repl) 
 
A7.23: 
8-2-2 Arty Bn (white frame) 
12-2-2 Arty Grp (white frame) 
 
A7.17: 
4x Wagon 
2 SP 
 
A7.25: 
Level 2 Hedgehog 
 

8 Army and 1 Hungarian Army 
A12.25: 
14-4-3 Mtn Div (4, less 2 steps) 
7-2-2 Hung Inf  Div (24) 
12-2-2 Arty Grp 

Level 1 Hedgehog 
 
A11.28: 
7-2-2 Hung Inf  Div (16) 
 
A13.25: 
14-4-3 Mtn Div (3, less 2 steps) 
4-3-3 Hung Mtn Bde (1) 
 
A12.21: 
5 Hung Corps HQ 
18-2-2 Arty Grp 
 
A11.21: 
4-5-6 AG Bn (228) 
 
A11.20: 
12-1-2 Hung Arty Grp (White Frame) 
2-2-2 Sec Bn (Süd) 
Wagon 
 
A12.17: 
17 Corps HQ 
 
A15.24: 
16-4-3 Inf  Div (208, less 2 steps) 
 
A15.23: 
16-4-3 Inf  Div (15, less 2 steps) 
 
A16.15: 
4 FHH Pz Corps HQ 
8-2-2 Arty Bn 
12-2-2 Arty Grp 
 
A16.19: 
29 Corps HQ 
 
A18.19: 
12-4-3 Jg Div (8, less 1 step) 
 
A18.20: 
16-4-3 Inf  Div (76, less 2 steps) 
SS-PO PG Div (4 PJ Bn) 
 
A16.16: 
4-5-6 AG Bn (286) 
Wagon 
 
A16.20: 
SS-PO PG Div (4 Arty Rgt) 
 
A17.21: 
SS-PO PG Div (7 Mot Inf, 8 Mot Inf  
Rgt) 
 
A21.16: 
SS-HW PG Div (40 Mot Inf  Rgt) 
4-4-3 Inf  Brkdwn Rgt 
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A20.15: 
16-4-3 Inf  Div (46, less 2 steps) 
 
A20.14: 
3-3-2 Inf  KG 
 
A19.14: 
12-4-3 Jg Div (101) 
 
A19.13: 
3-3-2 Inf  KG 
 

6 Army and 3 Hungarian Army 
A21.12: 
(5)-4-3 AT Bn (661) 
3-3-2 Inf  KG 
Hedgehog Level 1 
 
A22.11: 
(6)-4-3 Flak Bn 
3-3-2 VG Brkdwn Rgt 
Hedgehog Level 1 
 
A23.12: 
14-3-2 VG Div (271, less 1 step) 
6 Pz Div (6 Recon) 
Hedgehog Level 1 
 
A24.09: 
57 Pz Corps HQ 
2-2-2 Sec Bn (1026) 
 
A24.11: 
12-1-2 Hung Arty Grp 
 
A24.12: 
4-4-3 Brkdwn Rgt 
Hedgehog Level 1 
 
A25.12: 
16-4-3 Inf  Div (357, less 2 steps) 
3-3-2 Inf  KG 
 
A26.11: 
14-3-2 VG Div (211) 
 
A27.10: 
72 Corps HQ 
2-2-2 Sec Bn (465) 
 
A27.11: 
20 Pz Div (I/21 Pz Bn, II/21 Pz Bn, 

59 PG Rgt) 
 
A28.10: 
20 Pz Div (112 Mot Rgt, 92 PJ Bn, 92 

Arty Rgt) 
 
A29.11: 
8 Pz Div (98 PG Rgt, 28 Mot Rgt) 

 
A30.09: 
18-5-4 Inf  Div (44HD less 1 step) 
12-4-3 Hung Inf  Div (SzLz, less 2 

steps) 
 
A30.11: 
3-3-3 Kor Bn (593) 
 
A30.12: 
3-3-2 Inf  KG 
 
A31.11: 
1 Cav Corps HQ 
 
A30.13: 
3-3-3 SS Pol Rgt (8 SS) 
 
A29.15: 
14-3-2 VG Div (711) 
 
A30.14: 
16-4-3 Inf  Div (96, less 1 step) 
 
A31.14: 
3 Cav Bde (32 Cav Rgt) 
 
A32.11: 
12-1-2 Hung Arty Grp 
 
A32.12: 
3 Cav Bde (869 Arty Rgt) 
 
A32.13: 
3 Cav Bde (31 Cav Rgt) 
 
A33.11: 
3-3-3 Hung Brkdwn Rgt 
 
A33.12: 
8-3-3 Hung Inf  Div (25, less 1 step) 
 
A33.14: 
6 Pz Div (114 PG Rgt, I/11 Pz Bn) 
 
A33.13: 
6 Pz Div (4 Mot Rgt, 76 Arty Rgt) 
 
A34.08: 
8 Hung Corps HQ 
 
A34.10: 
7-2-2 Hung Inf  Div (20, less 1 step) 
 
A35.10: 
12-4-4 Hung Cav Div (1, less 2 steps) 
 
A36.10: 
4 Cav Bde (5 Cav Rgt, 870 Arty Rgt) 
 

A37.11: 
2 Pz Hung (52 AT, I/3 Tank Bn, 2 
Arty Rgt) 
 
A37.12: 
23 Pz Div (128 PJ, 126 PG) 
4-4-3 SS Assault Eng Rgt (1 Hung) 
1-5-3 Assault Eng Comp (Taifun) 
 
A38.10: 
21-2-2 Werfer Rgt (23, 24) 
23 Pz Div (128 Arty Rgt) 
 
A38.11: 
1 Pz Div (I/1 Pz Bn, II/1 Pz Bn) 
1-5-5 Flamethrower Pz Comp (351) 
5-4-3 SS Inf  Rgt (Ney) 
 
A39.10: 
3 Pz Corps HQ 
18-2-2 Arty Grp (403-a, 403-b) 
1 Pz Div (73 Arty Rgt) 
 
A39.11: 
1 Pz Div (113 PG Rgt) 
SS-W Pz Div (Norge Mot Inf  Bn) 
 
A40.09: 
21-2-2 Werfer Rgt (88, 89) 
SS-T Pz Div (3 Arty Rgt) 
 
A40.10: 
SS-T Pz Div (3 Recon, II/3 Pz Bn, 3 
PJ Bn, 5 Mot Inf  Rgt) 
3-5-4 Pz Bn (1-509, 2-509, 3-509) 
4-3-6 AG Bn (303) 
 
A41.09: 
4 SS PZ Corps HQ 
16-3-2 SS Nebelwerfer Bn (504) 
12-3-2 SS Arty Bn (504) 
 
A41.10: 
SS-W Pz Div (5 Recon, II/5 Pz Bn, 9 
PG Rgt, 10 Mot Rgt, 5 Arty Rgt) 
 
A41.11: 
6-4-5 SP Arty Bn (219) 
1 Pz Div (1 Recon) 
23 Pz Div (23 Recon) 
3 Pz Div (3 Recon, I/6 Pz Bn, II/6 
Pz Bn, 543 PJ Bn, 3 PG Rgt) 
 
A42.09: 
3 Pz Div (75 Arty Rgt) 
 
A43.08: 
2 Hung Corps HQ 
 
Airbases: 
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Level-3: A32.05 
 
Level-2: A38.03, A39.10 
 
Level-1: A17.05, A27.10, B10.01 
 
Luftwaffe: 
Bf.109G (6) 
Bf.109G (5) 
Bf.109G (4) 
Bf.110 
2x Fw.190F-8 (4) 
2x Fw.190F-8 (3) 
Ju.87D 
Ju.87G (Rudel) 
Ju.87G 
Hs.129B 
He.111H (12) 
Ju.52 
Ju.52 (Reduced) 
Glider 
 
Hungarian air forces: 
2x Hung Bf.109G (5) 
Hung Mixed Fighter 
 
 

5.15 Sudwind 
(15 Feb to 22 Feb 1945) 
 

General Information: 
Set-Up order: Soviet first 
First Player: Axis 
Weather: Automatically Light Mud 
and Limited Flight on 15 Feb 
First Turn: 15 Feb 
Last Turn: 22 Feb 
Game Length: 3 turns 
Map: Only Map A is used 
Transport Points: Wagons and 
Trucks may start loaded if SP are 
present in their hexes. 
The LRAF Refit Capability Marker 
is placed in the “0” box. 
Soviet Infantry: The Soviet player has 
used all 10 of the “free rebuilds” for 
Infantry divisions and UR Brigades. 
(See 3.3a). 
 

Special Rules: 
Map Play Area Restriction. Map 
A hexes North of A24.XX are not 
playable (except for aircraft). 
All hexes South of the Danube are not 
playable (except for aircraft). 
Axis units may not move east of the 
Garam River (A24.12 to A29.14) in 
this scenario. 
 

Supply and Replacements. 
Ignore both Supply and Replacement 
tables. 
The Axis player receives 6 SP per turn 
at any Detrainable hex. 
The Soviet player receives 4 SP per 
turn at Vác (A28.18), and Vác is a 
Soviet Trace Supply source. 

 
Initiative. The Axis automatically 
wins the Initiative roll on Turn 2 (19 
Feb). 
 

Victory Conditions: 
Axis Victory. 
At the end of any phase, if there are no 
Soviet units west of the Garam River 
(from A24.12 to A29.14). 
 

Soviet Victory. 
At the end of the Feb 22 turn, if one 
Soviet unit is west of the Garam River. 
 

Set-up: 
 

Soviet Information: 
(When no nationality is indicated, units 
are Russian): 
 
Reserve Markers Available: 3 
(No Soviet unit may be placed in 
Reserve during setup.) 
 
A24.13: 
8-2-2 Inf Div (303, less 1 step) 
 
A24.15: 
Plijev HQ 
32-2-1 Gd Katy Bde (2 Gd) 
(2)-4-3 NKVD Rgt (37) 
4 Gd Mech Corps (Organic Truck 
empty) 
2 SP 
 
A25.13: 
8-1-2 Inf Div (243) 
4 Gd Mech Corps (1512 AT Bn) 
 
A26.12: 
10-3-3 Gd Inf Div (81 Gd) 
(4)-4-3 AT Bde (30) 
 
A26.14: 
26-1-2 Arty Bde (202) 
 
A27.12: 
10-3-3 Gd Inf Div (72 Gd, less 1 step) 
4 Gd Mech Corps (527 Gd Mortar 
Rgt) 

 
A27.15: 
(2)-4-3 NKVD Rgt (336) 
 
A28.18: 
7 Gd Army HQ 
2 SP 
 
A28.11: 
10-3-3 Gd Airborne Div (6 Gd, less 1 
step) 
8-2-2 Inf Div (375) 
(4)-4-3 AT Bde (2) 
 
A28.12: 
12-4-3 Gd Inf Div (93 Gd, less 2 steps) 
26-2-2 Gd Arty Bde (45 Gd) 
 
A28.13: 
4 Gd Mech Corps (14 Gd Mech Bde) 
9-4-8 Gd Tank Bde (27 Gd) 
 
A28.14: 
4-2-2 NKVD Inf Bde (16) 
 
A29.12: 
8-2-2 Inf Div (53) 
(4)-4-3 AT Bde (11) 
 
A29.14: 
8-1-2 Inf Div (409, less 1 step) 
 
Airbases:  
Level-3: A25.20, A30.20 
 
Soviet Air forces: 
2x Gd La.5 
2x Yak.9 
1x La.5 
2x Gd IL.2 
3x IL.2 
 
Soviet OoA Note: 
There are no Soviet reinforcements in 
this scenario. 
 

Axis Information: 
(When no nationality is indicated, units 
are German): 
Reserve Markers Available: 4 
 
A24.12: 
16-4-3 Inf Div (357, less 2 steps) 
 
A25.11: 
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, I/12 Pz Bn, 
26 PG Rgt, 25 Mot Inf Rgt, 12 Arty 
Rgt) 
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A25.12: 
3-3-2 Brkdwn VG Rgt 
 
A27.10: 
1 SS PZ Corps HQ 
8-2-2 SS Arty Bn (501) 
72 Corps HQ 
2-2-2 Sec Bn (465) 
2 SP 
 
A26.11: 
14-3-2 VG Div (211, less 1 step) 
 
A27.11: 
16-4-3 Inf Div (46, less 2 steps) 
 
A28.10: 
18-5-4 Inf Div (44 HD, less 2 steps) 
3-5-4 Pz Comp (1-503) 
 
A29.11: 
4-5-3 Brkdwn Inf Rgt 
 
Airbases: 
Level-3: A32.05 
 
Level-2: A27.10 
 
Level-1: A17.05 
 
Axis Air forces: 
Bf.109G (6) 
Bf.109G (5) 
2x Fw190.F-8 (4) 
He.111H (8) 
 
Hungarian Air forces: 
2x Hung Bf.109G (5) 
 
Axis OoA: 
There is only one reinforcement in this 
scenario: 
 
19 Feb, West Entry Area: 
SS-HJ PzDiv (12 PJ Bn) 
 
 
 
 
 


