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 Soviet Supply Table 

Date Two Dice North Entry Area 
East Entry Area  

(or Sibiu) 
South Entry Area  

October 2-3 0 5 0 

October 4-5 1 8 0 

October 6-8 1 12 0 

October 9-10 1 14 0 

October 11-12 2 17 0 
     

November 2-3 0 6 0 

November 4-5 1 8 1 

November 6-8 1 10 2 

November 9-10 1 12 2 

November 11-12 2 14 3 
     

December 2-3 2 19 1 

December 4-5 3 21 2 

December 6-8 3 23 3 

December 9-10 3 26 3 

December 11-12 4 28 4 
     

January to February 12 2-3 0 8 1 

January to February 12 4-5 1 10 2 

January to February 12 6-10 1 12 3 

January to February 12 11-12 2 14 4 
     

February 15 to 26 2-3 0 2 0 

February 15 to 26 4-5 1 4 0 

February 15 to 26 6-10 1 6 1 

February 15 to 26 11-12 2 7 2 
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 Weather Table 
 Ground Conditions (one die) 

 See TEC for Movement and Combat Effects of  Weather 
Flight Conditions (one die) 

Date Dry Lt Mud Mud Frozen Limited Normal 

  October 5-8 Auto - - - 1-2 3-6 

  October 12-19 1-5 6 - - 1-2 3-6 

  October 22-29 1-4 5-6 - - 1-2 3-6 

  November 1-8 1-3 4-6 - - 1-4 5-6 

  November 12-19 1-2 3-6 - - 1-4 5-6 

  November 22-29 1 2-6 - - 1-4 5-6 

  December 1-8 - 1-3 4 5-6 1-4 5-6 

  December 12-19 - 1-2 3 4-6 1-4 5-6 

  December 22-29 - 1 2 3-6 1-5 6 

  January - - - Auto 1-5 6 

  February 1-8 - 1 2 3-6 1-4 5-6 

  February 12-19 - 1-2 3 4-6 1-4 5-6 

  February 22-26 - 1-3 4 5-6 1-4 5-6 

 

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

Bases.  The LRAF is unaffected. 
 

Flight Conditions Notes: 
 Limited---Air Operations are allowed in the Player's Movement Phase Only. 

   No Hip Shoots are possible. Air Refits allowed normally. 
Normal---Air Operations are allowed in all phases. 

 

 

Soviet Truck Cap Table – 3.1d 

Date Dry  Lt Mud Mud Frozen 

  October 5-12 5 2.5 - - 

  October 15-26 7 3.5 - - 

  October 29 8 4 - - 

  November 1-8 8 4 - - 

  November 12-22 9 4.5 - - 

  November 26-29 10 5   

  December 1-5 - 8.5 4.25 17 

  December 8-15 - 9 4.5 18 

  December 19-22 - 9.5 4.75 19 

  December 26-29 - 10 5 20 

  January 1-5 - - - 8 

  January 8-29    7 

  February  - 3.5 1.75 7 
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Replacement Notes: 
Replacements must be used immediately. Do not use EQ or Pax Counters 

 

Note 1 - Do not roll 5 Oct  through 26 Oct and from 15 Feb  through the end of  the game. No Replacements for these turns. 
Note 2 – No Air Unit replacements during the month of  January. 
EQ 3 = AR 3 EQ 4 = AR 4 Air Unit = Flip one reduced Air Unit or return one Air Unit (at Full Strength) from the Dead 

Pile. 
CAV = One Cavalry Division. Arty = One Artillery Ammo Marker.  (See 3.1g) MOT = One Motorized Infantry Brigade. 
Rum AR # = Rumanian Infantry, Mountain, Cavalry, or Mot. Cav - One step of  the listed Action Rating. 
 

Soviet Rebuild Table 

Unit Type Cost Unit Type Cost 

Any Yellow Armor Step 1 EQ Artillery Step 2 EQ 

Mech 1 EQ AT 1 EQ 

Red-Symbol Tank Step 1 EQ Truck 1 EQ 

Recon 1 EQ Pontoon  1 EQ 

Motorcycle Rgt 1 EQ Soviet HQ 2 EQ 

Soviet Cav Division 1 CAV Rum AR # – Note A 1 AR -? 

Soviet Mot Brigade 1 MOT   

Rebuild Notes: 

A. Soviet and Rumanian Infantry Rebuilds. 

1. See 3.3a for the Soviet Infantry replacement process. There are no Soviet Infantry rebuilds with replacements. 

2. Add a step to a reduced Rumanian Infantry multi-step unit (even in an EZOC) which is within Throw Range of 

a Combat Mode Rumanian HQ, provided both unit and HQ are in Trace Supply. 
 

B. Soviet EQ Rebuilds. 

 A Soviet “EQ 3” can rebuild a 3-AR unit. A Soviet “EQ 4” can rebuild a 4-AR unit. The Soviet player may rebuild lower 

AR units if desired.  If the only units available to be rebuilt are AR 4 and the Soviet player receives an EQ3, he can use it to rebuild 

the AR 4 units. 
 

C. Rumanian air units are not rebuildable. 

Rebuilt Soviet units (except White Frame) arrive at the 2nd Ukrainian Front Marker, 3rd Ukrainian Front Maker, Soviet 

East Entry Area or Soviet South Entry Area. Rebuilt White Frame units arrive at the 4th Ukrainian Front Marker, Soviet North 

Entry Area or Entry hexes A, B or C (if controlled by the Soviet Player). 

Rebuilt units of a Soviet Multi-Unit formation are placed with that formation in the RVGK Box. See 3.3b, RVGK Multi Unit Formation 

rebuilding for instructions concerning the building and arrival of these rebuilt Multi-Unit Formations. 

 Soviet Replacements Table 

Two Dice 29 October to 29 January – See Notes 1 and 2 1 to 12 February –  See Note 1 

2 None None 

3 EQ 3 None 

4 EQ 3, CAV or MOT, Air Unit None 

5 EQ 3, EQ 4, CAV or MOT, Air Unit EQ 3, EQ 4, CAV or MOT 

6-8 EQ 3, EQ 4, CAV or MOT, 2x Air Unit EQ 3, EQ 4, CAV or MOT, Air Unit 

9 
Rum AR1, 2x EQ 3, EQ 4, 

2x CAV or 2x MOT, 2x Air Unit 
Rum AR1, EQ 3, EQ 4, CAV or MOT, 

Air Unit 

10 
Rum AR1, 2x EQ 3, EQ 4, 2x CAV or 2x MOT, 

2x  Air Uni , Arty 
Rum AR1, EQ 3, EQ 4, CAV or MOT, Air Unit 

11 
Rum AR2, EQ 3, 2x EQ 4, 2x CAV or 

2x MOT, 2x Air Unit, Arty 
Rum AR2, EQ 3, EQ 4, 2x CAV or MOT, 

Air Unit, Arty 

12 
Rum AR3, 3x EQ 4, 2x CAV or 2x MOT, 

2x Air Unit, Arty 
Rum AR3, EQ 3, EQ 4, 2x CAV or MOT, Air 

Unit, Arty 
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Soviet Order of Arrival 
Grand Campaign and Scenario OoA Notes 

 

Withdrawals Note. The Order of  

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

5 Oct 
Limited Flight  
 
Soviet and Rumanian units using Truck 
and Track movement points and 
Cavalry units have only one half their 
movement allowance. 
 
Soviet Air units may not use the 17th Air 
Army Box (it becomes active 8 Nov 1944). 
 
8 Air Army: (Air Units with White Frames) 
must operate from the 8th Air Army Box 
Air Bases until 29 Oct.  Starting on 29 Oct 
they may Base Transfer on-map if desired. 
 
Soviet Logistical Issues (3.1): 
The Soviet Player does not roll on the 
Replacements Table until the 29 Oct turn. 
 
Only Entry Hexes F, G, Sibiu and the 
North Entry Area function as supply 
sources and Reinforcement Entry hexes at 
game start (3.1a). The turn after the Soviet 
Player controls Entry Hex E (B18.35), 
during the Soviet Reinforcement Phase, the 
entire East Entry Area becomes active as a 
Supply Source and for Reinforcement 
entry. 
 
Hex B42.35: 
(Ignore this entry if playing a one-map 
scenario) 
7 Gd Army HQ   
10-3-3 Gd Inf Div (72 Gd, 81 Gd) 
10-4-3 Inf Div (6) 
10-3-3 Gd Airborne Div (6 Gd) 
12-4-3 Gd Inf Div (36 Gd) 
8-2-2 Inf Div (53) 
8-1-2 Inf Div (227) 
8-2-2 Inf Div (303) 
26-2-2 Gd Arty Bde (41 Gd) 
42-1-1 Mort Bde (2) 

 
8 Oct 
40th Army reinforcements in hex B29.35: 

If the Soviet Player is the second player of 
the 8 Oct Turn deploy the 40th Army. (If 
the Soviet Player is the first player on the 8 
Oct turn, 40th Army reinforcements do not 
enter 8 Oct, but instead enter on the 12 Oct 
turn. If the arrival hex contains Axis units, 
the Soviet player may displace these Axis 
units 2 hexes in any direction. 
40 Army HQ 
8-1-2 Inf Div (240) 
8-2-2 Inf Div (38, 133) 
8-3-3 Inf Div (232) 
12-4-3 Gd Inf Div (42 Gd) 
(5)-1-1 UR Bde (54, 159) 
26-1-2 Arty Bde (153) 
22-1-1 Mort Bde (40) 
2x Wagon (loaded) 
3SP 
 

12 Oct 
South Entry Area: Active as a Supply 
Source and Reinforcement Entry area. 
Note, SP’s from the Supply Table are not 
received in the South Entry Area until Nov 
1. 
 
Limited Air Army Refit: Only 10 Soviet 
aircraft may be active (does not apply to 
Rumanian, White Frame or LRAF Air 
units) through turn Oct 29. (3.2a). 
 
At the location of the Plijev HQ: 
1x Cav replacement.  
 

15 Oct 
Entry Hex D: 
2 SP 
 
East Entry Area: 
3 SP 
 
At the location of the 6 Gd Tank HQ: 
2x EQ 4 replacements. 
 
At the location of the Plijev HQ: 
1x Cav replacement. 
 
(One-map scenarios only) 
Withdraw: 
Rum Bf.109 
Rum Hs.129 
Rum Ju.88 
Rum Ju.87D 
 

19 Oct 
North Entry Area: 
5 SP. 
 
East Entry Area: 
3x trucks (full). 
 

26 Oct 
(Ignore this entry if playing a one-map 
scenario) 
Entry Hex G: 
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)) 
 

29 Oct 
Relief from Soviet Logistical Issues: 
The Soviet Player begins rolling on the 
Replacements Table. 
 
The 2nd Ukrainian Front marker can now 
move. 
 
Soviet Excess SPs Removal: 
(Ignore this entry if playing a scenario 
that starts on 29 Oct, as an adjustment 
for SPs has been made for these 
scenarios) 
Prior to the Soviet Player Reinforcement 
Phase, remove all Soviet SP in excess of 13 
from the map. 
 
8 Air Army: Soviet Air Units with White 
Frames can now freely operate from on 
map Air Bases, north of the White Line. 
 
Add to the Dead Pile: 
(Ignore this entry if playing a scenario 
that starts on 29 Oct 1944, as these have 
been added to the scenario setup) 
18 Tank Corps (170 Tank Bde, 181 Tank 
Bde, 1438 SP Arty Bn) 
9 Gd Mech Corps (46 Gd Tank Bde, 18 Gd 
Mech Bde) 
5 Gd Tank Corps (21 Gd Tank Bde, 22 Gd 
Tank Bde, 375 SP Arty Bn) 
23 Tank Corps (3 Tank Bde) 
9-4-8 Gd Tank Bde (27 Gd) 
 
South Entry Area: 
4 Gd Mech Corps (13 Gd Mech Bde, 14 
Gd Mech Bde, 15 Gd Mech Bde, 352 Gd 
AG Bn, 1512 AT Bn, 527 Mortar Rgt, 
Organic Truck (full)) 
10-3-3 Mot Div (99, 316) 
12-3-3 Gd Mot Div (68 Gd) 
5 SP 
1x Reserve Marker 
 
Add to the Dead Pile: 
4 Gd Mech Corps (36 Gd Tank Bde, 292 
Gd AT Bn)   
 
Withdraw: 
(Ignore this entry if playing a scenario 
that starts on 29 Oct 1944, as these have 
been added to the scenario setup) 
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3-4-6 Rum Pz Bn (Rum) 
12-2-2 Rum Mtn Inf Div (1) 
12-1-2 Rum Inf Div (4) 
8-2-2 Rum Inf Div (7, 20) 
3-1-4 Rum Tng Cav Bde (1 Tng) 
2x (5)-2-4 Rum Partisan KG (Bihor 1 and 
2) 
2x (5)-2-4 Rum Partisan KG (Crisuri 1 
and 2) 
 

1 Nov 
The Limited Air Army refit restriction is 
removed:  
All Soviet aircraft can be active at on map 
Airbases (3.2a) 
 
South Entry Area SPs: 
The Soviet player begins receiving SP’s 
from the Supply Table for the South Entry 
Area. 
 
South Entry Area: 
3rd Ukrainian Front Marker  
57 Army HQ 
16-3-3 Gd Inf Div (73 Gd) 
10-3-3 Gd Inf Div (20 Gd) 
10-2-2 Gd Airborne Div (10 Gd) 
10-2 -2 Gd Inf Div (61 Gd) 
10-2 -2 Inf Div (19, 74, 113) 
8-1-2 Inf Div (233, 236, 299) 
26-1-2 Arty Bde (160) 
42-1-1 Mortar Bde (23) 
10-4-6 Gd Mech Bde (32 Gd) 
90-1-2 Arty Div (9) 
48-2-1 Gd Katy Bde (3UFa, 3UFb) 
(4)-4-3 AT Bde (7, 9) 
3-4-6 Gd AG Bn (366 Gd) 
4-3-6 MC Rgt (53) 
(2)-4-3 NKVD Bdr Rgt (25) 
(1)-0-0 Pontoon Bde (4, 5) 
12 Yugo Corps HQ 
5-1-2 Inf Div (16, 51 Yugo) 
8-2-2 Inf Div (36 Yugo) 
3 SP 
1x Reserve Marker 
 

8 Nov 
Soviet Pontoons – Light Capability, 
1.4c. 
 
The 17th Air Army Box is now active.  
Arrive in 17th Air Army Air Box: 
3x IL.2 
2x La.5 
 

12 Nov 
None 
 

15 Nov 
None 
 

19 Nov 
Hex B62.10: 
4 Gd Army HQ 
14-4-3 Gd Inf Div (62 Gd) 
10-3-3 Gd Airborne Div (5 Gd, 7 Gd) 

10-3-3 Gd Inf Div (41 Gd) 
10-2-2 Gd Inf Div (69 Gd, 80 Gd) 
9-3-3 Inf Div (252) 
9-2-2 Inf Div (84) 
40-1-2 Arty Bde (123) 
(5)-2-1 Gd UR (1 Gd) 
26-1-2 Arty Bde (3 UF) 
(4)-4-3 AT Bde (42, 49) 
32-1-1 Katy Bde (3 UF) 
4-4-6 Gd MC Rgt (3 Gd) 
(2)-4-3 NKVD Bdr Rgt (134) 
(1)-0-0 Pontoon Bde (6) 
5 SP 
1x Reserve Marker 
 
Arrive in 17th Air Army Air Box: 
2x A-20 
3x Il.2 
3x Yak-9 
 

22 Nov 
None 

 
26 Nov 
None 
 

29 Nov 
None 
 

1 Dec 
Soviet Pontoons – Full Capability, 1.4c. 
 
Budapest Objective: (Campaign Game-
2VPs) 
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 the Surround Budapest 
Objective, note that the use of a Goulash 
Marker per 2.1e, is NOT Trace Supply. 
 

Note the first turn which begins where 
Budapest is Surrounded. The Soviet 
Player receives six 2-5-3 Assault Eng Bn 
(11a, 11b, 12a, 12b, 14a, 14b) two turns 
later. These units set up on any Soviet HQ 
in Trace Supply. For example, if Budapest 
is Surrounded at the start of the 22 Dec 
turn, these units arrive in the Soviet 
Reinforcement Phase on 29 Dec. Note: 
These Soviet Engineer Battalions will 
arrive no later than 1 Jan. 
 
South Balaton Garrison (1.2b): 
If not previously triggered withdraw these 
specific units (each unit has a black dot in 
the upper right corner): 
57 Army HQ 
4-3-6 MC Rgt (53) (returns 19 Jan if not in 
Dead Pile) 
(2)-4-3 NKVD Bdr Rgt (123) 
10-2-2 Gd Airborne Div (10 Gd) 
10-2 -2 Gd Inf Div (61 Gd) 
10-2-2 Inf Div (19, 74, 113) (The 19 Inf Div 
will return on 1 Jan and the 74 Inf Div on 
19 Jan, retaining any loss markers.) 
8-1-2 Inf Div (233, 236, 299) (The 233 and 
236 Inf Divisions will return on 19 Jan, 
retaining any loss markers.) 
10-3-3 Gd Inf Div (20 Gd) 
16-3-3 Gd Inf Div (73 Gd) 
10-4-6 Gd Mech Bde (32) 
26-1-2 Arty Bde (160) 
48-2-1 Gd Katy Bde (3UF a, 3UF b) 
12 Yugo Corps HQ 
8-2-2 Inf Div (36 Yugo) 
5-1-2 Inf Div (16, 51 Yugo) 
 
Withdraw: 
8-1-2 Rum Inf Div (1) 
Rum Bf-109 
 
Arrive at any airbase: 
Rum IAR-81 
 

5 Dec 
None 
 

8 Dec 
South Entry Area: 
8-1-2 Inf Div (52, 93, 223) 
 

12 Dec 
None 
 

15 Dec 
None 
 

19 Dec 
North Entry Area: 
(Ignore this entry if playing the 
Operation Budapest or Race for 
Budapest scenarios) 
1 Gd Mech Corps (9 Gd Tank Bde, 2 Gd 
Mech Bde, 3 Gd Mech Bde, 1821 AT Bn, 
267 Gd Mortar Rgt, Organic Truck (full)) 
1x Reserve Marker 
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Add to the Dead Pile: 
(Ignore this entry if playing the 
Operation Budapest or Race for 
Budapest scenarios) 
1 Gd Mech Corps (1 Gd Mech Bde, 382 
AG Bn, 1453 AT Bn) 
 

22 Dec 
South Entry Area: 
4-4-3 Naval Rifle Bde (83) 
 
At 2nd or 3rd Ukrainian Front Marker: 
9 Gds Mech Corps (389 Gd SU Bn) 
 

26 Dec 
Victory Points for Budapest Objective: 
If the Budapest Objective chosen Dec 1 
was achieved, award the Soviet Player 2 
VPs. 
 

29 Dec 
North Entry Area: 
8-2-2 Inf Div (21) 
8-1-2 Inf Div (104,122) 

1 Jan 
Limited Air Army Refit: Only 10 Soviet 
aircraft may be active at on map Air Bases 
through game end. (3.2a). 
 
No Air Unit Replacements during the 
month of January. 

 
Soviet Excess SPs Removal:  
(Ignore this entry if playing a scenario 
that starts on 1 Jan 1945, an adjustment 
has been made to scenario) 
Prior to the Soviet Player Reinforcement 
Phase, remove all Soviet SP in excess of 13 
from the map. 
 
North Entry Area: 
1 SP 
 
Any Soviet HQ in Trace Supply: (Ignore 
this entry if these units entered earlier. See 
1 Dec note): 
2-5-3 Assault Eng Bn (11a, 11b, 12a, 12b, 
14a, 14b) 
 
South Entry Area: 
(2)-4-3 NKVD Bdr Rgt (336) 
 
Arrive at any airbase: 
2x Yak-9  
 
Withdraw: 
(Ignore this entry if playing a scenario 
that starts on 1 Jan 1945, as adjustment 
has been made to scenario) 
LRAF 3x IL 4, B-25, 2x Gd B-25 
 
Substitute: 
(Ignore this entry if playing a scenario 
that starts on 1 Jan 1945, as these have 
been added to the scenario setup) 

2 Gd Mech Corps, 3-2-8 Gd AT Bn (251 
Gd) by 3-4-8 Gd AT Bn (251 Gd). 
7 Mech Corps, 3-2-8 AT Bn (1289) by 3-3-
8 AT Bn (1289). 
 
Appear in Dombóvár (A52.12): (If Axis 
occupied, then nearest Soviet controlled 
village or city hex). 
10-2-2 Inf Div (19) (Retains the step(s) lost 
when withdrawn. If playing a Campaign 
scenario, then this division appears, less 1 
step.) 
 

5 Jan 
North Entry Area: 
(Ignore this entry if playing a one-map 
scenario) 
1 SP 
 
At any Front Marker: 
4 SP 
 
Withdraw: 
(Ignore this entry if playing a one-map 
scenario) 
10-3-3 Gd Airborne Div (2 Gd) 
8-2-2 Inf Div (237, 351) 
9-3-8 Gd Tank Bde (5 Gd) 
 

8 Jan 
LRAF Box: 
3x Gd IL 4 
2x Gd Tu-2 
 
North Entry Area: 
1 SP 
(Ignore this entry if playing a one-map 
scenario) 
 
At any Soviet HQ or Front Marker: 
4 SP 
 

12 Jan 
North Entry Area: 
1 SP 
(Ignore this entry if playing a one-map 
scenario) 
 

15 Jan 
North Entry Area: 
1 SP 
(Ignore this entry if playing a one-map 
scenario) 
 
South Entry Area: 
(4)-4-3 AT Bde (43) 
 

19 Jan 
Entry Hexes B and C become active as 
Soviet Supply Sources and 
Reinforcement Entry hexes. (Displace 
Axis counters 1 hex). 
(Ignore this entry if playing a one-map 
scenario) 
 
Entry Hexes B or C: 

(Ignore this entry if playing a one-map 
scenario) 
3-3-3 Cz Inf Bde (1, 3) 
12-1-2 Cz Arty Rgt (5) 
 
At 2nd or 3rd Ukrainian Front Marker: 
26 Army HQ 
 
Appear in Dombóvár (A52.12) (If Axis 
occupied, then nearest Soviet controlled 
village or city hex). 
10-4-6 Gd Mech Bde (32) 
10-2-2 Inf Div (74) 
8-1-2 Inf Div (233, 236) 
4-3-6 MC Rgt (53) 
Each retains the step(s) lost when it had to 
withdraw. (If playing a Campaign 
scenario starting after these units were 
withdrawn, then the 53 MC Rgt, 233 
and 236 Divisions appear with no losses 
while the 74 Division appears, less 1 
step.) 
 

22 Jan 
(Ignore this entry if playing the Konrad 
III one-map scenario, 5.13) 
At 4th Ukrainian Front Marker: 
12-1-2 Rum Inf Div (10) 
 
(Ignore this entry if playing the Konrad 
III one-map scenario, 5.13) 
Withdraw:  
1 x Reserve Marker 
1 Gd Army HQ 
10-2-2 Gd Inf Div (129 Gd) 
8-2-2 Inf Div (161, 167) 
10-3-3 Inf Div (226, 271) 
8-3-3 Gd Mtn Inf Div (128 Gd) 
8-2-2 Mtn Inf Div (242, 318) 
14-4-3 Inf Div (30) 
8-1-2 Inf Div (276) 
26-2-2 Arty Bde (24 Gd) 
26-1-2 Arty Bde (4 UF) 
42-1-1 Mortar Bde (4UFb, 4UFc) 
9-5-5 Gd Flam Tank Bde (31 Gd) 
4-4-6 Gd Tank Bn (1 Gd) 
5-5-3 Assault Bde (15) 
75-2-1 Gd Katy Bde (4 UF) 
4x IL2 (White Frame) 
2x La.5 Gds (White Frame) 
 

26 Jan 

None 
 

29 Jan 

None 
 

1 Feb 
Add to the Dead Pile: 
6-2-8 Gd SP Arty Bde (51 Gd) 
3-4-6 Gd AG Bn (364 Gd) 
 
Withdraw: 
9x Reserve markers 
Rum Hs.129 
Rum Ju.88 
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Rum Ju.87D 
 
Arrive at any airbase: 
Rum Mixed Bomber 
 
Spring Awakening Hedgehogs 
(SAHH). In the Reinforcement Phase the 
Soviet Player receives 6 free Hedgehogs 
per turn during February, which may be 
placed in any hex south of the A37.XX hex 
row (2 of these may combine to build a 
Level 2 Hedgehog in one turn.).  
 

5 Feb: 

SAHH: 6x Level-1 Hedgehogs 
 

8 Feb 
Withdraw 
18 Army HQ 
(2)-4-3 NKVD Bdr Rgt (79) 
8-2-2 Inf Div (138) 
8-1-2 Inf Div (8) 
26-1-2 Arty Bde (146) 
(5)-1-1 UR Bde (159) 
 
SAHH: 6x Level-1 Hedgehogs 
 

12 Feb 
SAHH: 6x Level-1 Hedgehogs 
 
Withdraw all units of all Russian Tank, 
Mech and Cav Corps except two 
counters, which may be Mech or Tank 
Bdes or Cav Divs. 
 

15 Feb 
No Replacements. (Through Game End) 
 
SAHH: 6x Level-1 Hedgehogs 
 
Withdraw: 
(4)-4-3 AT Bde (49) 
10-4-6 Gd Mech Bde (Use 32 Gd if 
available) 
 
Entry Hex A becomes a Soviet Supply 
Source and Reinforcement Entry hex. 
(Displace Axis counters 1 hex). 
 
Entry Hex A: 
18 Army HQ 
(2)-4-3 NKVD Bdr Rgt (79) 
8-2-2 Inf Div (138) 
8-1-2 Inf Div (8) 
26-1-2 Arty Bde (146) 
(5)-1-1 UR Bde (159) 
 

19 Feb 
SAHH: 6x Level-1 Hedgehogs 
 
At 4th Ukrainian Front Marker: 
90-1-2 Arty Div (19a, 19b) 
9-3-8 SU Bde (208) 
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