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A
X

IS
:

1. S
et up second. O

n A
xis side of start line: 4th, 9th, 3rd P

anzer and 4th P
anzer A

rm
ies - all at full-strength;

   2nd and 2nd P
anzer A

rm
ies - both at reduced-strength. N

o cards in hand at start.
2. O

ption #1: A
ttack on Leningrad. R

em
ove the 4th P

anzer A
rm

y from
 the gam

e during setup. T
hen the

   S
oviet P

layer m
ust im

m
ediately decide w

hether he w
ill rem

ove his N
orthw

est  F
ront from

 the gam
e.

   If he does not, then the A
xis only need 2 cities at the end of the gam

e (instead of 3).
3. O

ption #2: N
o K

iev encirclem
ent; A

rm
y G

roup C
enter rests and re�ts. B

oth 2nd and 2nd P
anzer A

rm
ies

   setup at full-strength. T
he R

ussians receive their S
outhw

est F
ront on Turn 5; it enters anyw

here along the
   south m

ap edge.
4. D

raw
 rate / hand size: 3 cards per turn; m

ust discard all cards at the end of each S
oviet P

layer Turn
   (i.e., cannot accum

ulate cards betw
een G

am
e Turns).

5. R
ail M

ovem
ent: T

he A
xis have no F

ree R
ail M

ove each turn.

The Moscow Campaign

Victory Condi t ion:
At the end of the game, the side that controls 3 of the 4 on-map cities wins.
If both sides only need 2 cities at the end of the game, a tie game is possible.

Card VP
effects are
always ignored.


