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If both sides only need 2 cities at the end of the game, a tie game is poss

AXIS:

1. Set up second. On Axis side of start line: 4th, 9th, 3rd Panzer and 4th Panzer Armies - all at full-stre
2nd and 2nd Panzer Armies - both at reduced-strength. No cards in hand at start.

2. Option #1: Attack on Leningrad. Remove the 4th Panzer Army from the game during setup. Then th
Soviet Player must immediately decide whether he will remove his Northwest Front from the game.
If he does not, then the Axis only need 2 cities at the end of the game (instead of 3).

3. Option #2: No Kiev encirclement; Army Group Center rests and re ts. Both 2nd and 2nd Panzer Ar
setup at full-strength. The Russians receive their Southwest Front on Turn 5; it enters anywhere alo
south map edge.

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

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




