
Some units start on their reduced strength side. They are marked with a ‘•’ next to their setup hex.

R E I N F O R C E M E N T S D O N N E R S C H L A G  -  E S C A P E  F R O M  S T A L I N G R A D 
A X I S  S E T U P  D I S P L A Y 

In Turn 4 these Reinforcements enter on hex 4607 and can travel 
an unlimited number of hexes by following an unbroken path of 
roads, without entering any EZOC hex, or a hex occupied by an 

enemy unit. They must finish respecting stacking limits.4112 4112 4112 4113 4113 4213• 4213 4214 4214

With any Axis unit

4215 4315 4516 4516 4614 4614 4615

4209 4210 4310 4310 4311 4408 4409

4409 4410 4411 4423 4424 4622 4622

4105 4106 4108 4110 4207 4207 43074108 •

All German Alarmgruppe units and the German 
Snafu marker are placed in a cup for random 
drawing during the game. 

Shuffle one deck each of early Combat Cards and early Formation Cards.  
Place late cards aside for later.

C A R D S  &  M A R K E R S





Some units start on their reduced strength side. They are marked with a ‘•’ next to their setup hex.

D O N N E R S C H L A G  -  E S C A P E  F R O M  S T A L I N G R A D 
S O V I E T  S E T U P  D I S P L A Y 

R E I N F O R C E M E N T S 

Turn 3

Turn 2

1417 1418 1510 1813 1913 1914 2224 2224 2323 2416 2516

Card 2111 2112 2112 2211 2212 3223 3324 3424 3523 3524

2618 3107 3112 31144016 4116 4118 4220 4321 4421

1317 1411 14111412 • 1412 15110910 • 09100810 0911 0911

Card 3703 3704 3706 3807 4124 4124 4323 3909 3913 4011

Turn 6

Soviet Ad-Hoc Reinforcement units 
are placed in separate cups for 
random drawing during the game. 
All tank reinforcements with a single 
SNAFU marker in one, and all infan-
try reinforcements with two SNAFU 
markers in the other one.

Shuffle one deck each of early Combat Cards and early Formation Cards. Place late cards aside for later.

C A R D S  &  M A R K E R S

In Turn [see below] Reinforcements enter on hex/es 0810, 
0914, or 2124 (any unit can enter through any hex) and 
can travel an unlimited number of hexes by following an 
unbroken path of roads, without entering any EZOC hex, 

or a hex occupied by an enemy unit. They must finish 
respecting stacking limits.

Turn 7

77/6M starts with reduced strength.




