
REINFORCEMENTS
Roll 1D6.

1-2: 1 infantry unit.
3: 1 armoured unit.
4: 1 artillery/A TK unit
5: 1 unit of your choice

(or ).
6: sorry , no reinforcement s.

A reinforcement unit that
arrives may be placed onto
any hex with an unatt ached
commander , any vacant hex
adjacent to a commander , or
any vacant hex on your edge

of the battlefield.  The unit
may also battle on this turn,

but not move.

commander

SHORT OF SUPPLIES
Play this card on 1 of your
unit s/ or an enemy
unit/ of your choice.

platoons
platoon

Play this card at the end of
the activation phase.

This unit (+ , if att ached)
has run short of supplies and must

(or of the slowest
component in case of a )
straight to the own edge of the

battlefield.  The unit may not battle
this turn.

commander

platoon

fall back its full movement
allowance

twice

This card cannot activate
unit s part of Platoons.

Any battling unit (except artillery)
with a attached may

“shorten” the range by 1 hex (see
rules). may move with

, but only unit s with
activation dice may battle.

commander

Platoons
commanders

LEADERSHIP
Activate 2 of your commanders

.  These unit s
move & do battle with their
leaders. You receive 2

activation dice:
extra

attached to a unit

Play this card during the
activation phase.

Any battling unit (except artillery)
with a attached may

“shorten” the range by 1 hex (see
rules). may move with

, but only unit s with
activation dice may battle.

commander

Platoons
commanders

Play this card during the
activation phase.

Each of these two infantry unit s
may move 3 hexes AND

fire/battle.  T errain restrictions
still apply .

These two unit s may be p art of
a .platoon

FORCE MARCH
Activate 2 dismounted

infantry unit s. You receive 2
activation dice:extra

Play this card during the
activation phase.

Each of these two infantry unit s
may move 3 hexes AND

fire/battle.  T errain restrictions
still apply .

These two unit s may be p art of
a .platoon

FORCE MARCH
Activate 2 dismounted

infantry unit s. You receive 2
activation dice:extra

Play this card during the
activation phase.

Play this card during the
activation phase.

ARMOURED PINCER
Activate 2 tank or

A/C unit s.  These unit s move &
do battle. You receive 2

activation dice:

individual

extra

Play this card during the
activation phase.

Play this card during the
activation phase.

LEADERSHIP
Activate 2 of your commanders

.  These unit s
move & do battle with their
leaders. You receive 2

activation dice:
extra

attached to a unit

ARMOURED PINCER
Activate 2 tank or

A/C unit s.  These unit s move &
do battle. You receive 2

activation dice:

individual

extra

This card cannot activate
unit s part of Platoons.

FORWARD!
Activate 1

cont aining at least one
infantry unit extra.

platoon

All unit s of this formation
may move & battle.1
You receive 2 extra

activation dice:

Play this card during the
movement phase.



MINEFIELD!!!!
You may place a minefield
(one hex) anywhere on the

battlefield, but at least 3
hexes away from an enemy

unit.

Unseen to the enemy , you
have succeeded in planting

another minefield
(APM/ATM/dummy , the

choice is yours...).

MINEFIELD!!!!
You may place a minefield
(one hex) anywhere on the

battlefield, but at least 3
hexes away from an enemy

unit.

Play this card at the end of
the turn.

Unseen to the enemy , you
have succeeded in planting

another minefield
(APM/ATM/dummy , the

choice is yours...).

Play this card at the end of
the turn.

MINEFIELD!!!!
You may place a minefield
(2 hexes) anywhere on the
battlefield, but at least 3

hexes away from an enemy
unit.

2
Unseen to the enemy , you

have succeeded in planting
another minefield

(APM/ATM/dummy , the
choice is yours...).

Play this card at the end of
the turn.

MINEFIELD!!!!
You may place a minefield
(3 hexes) anywhere on the
battlefield, but at least 3

hexes away from an enemy
unit.

3
Unseen to the enemy , you

have succeeded in planting
another minefield

(APM/ATM/dummy , the
choice is yours...).

Play this card at the end of
the turn.

TANK TARGETING
An (non ATK) gun

takes a crack at a t ank or a fully
armoured car at a range of

minimum 3 hexes.

activated

Only 1 or       can be scored per
shot.

hit kill

In order to score a :

In order to score an :

hit

automatic kill

Play this card during the
battle phase.

TANK TARGETING
An (non ATK) gun

takes a crack at a t ank or a fully
armoured car at a range of

minimum 3 hexes.

activated

Only 1 or       can be scored per
shot.

hit kill

In order to score a :

In order to score an :

hit

automatic kill

Play this card during the
battle phase.

TANK TARGETING
An (non ATK) gun

takes a crack at a t ank or a fully
armoured car at a range of

minimum 3 hexes.

activated

Only 1 or       can be scored per
shot.

hit kill

In order to score a :

In order to score an :

hit

automatic kill

Play this card during the
battle phase.

TANK TARGETING
An (non ATK) gun

takes a crack at a t ank or a fully
armoured car at a range of

minimum 3 hexes.

activated

Only 1 or       can be scored per
shot.

hit kill

In order to score a :

In order to score an :

hit

automatic kill

Play this card during the
battle phase.

TANK TARGETING
An (non ATK) gun

takes a crack at a t ank or a fully
armoured car at a range of

minimum 3 hexes.

activated

Only 1 or       can be scored per
shot.

hit kill

In order to score a :

In order to score an :

hit

automatic kill

Play this card during the
battle phase.


