MEDICS & MECHANICS
Issue an order to 1 of your unit s that
has suffered casualties. Roll 1 D6
for each command card you have,
including this one. For each
number rolled that matches a LOST
figure/model from that unit, replace
that figure/model.

1-2: infantry .

3: non-artillery/ ATK armour .
4: artillery or ATK.

5: your choice.

6: none.

BOMBARDMENT
Activate all your non-SP
artillery units
(but not ATK unit s).

Each artillery unit may fire twice
or move and fire unless p art of
a Combat Command or mixed

platoon , in which case they may

only fire twice but not move.
If you have no non-SP artillery
units, you may activate 1 unit of
your choice.

FIRE!
Activate all infantry &
artillery in 1 color.

These unit s may battle , but
may not move.

If you have no infantry or
artillery unit s, you may
activate 1 unit of your

choice.

BLITZ STRIKE!
Activate all tank units not
part of a Combat Command
or mixed platoon.

Each tank unit may move,
battle and then move again.
If you have no such tank
units , you may activate 1
unit of your choice.

BOMBARDMENT
Activate all your SP artillery
units
(But not ATK unit s).

Each artillery unit may fire twice
or move and fire unless p art of
a Combat Command or mixed

platoon , in which case they may

only fire twice but not move.

If you have no SP artillery unit s,
you may activate 1 unit of your

choice.

PICK AN AIR SUPPORT
CARD

this card is to be played

after all your unit s have
been moved and air support

concluded for this turn.
Pick another command card
to replace this one as well

BLITZ STRIKE!
Activate all tank units not
part of a Combat Command
or mixed platoon.

Each tank unit may move,
battle and then move again.
If you have no such tank
units , you may activate 1
unit of your choice.

FIRE!
Activate all infantry &
artillery in 1 color.

These unit s may battle , but
may not move.

If you have no infantry or
artillery unit s, you may
activate 1 unit of your

choice.

PICK AN AIR SUPPORT
CARD

this card is to be played

after all your unit s have
been moved and air support

concluded for this turn.
Pick another command card
to replace this one as well




LEADERSHIP
Issue an order to all of your
commanders attached to a
unit. These unit s move &
do battle with their leaders.

Any battling unit s (except
artillery) with a commander
attached may roll 2 extra battle
dice instead of 1. Combat
Commands may move with
commanders , but only unit s
attached to commanders may
battle.

FORCE MARCH
Activate all infantry in a
color of your choice.

Each infantry unit may move 2
hexes AND fire/battle. T errain
movement restrictions still
apply. Combat Commands may
move 2 hexes with
commanders , but only infantry
in the colour chosen may battle.

ARMOURED ATTACK
Issue an order to
4 individual T ANK/ armored
SP units. These unit s move
& do battle.

This card cannot activate
Combat Commands , unless
these are composed
exclusively of armoured
units (tanks & SP) and up to
a total of 4 individual unit s
only .

LEADERSHIP
Issue an order to all of your
commanders attached to a
unit. These unit s move &
do battle with their leaders.

Any battling unit s (except
artillery) with a commander
attached may roll 2 extra battle
dice instead of 1. Combat
Commands may move with
commanders , but only unit s
attached to commanders may
battle.

REINFORCEMENTS
Roll 1D6.

1-2: 1 infantry unit.
3: 1 non-artillery/A TK
armour unit.
4: 1 artillery/A TK unit
5: 1 unit of your choice
(or commander/sniper ).
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.

COUNTER-ATTACK
Play this card on your
opponent to duplicate the
orders of the last card
played by him.

You can only activate unit s of
the same type and in the same
numbers as activated by your
opponent (e.g. a single infantry
unit, a single t ank unit), or in
case of a platoon or Combat
Command those may be of
whatever composition.

FORCE MARCH
Activate all infantry in a
color of your choice.

Each infantry unit may move 2
hexes AND fire/battle. T errain
movement restrictions still
apply . Combat Commands may
move 2 hexes with
commanders , but only infantry
in the colour chosen may battle.

SHORT OF SUPPLIES
Play this card on 1 of your
units/Combat Commands or
an enemy unit/ Combat
Command of your choice.

This unit (+ commander , if attached)
has run short of supplies and must
fall back twice its full movement
allowance (or of the slowest
component in case ofa Combat
Command ) straight to the own edge
of the battlefield. The unit may not
battle this turn.

TANK KILLER
activate all your ATK units.

These unit s may fire OR
fight, but may not move.

If you have no ATK units,
you may activate 1 unit of
your choice.




