IREBPATIR UNTT

DEPLOY
(FACILITY)

+ DEPLOY.

LI, GUIDIBRIARN
x1 i DEPLOY 6] 22145
(COMMANDER)

« DEPLOY.

+ When you discard a DEPLOYED TANK, place it on top of this card.
At the end of PHASE 4: CLEAN-UP, you may select 1 of the cards
on this and place it on top of your draw deck, discarding the rest.

« During PHASE 4: CLEAN-UP, you may draw (%
+X CARDS, where X is the number of TANKS you

N have DEPLOYED.

I, IPAIUILUS
- I (CO?IIEIJI’/!\.I?;ER) @ 23/45

« DEPLOY.

+ During PHASE 3: BuY, you may DISCARD 1 DE-
PLOYED INFANTRY. If you do, select 1 TANK from

N xour draw deck and DEPLOY it. Shuffle draw deck after.

- I (Co?ﬁkr%sn) @ 24145

« DEPLOY.

+ Atthe start of PHASE 2: TACTICS, you gain @
+1 ACTION.

IRATILNTAY IBENGINIZIBR
3 Mo
* DEPLOY.

+ At the start of PHASE 1: START, you gain & +1
SUPPLY -or- TRASH this and gain & +3 SUPPLY.

IPANZIBR [RIBGIIMIBNT
TG

x10

SS PANZER RIBGIIMIENT

(IGER]]

‘WT?KME@N

« EXHAUST and pay 1 & SUPPLY = ) +4
ATTACK.

. * DISCARD = g +2 ATTACK.

+ EXHAUST and DEPLOY.
WP

ATTACK.

. + DISCARD = Q +2 ATTACK.

4 ARMY 18/4 1 16/4
x10 2] aamy 8/45 J) Lx10 &3 6/45
+ DEPLOY. ( + EXHAUST and DEPLOY.
ﬂ + During PHASE 1: START, this card is not
* EXHAUST and pay 1 & SUPPLY = (3 +6 Ve REFRESHED unless you pay 3 (& SUPPLY.

+ EXHAUST = () +7 ATTACK.

S%@E&T

x10 03/45

IPANZIBR IDIVISION BIQ
10 1 14145

ASSAUILT GUN IBATITALION

+ PLAY BONUS: & +3 SUPPLY.

« PLAY BONUS: @ +1 ACTION, @ +1 CARD, @ +1 Buy.

« During PHASE 2: TACTICS, you may directly DEPLOY as many
TANK and INFANTRY from your hand as you wish. This does
not count as "playing" them.

+ EXHAUST and DEPLOY.

+ EXHAUST = §3 +2 ATTACK.
+ RETURN = ) +2 ATTACK.

. + DISCARD 1 DEPLOYED INFANTRY = £ +2 ATTACK. '

ARTTILLIBRY IBATTALIORN
Wy A G

ARMOURED RECON BATTALION
T o G

JENGINBER JBATTALION
T e CE

x10 21/45

@TI[@N E’%_/fm

« PLAY BONUS: @ +1 ACTION, (0 +4 ATTACK.

+ PLAY BONUS: ’@‘ +2 ACTIONS, (52) +2 ATTACK.

« PLAY BONUS: 2 +2 ATTACK.

« You may TRASH 1 SUPPLY or ARMY card from hand. If you do,
GAIN 1 card of the same type (SUPPLY or ARMY) costing up to
2 (& SUPPLY more.

« PLAY BONUS: () +4 CARDS.
« If you play this card then it is RETURNED during
PHASE 4: CLEAN-UP instead of being DISCARDED.

TR%@K §%@RT

x15 02/45

+ PLAY BONUS: & +2 SUPPLY.

PANZIER GRIZNADIIER [RBGIMIENT

08/45

x10

ARMY
(INFANTRY)
« PLAY BONUS: (@ +1 ACTION -or- @ +1 CARD.
* You may EXHAUST and DEPLOY this card.

+ EXHAUST = ) +2 ATTACK.
+ RETURN = () +2 ATTACK.

MOTORCYCLE MESSENGER
I 3

x10 09/45

+ You may choose to gain the Play Bonus -or- the Ability.
+ PLAY BONUS: @ +2 ACTIONS.
+ DISCARD = REFRESH 1 DEPLOYED ARMY unit.

P@L@E@E

10/45

« PLAY BONUS: () +2 CARDS.
+ DISCARD this and X cards from hand = @# +X CARDS.

+ PLAY BONUS: @) +1 ACTION.
« You may select 1 card from your draw deck and add it to your
hand. Shuffle your draw deck after.

« If you play this card then it is RETURNED during
PHASE 4: CLEAN-UP instead of being DISCARDED.

CONMMANIDO TROOPS

iy R, W2 e
« PLAY BONUS: @ +1 ACTION, @ +1 CARD.
+ When you GAIN or play this card, choose any one face-up or

face-down deck (including the EVENT and CITY decks). Look
at the top card and return it to the top or bottom of that deck.

x10

ANFMET%NK GUN ”JI;I'M@N

+ EXHAUST and DEPLOY.

ARMY
(ARTILLERY)

( + EXHAUST and DISCARD = @ +3 ATTACK.

)

N@N:-M TRANSPORT
1

x36

SUPPLY 01/45

+ PLAY BONUS: & +1 SUPPLY.

GRIBNADIIER RIBCIMIENTT

il 04/45

x20

ARMY
(INFANTRY)
« PLAY BONUS: @) +1 BuY.

* You may EXHAUST and DEPLOY this card.

D REINRORCEMENT BATTALION

ARMY 05/45

10 (REAR)

+ EXHAUST and DEPLOY.

+ EXHAUST = (4 +1 ATTACK. + EXHAUST and DISCARD = @) +1 ACTION.
+ RETURN = § +1 ATTACK. + EXHAUST and DISCARD = (% +1 CARD.

SE’@@E&T

19/45

+ PLAY BONUS: () +3 SUPPLY, @ +1 Buy.
+If you play this card then it is RETURNED during
PHASE 4: CLEAN-UP instead of being DISCARDED.
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(COMMANDER)

« DEPLOY.

* You may attack twice each turn. At the start of
PHASE 2: TACTICS, you gain 2 +X ATTACK,
where X is the number of TANKS you have DEPLOYED.

@PIRAT.IE@N FMN

7"« PLAY BONUS: @ +4 CARDS.
+ If you play this card then it is RETURNED during
PHASE 4: CLEAN-UP instead of being DISCARDED.

x1 3

« Immediately draw another EVENT card and add its DEFENCE to
the CITY's DEFENCE.

« If the player wins the attack, he may TRASH this or RETURN it to
the bottom of the EVENT deck.

(COMMANDER)

« DEPLOY.

« You may attack twice each turn. At the start of
PHASE 2: TACTICS, you gain 3 +X ATTACK,
where X is the number of TANKS you have DEPLOYED.

M"L R@N@S’I‘S—T

(COMMANDER)

» DEPLOY.
+ At the end of the game, yo!
and TANKS score an extra 1

VICTORY each.

= At the start of PHASE 1: START, you may move
the top card of the DEPLOYMENT deck to the
bottom.

M"L AD.EE

(COMMANDER)

* DEPLOY.

» If you lose an attack, transfer this card to
another player's COMBAT ZONE DEPLOYED.

+ Each time you win an attack you gain () +2 CARDS.

ILIPL [BIOTEL
x1 1 DEPLOY 16

PO7
COMMANDER]

« DEPLOY.

+ At the end of the game, your FORTIFIED

HILLS score an extra 1 g VICTORY each.

2

2

EVENT
{OBSTACLE)
« If the player wins the aftack, he GAINS this.
« When played, select 1 card of a player's DEPLOYED cards and
TRASH it along with this card. The card trashed may not be a
TANK, CITY or EVENT.

EVENT
(OBSTACLE)
« If the player wins the attack, he DEPLOYS this in any player's
COMBAT ZONE.

@Wmmm

EVE|
(OBSTACLE)

« If the player wins the attack, he DEPLOYS this in any player's
COMBAT ZONE.

* If this i in your COMBAT ZONE, you cannot gain any £ ATTACK
from TANKS or ASSAULT GUNS. You may at any time pay 2 @)
ACTIONS to TRASH this.

» If this is in your COMBAT ZONE during PHASE 1: START, you must
pay 1 & SUPPLY for each DEPLOYED ARMY unit you want to
REFRESH. During PHASE 2: TACTICS, you may TRASH 2 SUPPLY
cards from your hand to TRASH this.

E&‘@SSMN 5, CORPS

* X is the number of the attacking player's
DEPLOYED ARMY units.

« If the player wins the attack, he GAINS this.

* When you play this, you may TRASH it. If you
do, GAIN the top card of the DEPLOYMENT deck
and DEPLOY it.

M2

RU@SMN TMARMY

« If the player wins the attack, he GAINS this.
« When you play this, you may TRASH it. If you
do, GAIN 1 PANZER REGIMENT.

« After combat, the attacking player must
DisCARD 1 DEPLOYED TANK. If he has none,
he must DISCARD 2 DEPLOYED ARMY units
instead.

« If the player wins the attack, he GAINS and
DEPLOYS this immediately.

« After combat, the attacking player must
DisCARD 1 DEPLOYED TANK. If he has none,
he must DISCARD 2 DEPLOYED ARMY units
instead.

» If the player wins the attack, he GAINS and
DEPLOYS this immediately.

\VR)

IRUSSIAR CIANiES

Hxa m 14 40-42/45i

« After combat, the attacking player must
DISCARD 1 DEPLOYED TANK. If he has none,
VB

he must DISCARD 2 DEPLOYED ARMY units
instead.
« If the player wins the attack, he GAINS and

DepLOYS this immediately.

+ After combat, the attacking player must
DisCARD all his DEPLOYED TANKS. If he has
none, he must DISCARD all his DEPLOYED ARMY
units instead.

« If the player wins the attack, he GAINS and

M2

DEPLOYS this immediately.

» After combat, the attacking player must
DISCARD all DEPLOYED ARMY units.

If the player wins the attack, he GAINS and
DEPLOYS this immediately.

+ As soon as any player GAINS this, the game
ends when the current turn i finished.

IEORAVIEIED; I%IDLL

TARGET
(FOOTHOLD)

« If the player wins the attack, he GAINS and DEPLOYS this
immediately.

STRATIBGCIC P@SITE@N

TARGET
(FOOTHOLD)

immediately.

* RETURN = TARGET card you are attacking gets (5 -1 DEFENCE,
1o @ minimum of 0.

« RETURN = TARGET card you are attacking gets
2 -2 DEFENCE, to a minimum of 0.
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