' I_f checln.ng for Actxva.tnon,

- subtract one (-1) from the roll (to
a minimum of 0), otherwise, add
one (+1) to the result draw.

Gr checln.ng for Actxva.tnon, add
- one (+1) from the roll, otherwise
- subtract one (-1) from the result

— . - = -

- If checking for Activation, add

- one (+1) from the roll, otherwise
subtract one (-1) from the result

— - st et —
- If checking for Activation,

- subtract one (-1) from the roll (to
' a minimum of 0), otherwise, add

one (+1) to the result draw.

r —————
If checln.ng for Actxva.tnon, add

- two (+2) from the roll, otherwise
subtract two (-2) from the result

r p— . -

- If checking for Activation, add

- one (+1) from the roll, otherwise
subtract one (-1) from the result

q_f checln.ng for Actxva.tnon, b
- subtract one (-1) from the roll (to
a minimum of 0), otherwise, add
one (+1) to the result draw. )

. —

" Em—

If checln.ng for Actxva.tnon, )
- subtract two (-2) from the roll (to
a minimum of 0), otherwise, add

- two (+R) to the result draw. )

.
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Tough Nut Go For Broke!

- —
If checking for Activation, add
two (+2) from the roll, otherwise
subtract two (-2) from the result
draw.

[

. —— "
During the next Initiative phase,

the player currently holding the
Initiative retains it. This card
cancels "On The Ball."

[ J

e
If checking for Activation,
subtract two (-2) from the roll (to
a minimum of 0), otherwise, add
two (+2) to the result draw.

e

- i
During the next Initiative phase, .
the player not currently holding it
automaitically wins the initiative.
This card cancels "On The March."

| %

Card 10 e % Card 11

=

- esSm—
If checking for Activation, add
three (+3) from the roll,
otherwise subtract three (-3)
from the result draw.

Card 15

» -
If checking for Activation, the
result die roll is automastically a 6.
Otherwise, the result die roll is
automatically a 1. Do not make a
result draw.

- J

-

ai% Card 12

Unprepared

- -
If checking for Activation,
subtract three (-3) from the roll
(to a minimum of 0), otherwise,
add three (+3) to the result draw.

| 3

@ @ Card 16

Paper Tigers

s ——
If checking for Activation, the
result die roll is automatically a 1.
Otherwise, the result die roll is
automatically a 8. Do not make a
result draw.

-~

[ 4



@% Card 17 @%

Combat Fatigue Combat Fatigue

—a. —

- —
Select ANY good order unit. That
unit must make a morale check. If
it fails, the unit is disrupted.

@gﬂ cara 81

r . B
Select ANY disrupted unit. That
unit must make a morale check. If
it succeeds, the unit is reburned
to good order.

W J‘

. o e
Select ANY good order unit. That

unit must make a morale check. If
it fails, the unit is disrupted.

’ i
The enemy selects ANY disrupted y
unit. That unit must make a
morale check. If it succeeds, the
unit is returned to good order.

. J

Card 18 @ @ Card 19 @ % Card 20

Confusion!

r e — P ——
The enemy selects ANY good Select ANY disrupted unit. That
order unit. That unit must make a, unit must make a morale check. If
morale check. If it fails, the unit is it succeeds, the unit is returned
disrupted. ) ' to good order. )
. > | | . 3

@% Card 24

Fire ¥rom The Sky

& T —— r . .
Use any spare aircraft unit to The enemy may use any spare
complete an (I) aircraft attack ab aircraft unit to complete an (I)
Strength 8. aircraft attack at Strength 8.

. J D J



Card 25

8¢

r -
- Remove any one Spotted marker
- from the map.

Card 29

r
The enemy adds an Improved
Position marker to any hex where
one can be placed.

S
Three On A Match

Card 27

i GGG

—_ s =t

. ——— n r
Remove any one Wreck marker Add an Improved Position ma.rkep
containing enemy units and in the from the map. to any hex where one can be
LOS of a friendly unit and add a placed.
Spotted marker to it. ) ) )
' - . J . g

Card 31 Card 32

&

Weak Foundation

& i PG

Shoddy Construction

r —————
Reduce the value of any ,

Fortification marker on the map

r .
The enemy removes any one
Improved Position marker from

Remove any one Improved
Position marker from any hex.

any hex. by 10. If this is not possible,
) replace the Fortification with an
! : Improved Position. |
. : — . 4 . —
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G - GG = GG = GG onee

F STSEr——

rIncrease the value of any Remove the activation marker | Remove the activation marker Add a Completed marker to any
Fortification marker on the map from any one unit. It may be from any one unit. It may be one non-activated unit.

by 10. If this is not possible activated again during the turn. activated again during the turn.
restore a friendly disrupted unit ) )
to good order. _ . _

[ J ~ ¥ [ > \_ ¥

') Card 87 @') . Card 38 @? Card 39 @? Card 40

L — S E——— R —— r
Place a, Mmes 2-1 marker in any Select a loaded transport unit a.nd Select an Infantry unit under a . Select any enemy a.rmored unit
hex where a minefleld can be immediately unload it. Both units Moved marker and make a and attack it on the 1-2 column of
placed. are disrupted. If stacking is morale check. If the roll succeeds, the CRT.
violated, placed the vehicle unit remove the Moved marker.
into an adjacent hex. i

A g . g . J . g



@? Card 41 @? Card 42 ?@ Card 45 :ﬁ Card 44

Walking Wounded Where Are They?

Friendly Kire

r T —— o S—— o e — o i ——
Select any enemy non-armored Restore any destroyed Infantry Select a Fired unit in concealing 9 Select a Moved unit in concea.].ing1
unit and attack it on the 1-1 unit to a hex with concealing terrain and replace its marker terrain and replace its marker
column of the CRT. terrain that is not within range of with a Completed marker. with a Completed marker.

an enemy unit. The unit is

disrupted and marked completed.
| J - ¥ . J | ¥
L} [} L)

. % Card 45 ?% . cardss % Carda? 8 % Card 48

r —— r S ———
Place a Block marker in any hex 1 Remove a Block marker from the . If S8moke is on the map, remove If Smoke is on the map, use the
where a Block can be placed. map. 8moke 1 markers and flip Smoke Accuracy diagram to shift all
2 markers to their Smoke 1 sides. Smoke markers one hex.
Otherwise, subtract one (-1) from Otherwise, add one (+1) to the
the result draw. result draw.

L J . J - J “ J



P9 Card 49 ? 9 Card 80 ? ? Card 51 ? ? Card 62

Give ‘em Hell! White Knuckled '

f 8] r .| r !
Save this card for future use. Save this card for future use. Save this card for future use. Save this card for future use.
Discard it to double the DF of any Discard it to double the AF of any Discard it to shift the result on Discard it to shift the result on
one unit. Remove from Play after one unit. Remove from Play after the Combat Results Table one the Combat Results Table one
use. use. column to the left (if possible). column to the right (if possible).
Remove from Play after use. Remove from Play after use.
| 4 . ¥ . J . ]
PP Card 63 P9 Card 54
e o e o

Hunkered Down Band of Heroes

Save this card for future use. 3 Save this card for future use. ‘
Treat all non-armored targets as Discard it for all units in a hex to

if they were armored on the automaitically pass morale

Weapon Effectiveness Chart. checks. Remove from Play after

Remove from Play after use. use.
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