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Mines (TP 7) When a unit enters a minefield it must stop. Enemy units must roll the number of dice
indicated on ‘the token. Each unit symbol or grenade scores a hit. The minefield is then still active,
leave the token face up.

Battle Stars : Sabotage [TP 7] Blowing up a'bri%qe[TP 8] Collasusible Rafts & Boats+TP 8]_|Calljn in Air Strike
[TP 8] Forward Spotting Artillery [TP 8] Capturing Equipment[TP 8] Freeing Prisoners[TP 8] Heroic Leader [TP 9]
Sabotaging a Dam [TP 9] Camouflage [EF 5] Destroyers [PT 9]
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INFANTRY r“ r r - Oort hex. combat S 1hex Can Take Ground after Close Assault if allowed
2 hexes without combat s
t _— Armor Overrun possible after a succesful Close Assault. If succesful can then also Take Ground.
ARMOR t* E:(?;Ifﬁ):;r?]ees . 0 to 3 hexes + combat ;; 1 hex For armor equipped with flamethrowers, the terrain reduction is limited to 1 die in Close Assault
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ARTILLERY X _{ - (1) ::: :vi(’z::)nulia:ombat eeeeoo ; 1 hex Avtillery ignores line of sight and terrain protections.
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SPECIAL FORCES r“ rr @ w w * %%‘\ 0 to 2 hexes + combat S 1hex Can Take Ground after Close Assault if allowed
H
ELITE ARMOR t‘ @ 0 to 3 hex+ combat @@@ E 1 hex Armor Overrun possible after a succesful Close Assault. If succesful can then also Take Ground.
E -
""" R Avtillery ignores line of sight and terrain protections.
BIG GUNS X X { e} 0 hex + combat 2 1 hex Place cross-hair marker on target when hit is scored. Until it moves, or is destroyed, this unit takes fire +1 die.
Q/ 1 hex without combat = (non-cumulative). There are three markers available.
6 o 3hex A sniper can attack when entering terrain. Ignores terrain reductions, but cannot attack armor..
SNIPERS “ /. ’ 0 to 2 hexes + combat & max \S/iréi&enr/s’ﬁgaeasl a hit on unit symbol, grenade or star. Sniper is hit only with grenade. Does not count as a
Can Take Ground after Close Assault if allowed. Engineers ignore terrain reductions in Close Assault. In wire
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a CAVALRY rrr r 0 to 3 hexes + combat @@ E 1 hex Can do the equivalent of an Armor Overrun after Close Assault
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X X 0 to 1 hex + combat eeeeoo E 1 hex Mobile Artillery ignores line of sight and terrain protections.
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- @] o A Destroyer can never move onto a hex adjacent to a beach. Fires like Big Guns.
-”?’ DESTROYER ﬁ 0 to 2 hexes + combat e 1 hex Destroyer is only hit on Grenade, takes three hits to sink, counts as one Vicotry Medal.
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