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GAME OVERVIEW

T FogswERT sebaia s Wes e of VR eont dkioi
assume the role of either an Allied or
Axis commander, and wage war across
numerous battlefields inspired by the
niciiens S 4L icampaigns ot Wernldl War
Two. You will contest bridges, towns,
e cleRll e e rinl and dunt il onty iong
FItaMg IS ce ' tema ins, vl eavingyou in
possession of the field.

In Fog & Friction, your High Command
has given you a single key objective:
take more ground than the enemy!
Youdhawe: Beanbagivensthal resources to'prosecute thisiwar' - but Lt is up/te vrou
to determine how you will use them. Will you use cunning and deception to
out-fox your enemy, or rely on mighty tanks and guns to smash through enemy
SRR N g Tsig P o sieeld and: 1gon? One thilvgl g i ossEsing i However s walr mdi e
uapredictable;, vbut wmith careful pldnningrandithevBteady dpplication of ‘flrce;
your yvictony will sbevassured!
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KEY CONCEPTS

Iniche "Tolltowrng isectiom: melihightight \somedkey 'cOncepts  foundiwithinvFog &

Friction: Western Front, that are necessary in order to understand gameplay.

FRIEND / ENEMY

Any  cartd/LhEt Belengs tdliyen & either
witlin" youe thandy deck B play on
the battlefield - is always counted as
a friendly card. Any cards belonging
to your opponent are enemy cards.

BATTLEFIELDS

Fighting, always i vakes Foldshsutor: the
control of two separate battlefields
simultaneously. Combat ' for each
battlefield continues over one or more
rounds, until either the Attacker or
Defender gains control of it. Remember,
though: once your forces are deployed,
only Air Support cards can be moved
from one battlefield to the other - so
plan your deployments wisely!

INITIATIVE

Turn order is determined by initiative.
The player that has initiative is the
At tackems and: Wl Bl e limaArss e F i ety
each turn; whilst the othexr.player 18
the Defender and will go second.

SPECIAL RULES

Whenever the text on a card contradicts
the rules printed within this rulebook,
the text on the card takes precedence.

FIGHT WITH HONOUR

In any rule/timing dispute, the
Commander withi fei tiataved  has i the
final say.

CARD TYPES [ BREAKDOWN

BachwCanmameies., Wi Eog/iisBrict ions

Western Fronti brings 79 caxrds, split

into two decks. These decks are made up of two distinct types of card -
Battlefields (5 cards) and Force (74 cards).

BATTLEFIELD CARDS

Battlefikad dsiare the game’ s focdl' point
around which all the action takes
place. Hach | Battide field ¢ e shews
its name along with one of four Terrain
Type icons. Some Force cards may have
special rules printed on them that carry
bonuses (or penalties) when deployed on
a. corrisponding e praraviType.,

s “"ﬂﬂT‘-T[,l‘ EIELD:

FORCE DECK

There are 4 different types of cards
that can make up a player’s Force
Beak, @ and’ eaeh. type ioamn easily ibe
L dentiiaedtelbl s i he “fcdlour | of  cthepr
medal ribbons. The 4 types are:

FRONT LINE (RED): This is the
e Eio T Your o Elghtiling e
and comes 1in two different
types: Armour or Infantry.

Take care'of your front line personnel
because they are the only cards that
can capture Battlefields.

- SUPPORT (BLUE): This is the
backsup@ito Myour wfronti®line
B cordSiikandi icemes, im dithree
different types: Artillery, Air,
and Defences.




Your Defence cards are used to protect
Eriend iy oiinmepan o dieder Sl e En & iy
and Ad rdgakogehdlitpateridyivsed o
inflicting damage to the enemy.

LOGISTICS (GREEN): An army

needs to coordinate supplies

1N onder, ito iy keep. Fighting:
They come in two types:

Supply Routes and Reinforcements.
These cards enable you to heal/

replenish your forces . or draw extra
cards from your Force Deck.

r

FOG & FRICTION (PURPLE) :
These cards reflect the
unpredictable nature of

Pattte andisBomedan. i ithree "y types:
Tactics, Damage and Battlefield.

ElsSEcan ) ballased Dhe TR Ehe Vir el Yo'f
war in your favour, perhaps by moving

troops 1in unexpected ways, striking

behind enemy lines, or even changing
the weather!

FORCE CARD STATES

Force v Cdrds "anevalways  said to/be 'in
one 'of two! statesy. Full) Strength or
Depleted. This represents their overall
condition'andiicapabilfiityiEomEnght .

FULL STRENGTH (UPRIGHT): All cards
Biber, play aty Fulthistoendti, wiuhiis
represents. a junit | that/is 'in- prime
condition and ready to do battle.

DEPLETED (TURNED ON SIDE): When a
card takes damage or is hindered in
some way it becomes Depleted. Units
in! this ‘condition 'are weakened and
cannot add their damage in| the ‘Combat
Phase or use their Special Rules.
The next time a Depleted card takes
damage, it is Destroyed (discarded).

1.Unit Type (Infantry, Armour, etc)
LABIA b of Qb o I bl o o ¥ ) WO B Mol B ik

3 Elght! 'Sy enet e

Fotidetonte linet and support icards
this indicates the type and amount
of damage needed to change the
state of the card (see more on
Force Card States above) .

Herillogistics|cards iitheicardiEesdt
will indieate how the Eight Strength
is to be used. Logistics cards can
also have their state changed by
Seciall Rul'e sh whigght iwiidl andi oate

a type and amount of damage that
can be inflicted. (Damage page 11)

4. Card Nationality

Buibgetie L Rules symbol. gl
corresponds to the special rules
et apmt ted o abe snamch lComba
page 8). Once players are familiar
withéthefcardsiand their ‘abilities,
this is a quicker reference than

checking the card text each time.

6. Medals:
For Front Line cards, these
indicate the amount and type of

damage the cr=Ve(o L sl abionEthkelic
duringt the ‘Combat .stepi
For Support cardsy these

indidataiithetvamount landaiEyope, vf
damage ' the. (icard: ' will @ prevent
during the combat step.

For Logistics cards, these
indicate, ‘the! anoutttiangittyos of
reinforcements that card will allow
during the 'LodhatiEE St .

In all cases, the damage types are
the same as for Force Strength.

7.Unit image

8 iSpeliiakiRud e et (0D R ARy Ene onal
rulies ‘apply tiolidis \ear dirbes Wit ]

be shown here. Remember that in any
case where text on a card appears to
contradict the rulebook, the text
on the card wins.

S U name s iSeime Usiser gl oyl e g may,
reference a particular unit by name.

SET UP

SELECTING A DECK

Each Commander is required to have a
Tonedind) deck 'consEtingrofidikn roe. dnd
S Battiletield icaida il I aEeia g Vot
first ! gamey . orn-iven abessEsl i qaining
familiarity of the rules, we recommend
each Commander uses the 53 (50 Force, 3
Battlefield)ii cardsyfironiithesCore fiDeck
for they frrat el Wanesy Mmbennld alseg
doEhie" e e s et e e v shro rbalr
game ! (Tdeptifyingi-Caeds? ipages 14 7) .
Experienced Commanders are welcome to
customise their decks when they feel
ready (Force Cards Selection page 13).

BATTLEFIELD DECK

shuffles their
Battlefield™aaton i« and  Pldces i then

Each Commander

face down on the table forming their
Battlefield Deck.

Draw the top card from each player’s
Battilefiteld ¢ideck - and ' place them
facet@apliitiptt he centre (a0 f ‘the ypliay
dreas These cards.  foen. SRe e i nbal
Battlefields that the Commanders will
Berfaghiting ol & O o d i,

PLANNING YOUR ATTACK

Although Commanders control every card
they send into battle, they cannot
control exactly when those cards will
arrive. In order to give the players
anbary’ chaneelno Sstart Sright 1ngiEngge
i igstroundidor tosheln themiind UEaREe
a e ingeplamlys iigh . Cohmandiidramts
them tai small '’ persenal selection 'to
Hakeer BNt o batl o

Each player should select 2 cards
Fromvibher v Forpey Do anehatiiwillihe
agded o there Lodti LS Earing:. nand.,
The cards can be Front Line, Support
or (Feg eEIe T QN Rus ne bl o gl e
e dEron sl g Sl Suibo vt Lo e
selected, it must be Fight Strength 1
AND have no Special Rule.

Once both players have chosen their
cards, they reveal them to opponent,
set them to one side and then shuffle
their Force Deck.

DETERMINE INITIATIVE

At caldleafes iaienin B lgane’ oL g and
Friction: Western Front one Commander
will be the Attacker, with the other
Commander being the Defender. In each
Phase, sthsiairta ke will golEirs iy gty
the Defender the reaction advantage.

Use whatever method you prefer to
determine’ s which /player {(will ' be 'the
Attacker, we suggest either tossing a
e B ot e 6 R (o R e (r 8 T

STARTING HAND

Fachiplayer miow: drawsiihedar, sl it el
hangigsl e dsviadding ol it he Brcass
previously set aside during Planning
MetrsiAtEaIceinBecdausemliithen nAttacke
S tasiEraRE e reEe v ias e, their bHigh
Command grants them some extra forces
to help with the initial push.

Attacker: Draw 6 cards

Defender: Draw 4 cards




After, " drawifng. it hedrictards: HE A

TABLE LAYOUT

During a 'game,  different cards are

P laver | hasihnse o Lo ouiS e aivaa g . i

their. handfEhey vigretammediately
placadiisnl dapeciftic. pesiiiens ontthe

table fo reflectiitheir  role, andthe
action gkl ngeiiaiace’ i The v dTagram

placed face-up on the table in the
REaE s logd sTTesIRo oL iR rd s placea

this way are not replaced by drawing

beliowiahowe e IH - cardsshahonld be
more cards.

placed where on the table.

5
£
o

Battlefield Deck Logistics Pool

Battilefiel dueard tinyplay Force Deck (face down)

Pronthdne oard s Loty s s e etk b Ten Lface "up)

L0500 T =l O

SutppontiiCandd s el LGE) Ve tioiagy P e

(captured Battlefield cards)

O S aiSE Sty s N

Fog' & FrictionyBattlefiel dicards

YOU ARE NOW READY T0 BEGIN PLAYING FOG & FRICTION: WESTERN FRONT

SEQUENCE OF PLAY

Raoh ganeroundiis [spidt i intowdliPHafie SN tiramisaaan Phase “oebh lawdrgiitoke
their turns, @lways stakting with the ttackey ThesdrPhases ‘arelds iflollowsi

1. DEPLOYMENT 3. CAPTURE BATTLEFIELD
. First Deployment Y. LOGISTICS

* Second Deployment *+ Resupply Deployed Cards
2. COMBAT . Call Extra Reserves
. 7R I e R i . Draw Reserves

. Ground Targets
. Artillery

g Front Line

DEPLOYMENT

During the two Deployment phases,
Commanders can bring new forces into
the battle, or move units that have
already been committed to the fight.
Thev! chnyilsqunmse  Fo@i-san Friction
Canigdas el Ding oliche Lo ps s o
dominate the enemy forces.

Boet Deploymern i Hghimaoeh G 18 owe iy Ehie
slameyiiset o filiruliesaiiwisthitiion iy fione
dirvtference;: I'fla plaverididinot eommlt
new RronktLinst oriSupporticancs: du el ng

the First Deployment phase, they are
not allowed to commit @ Front Line
or ' Support cards during the Second
Deployment phase. This rule applies
even !, if  the¥e lwere | Eront  Line "ox
Support cards already Deployed to the
Battlefreld friom alprevioug round,

War does not wait, and cowards do not
win. Generals must commit their forces
Intanbat tlesaisoon asy Bosgielie !

DEPLOYING FORCES

Startingd sieh s TR et s edmn i idga ol
player takes their turn and can play/
move' as: manvaFronel hindiaminupport and
Fog & Friction cards as' they want.
Then the Defenderitakesitheirturn and
cah react! to  theyAttackerd s L roops.

DEPLOYMENT RULES

Every Force card is Deployed to one
of the two Battlefields and must be
placed invspecifie positi@ngtas sHown
in the Table Layout Example on page 6.
Each Battlefield has 37" Front Line! and
3 Suppor B tagetdon s | and orilgiey Samel e
gard cance  deployed in“edthigBace .

There is no limit to the number of Fog
& Frictagd cardsiphat can be oomiitted
to a single Battlefield.

FRONT LINE AND SUPPORT CARDS

The basic Deployment move for each
playern is.to place either a'Front Line
or sSupportytard; from: their  handis nie
aicorrespond 1§l ehpt y N Oeation O g
BatpliefisldiPlayvers. gamchodgentao
this 'as many  times .as they have €he
cards and vacant locations available.

A SSMopoTi. eabdi Bhat Tiogcupies s hkihe
LagEEithn | heh 1 ndd@rBeant L fe  cardvig
saldto cbe viATTRGNed O ERgE I Erent
Line card.

Artillery and Defences Support cards
must be attached to a Front Line card
and can therefore only be deployed
directly behind an occupied Front Line
location. Any time Artillery or Defence
Support cardsibecome unattached,  they
are automdhigally ' discarded.

Air Support cards are not required
to be attached to Front Line cards,
so can be deployed to any empty
Support, towat ianitrHowe venpashonld! ian
unattached Support Air card become
Depleted, it is immediately discarded.




REARRANGING SUPPORT CARDS

Should a1 b wish, PlEvers o= ek
rearrange all their Support cards on
each Battlefield once per friendly
Deployment Phase. A Support card can
be moved to a different Front Line
card or two Support cards can exchange
posmelonsk -Cards” cannot’ be moved) from
one Battlefield to another ‘and must
obey all normal deployment rules. For
example, a Support Card cannot move
to a space where there is no deployed
Fxront piitie  Caxd.

LIMITED MANDEUVRES

Each card can only be moved from a

player! soriaRahiiwong e, Lablic o e
the table to their hand, once per
friendly Deployment Phase.

Mo TRy e aa P v Erami i ey e a i ian e
another on the table, by using either
a Special Rule or when Rearranging
SUPPoEiEHlCandsadoc SiEEN 0 Eikic QuUIIERTALS
moving:s forfpherpuKpeosasiof thilghieu el

FOG & FRICTION CARDS

ALl efifactsi ot iia
oL snRERaba On cand
must be completely

resolved before
another can be
played. Results

cannot be combined.
There are three
vt S GO R AN o R
Frdch iOtawardy

TACTICAL ACTIONS

These 'cardsiiare used! to. manipulate
a player’s cards, either already in
ol J7- AR E olVe Nk b b 8 o RIS g Vel JJBAG 2 10V RANER(C TS
played, its effects are resolved and
then the card is immediately placed
on the discard pile.

DAMAGE ACTIONS

These cards are used to deal direct
damage, eitheriiitolityalisinglelivicard
iR D1 Ay or e toia i e ar disoir i)
certain type. Once played, its effects
are resolved and then the card is
immediately placed on the discard pile.

BATTLEFIELD EFFECTS
Regzheestauithian b aifae idnd. adaddnidhidl
cardspiBabtlerield Effectsiicardsiare
playedirinte WashsinglaifBatrlefdeld,
There is no limit to the number of
Battlefield Effects cards that can be
plagection e isaole U Rattlefiet ditand

N E&EIBSt

their effects are accumulative. Cards
are played next to the Battlefield
tha s airfecty o overldpping W than iias
HegesSaryvso Provionsy cagdsiean sti Ll
be seen.

Once played, the card remains active
untidlsreither it ehe MiBa ot e fidedo 1.8
captured, or another card causes it
to be discarded.

COMBAT

The Combat Phase is said to take place
oh; bophBatBlefrelds igimultanediraly,
but each 1is processed separately.
Starting with the Battlefield on the
Attacker’ s llef, dlwaysicemplete’ the
whole Combat Phase for both players
on one Battlefield before moving onto
RheyRENeT.,

Lhere Varer f several giistepsiiewi thin sithe
Combat Phase, and each is handled in
turn, starting with the Attacker. If a
card is Depleted/Destroyed within a step
1n swhi'chigist: ailis oM iae Eelsemtteturia6]: “  site 54111:
contribifey its" damageritke wstitat | step.
However, if it is Depleted/Destroyed
before' Chel Shepamenhiichy i aot's) i 91
no 'Londer takesioart withimathie) Combat
Phase: ‘and ! any - damage, jit, “gould: have
inflicted will not be resolved.

Combat always takes place as 4
sepdrateidetd ong i gy are fl eat [ the

Full Strength.

Air Support cards.

complex nature of war. tiidil T
= R o (0Tt o N ol WET Sk ol or 1 o el ok alele) of )
wa M S T T ke Billotumhitagain s T ncoming,
enemy aircraft. Next, any surviving
g cRa T wiItha Jod el IS ot wa .l 'd b,
upon enemy Ground Targets, followed
swift vty ATtid Lershdinpeg g ke
directly vadainst) they Foamt i e
Finally, just as the dust has begun
to settle, the remaining Front Line
URE s dan il ok hie s rearii e n G TG

Each combat step involves both players
totalling up incoming enemy damage
and then allocating it '/ to /specific
troops. The effects of damage and how
toallocate! dt Wl described) on 'gage
12. Before each step, players should
declare any Special Rules they wish
to use during Ehe. £61lowing combat:?:

Fully resolve each of the following
steps forfeach Battlefieldsy

ANTI-AIRCRAFT

DAMAGE TOTAL: Each player adds up the Air Damage of ALL
their deployved ™ Front | Line -gnd SlpgdyticardsiERat Coae at:

ALLOCATE DAMAGE: Starting with the Attacker, each player
allogates theis opporent’ s Alr  Pamage totali:to. theiziigwn

GROUND TARGETS

DESIGNATE TARGET: Stapeinget whtht Tthe. S At v G leeld each
Playarsstataes ahahe rov el sealier fHt are  atifaokihoesiide i
eppdénent " & FaoHE (I he oS upisat . Eroobs i

INFANTRY DAMAGE TOTAL: Each player then adds up the Infantry
Damage of ALL their deployed Air Support cards that are at
Full Strength.

ARMOUR DAMAGE TOTAL: Each player then adds up the Armour
Damage of ALL their deployed Air Support cards that are at
Pl Lo ena i,

ALLOCATE DAMAGE: Starting with the Attacker, each player
A loea e b ehe et Shphonefliciivin Ean ey ¢ Dalidde’ rand. Armour,
Damage totals to their opponent’s designated target.




DESIGNATE TARGET:

designated target.

Full Strength.

STRENGTH.

CAPTURE BATTLEFIELD

After damage has been allocated, if
Pokh ' plaversi haverany | Fronbiiinetion
Supporttroopstst Pl Suepd ayed o e
Battlefield' (even /if ' Depleted), then
the Battlefield is  still  contested,
and ' Combatini ik yoon LI A Rl T
following round.

If only one player has Front Line or
Support troops’ stidd Vdeployed o Ehg
Battlefield (even 1if Depleted), then
the Battlefield has been captured and
is placed in that player’s Victory Pile.

After a Battlefield has been captured,
ALL cards that were deployed to it
are discarded and a new Battlefield
is immediately drawn to replace it.
Replacement Battlefields are drawn
alternately from each
Battlefield deck,
the Attacker.

player’s
Starting with

ARMOUR DAMAGE TOTAL:
Damage of ALL their deployed Artillery Support cards that
are at Full Strength.

ARTILLERY

Starting with the Attacker, each player
states whether their ordnance is attacking their opponent’s
Front Line or Support troops.

INFANTRY DAMAGE TOTAL: Each player then adds up the Infantry

Damage of ALL their deployed Artillery Support cards that
pep alc s ORI QURIN Kihyiriate Do iy

Each player .thent addsip i the  Armour

ALLOCATE DAMAGE: Each player allocates their opponent’s
Infantry Damage and Armour Damage totals to their opponent’s

FRONT LINE

INFANTRY DAMAGE TOTAL: Each player adds up the Infantry
Damage of ALL their deployed Front Line cards that are at

ARMOUR DAMAGE TOTAL: Each player adds up the Armour Damage
of ALL their deployed Front Line cards that are at FULL

ALLOCATE DAMAGE: Each player allocates their opponent’s
Air Damage total to their own Front Line cards.

If the Attacker captures at least
one Battlefield during a round, then
they Dbecome the Defender in the
Podibagrm i e ndiy

Repeat the Combat Phase for the 2nd
Battleground before proceeding to the
Logistics phase.

LOGISTICS

Duning this ) Bhase  jcach® plhyvarisgets
the chance to use any cards in their
Logistics Pool to resupply depleted
troops or' to call for' reserves.is They
algo get/tolidraw new. cagdsyinto 'their
hand ready for the next round.

There are two different types of
togrstige 'sards egld both dret used”in
slightly different ways:

SUPPLY ROUTES
These are permanent cards which remain
Lnisa pilialye Sl Tio gl staesiiPeolalitan d
can be ‘used every round to Resupply
depleted cards.

REINFORCEMENTS

These cards are deployed as normal,

BIREAfoTcements

buLiiare, di'scarded . fagy . SOortE S e
aredmsedy JIhey ol beiusedl o e e
Resupply depleted cards or gain extra
cards'during the,draw step.

Both players complete the following
Jlsskepsi

1. RESUPPLY DEPLOYED CARDS

Using Supply Routes and any
Reinforcement cards they wish, add
up all the Resupply Medals giving
3 separate totals (Armour, Infantry

S R Sy

Return from Depleted to Full Strength
deaman v eardalda g satiplgvia Tt iwiighes |
Each Strength Badge on a Depleted card
requires one Resupply Medal of the
same ' type before it’' can Pbe. returned
to Full Strength.

Poirrts iean  be i 'sp L iadrosaiesvds ha tiol
playeRsdorsnol i hdvel iiosga T Ehian So ol
their Resupply Medals; however, any
excess will be lost and cannot be
saved for future rounds.

Discard any Reinforcements cards used
during: this i -steh . 1Supplw Routes patii
remain to be used in subsequent rounds.

2. CALL EXTRA RESERVES

Players can discard any Reinforcements
cards st gdepilioyed’ Hdutingigehis
step  Ralitt scalrded Woa rdw T T AW
them to.draw/ 1l extra gard in the next
SiEe el

3. DRAW RESERVES AND DISCARD CARDS

EaghpYdver * wili now draw the
following from their Force Deck:

. By agnos

. 1 for each Reinforcement discarded
in the previous step

. 1 for each Battlefield captured
thiisieund
Any drawn Logistics cards are immediately

Bllaceondmihe’ Logistics  Pool.

Plaversimustidiscagrd, down Mo, Biicand
before proceedingito the’next round.




WINNING THE GAME

Success is measured by conquering more
g usdMERan o opponenty There forer
the ' player with the most captured
Battlefields at the end of the game
is declared the winner!

THE GAME ENDS WHEN EITHER:

One player captures 5 Battlefields
B3N a shorter "gamea ).
ST
Both players have exhausted their
Force Decks so neither can draw

any more cards during the
Logistics Phase.

When the game ends, the final score is
equal to the number of Battlefields
captured by each player. The player
with the highest score is the winner.
It is possible for the game to end in
a draw, if both players have captured
the same number of Battlefields by the
end of the last game round. Therefore,
the' current round should always be
completed in its entirety if there is
a chance of this happening.

During the game, forces will inevitably take damage. To reflect different types

of weapons, damage is split into 3 distinct types: Armour, Infantry and Air.

Each damage type is used to attack cards with the corresponding type of Fight

Stemagth . How much dam@ge:a card can ipfeier  agshown «onitheiinDamage Medals:

ARMOUR DAMAGE

/e Used to represent weapons

used for destroying, hdxrd

i targets, . such as tanks or
concrete bunkers.

INFANTRY DAMAGE

Representing small arms
A and high explosive
munitions used for killing

and injuring soldiers and
soft targets.

AIR DAMAGE
N\ 7 e weapons tsed oL
v shooting - “doln : Ry oRaht;
SEchy. asi machine  Guhs " Her
explosive flak.

EFFECTS OF DAMAGE

When'a, Eull:Berengihicard is allocatad
damage points in a single Combat Step
Ehateadermagaal holor ‘greater’ than ats
Fight Strength, it becomes Depleted.

When a Depleted card is allocated
damage points in a single Combat Step
that'ware equal or greater than' its
Fight Strength, it becomes Destroyed.

Eripedaiere To v POBR D Le RO g iyl
that begins combat at Full Strength, to
be Depleted in one Combat Step and then
Destroyed in another - before it has
even had a chance to join the battle!

Destroyed cards are placed in the
owner’s Discard pile.

ALLOCATING DAMAGE

Each player always allocates incoming
damage to their own cards. This offers
them some control over which forces
are affected, and when.

When allocating damage, players should
always use as many of the allocated
damage points as possible, subject to
the following rules:

Each type of damage (Armour,
Infantry, Air) can only be allocated
to cards with the corresponding Fight

Strength type.

Players must first Deplete the card(s)
witER v the 'highest| Faghttstrengtl that
they possibly can.

Players must always Deplete cards at
Full Strength before they Destroy
already Bepletied  caras

When' theters ats molc AdanBaitise g 1k
Strengtihvisdgin. L thcrali v iaiiae A e nogh
damage to Deplete them, players must
then Destroy Depleted cards.

Any damage points left over after as
many cards as necessary have been
Depleted or Destroyed, are wasted and
GOLLE, carEfsovenytearhsuiext - Phase 4

SEethere s fssmore " ENar ona & legitimame
target card for incoming Damage, then
the allocating player is free to choose
which card the Damage is allocated to.

EXAMPLE 1.

The player, is, allocating 5 Armour

damage tonhlsghrént  Linercards .. They
iDL Lol ducki o TR e Fo Rl G Tl o Dol L sl e e T - 1
Tig8ei(highastii'i ght Strengthipossibie)
to Deplete it. The Panther is already
Dépleted, Msoil point imbst/be Misedtio
Deplete the Full Strength Recon finst.
Then with 1 point left, the Panther
orn Tiger cannot be:Destroyed, but 'the
1ois arotaltBals o g of <

EXAMPLE 2.

The player is allocating 3 Armour
damage and 1 Infantry damage to their
SUpHoYLcatdstil A rmopmiadainge 1
allioCarad ifoiihe SFulil Binent el S et oo
to Deplete it, leaving 1 Armour point
wasted.  Bothuinfantryicards, are Fhose
Stxengthil, "butithe Bofers 15, aL i
Strength so must be Depleted.

SUPPORT DEFENCE CARDS

When alirocesi ney
damage to Front Line
cards, reduce each
type of incoming
by the

amount shown on the &

damage

corresponding medals
of all Full Strength §

Support Defences

cards deployed to
that Battlefield.
Damage reduction applies to all incoming
damage, not just the damage allocated
to the Front Line card the specific
SUpbort Defengs ds attdehed to.

Modifiers are accumulative but cannot
take the damage total below zero.

Ondyt.damage  allocated "to. Frontiiline
cards can be reduced. Damage applied
@ frEplgsh e Btastct Aadrd gl sia T Tocated
25 O FTHal N

Support Defences never protect a
Front Line card when it receives
demada  Eromiaddicaisd gt i o.cgrd,




EXAMPLE.

ThRtp s venimat afilocatang M Thfantry
Jdamade “to | Hidh BMEomt Uine cards.  The
Full  Strength Barbed Wire . reduces
The Mine Field
is Depleted, SlepNTRISIE N Mo A e naiiils

the damage by -2.

not applied. With 2 Infantry damage
remaining the player has to Deplete
the Pak 38.

AIR DEFENCE CARDS

if an unattached
Air o305 o) efo R i card
becomes Depleted,

it is automatically
Destroyed.

LOGISTICS CARDS

Although they do not
directly fakespart 1n
the battle, they are
able to be assigned |
damage (usually via
a Special Rule) .
Whenever a Logistics
card becomes
Depleted, TE is
automatically Destroyed.

With the exception of Air Support
cards, whenever a Front Line card is
Destroyed, any attached Support card
is also Destroyed.

APPENDIX

Once 'you rare . more:wconfident ‘iwith
Fog' & Friction, you may wish'to  try
customisingriiyour Y decks ¢ v ea ¢
faction, there 1is a Core Set (50
Force and 3 Battlefield cards) and
Eeableoh ¢ s¥sFabsTallepe Gt o oS 176 GRS ok af ol ot e Bl
Battlefield cards).

i 0fe UV T sl og ofile iy ViRE o)
includes 8 blank |
Force cards (4
10 1 1A U IO R VPR 1
Allies), to Heisits
VG oWl L d e s ol
(providing that your
opponent is happy
for you to use them
LY rame ) .

FORCE CARDS SELECTION

When building your Force Deck, you
are free to add or remove as many
Force cards as you wish, with the
Rol Uowitg: teldter ot T en s

YoumiEneh G Forcs. wWDee k" mils o8 Sa T wass
consist of exactly 60 cards.

Yoririaniyken Dyl s e Bxpanisign 1 sok
ohithel Eamel Bact i on R EoHE iahiean
Core Deck.

You can only use each Expansion once.

BATTLEFIELD SELECTION

When building your Battlefield Deck, you
are free to use cards from Expansions
with the followinghreg@rigtions::

Yo efimaliBaritl e el s s e ole dimi ST
atwayst conglatulo e ot lamh - o amd s

Yo cd i on Ly useiBaitedia hiadiinaa vors
ofk bhe idama faeti opasiionri e o s e
Expansion Decks that you have selected
e o SOasn Iy

SPECIAL RULE CONVENTIONS

Whdikaty mbstniiardsy: shofiebe i sel 2
explanatory, there are certain terms

yhichymay needt clarificaton }

AaaEalen ) sita b ing LA AN e T n/e
damage | '{e.g oAl CERFAnBry Danage)’ 18
onlyiadded’ taipHsy daglagatiisonalse in
the relevant Combat Step.

When | la, (Bl Ealiga s S rvength
(e igriicriiiEnght St rerdsiatsthen, this
beonusiiaisitiadde d e ialie dircis il ght
Strength before allocating damage.
Thasiibonie Lsiimotidsiedded . \when
allocating Resupply points.

AC = Allies
VN T SN2

AB = Allies (Blank/Custom)

A rule that contains a name in quote
mankis, s Ll onlysatrecbicarts s Whidse
name matches that name exactly. For
examples: "M Sherman? idied ot ithe™same
asyiiBhetrman’ Kire £ vy

Rules that state you can do something
to a particular group of cards (e.g.
‘to Support cards’) or a sub-group of
caxdsiifedg it e AT v LsuPboL Tt a TR A,
can be applied to as many of that type
of card as you are able.

When a rule states you can do something
to only one type of card (e.g. ‘one
Front Lineldapdi: #hens volapolys the
effect togadsandgle target 'only.

IDENTIFYING CARDS

Different card types can be identified by checking the
code present on all cards (shown & highlighted here).

(Core) XC = Axis (Core)

(Expansion) B =t Ao T8¢ (F tla s o )

XB = Axis (Blank/Custom)

SP = Sequence of Play
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