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GAME OVERVIEW

In FograwFed et fonshWes terg VM ront Wou
assume the role of either an Allied or
Axis commander, and wage war across
numerous battlefields inspired by the
Dt AN eamalgns ot Wenld T Wair
e el ] cotitte st bridges srtewns;
ameceiet e Niba rind and daint il oty ions
FroSs fCrce ' temains, s leavingl yolu Tn
possession of the field.

In Fog & Friction, your High Command
has given you a single key objective:
take more ground than the enemy!

NouhEwe Heduial vemcihal resotiroes tolprosecute: thigifar '~ but At lis mpito Ao
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
Lifes,in 1d stormiof stéeldand: 1¥on? (One: thihg' g cewtain,  howevers walk mdy be
uhpredictable, ibut with careful planning andithe s8teady application of ‘f®irce,
younr victony will sbesassured!
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KEY CONCEPTS

In ‘the Tollowrng isectico walhightight \someldkey concepts found within:Fog &

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

FRIEND / ENEMY

Any cartd/ihat ‘beleongs tal.yen & either
within' yveue hand, "deckphrn play on
the battlefield - is always counted as
a friendly card. Any cards belonging
to your opponent are enemy cards.

BATTLEFIELDS

Fighting always takes place for the
control of two separate battlefields
simultaneously. Combat ' for each
battlefield continues over one,or more
rounds, until either the Attacker or
Defend@r Gadtggontrol oftahE Renenber
though: once your forces are deployed,
only! AlrySUpporEtigerads oan thoineyed
from one battlefield to the other - so
plan your deployments wisely!

INITIATIVE

Turn order is determined by initiative.
The plEyer that ‘has imitiatdve Mg the
Attackems and. TwiHil viadmasasaliad ot T e
gachyburny whilst / thelgthexyplayer @g
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 with' Initiatiwve has the
final say.

CARD TYPES / BREAKDOWN

EachhCammasger. uifn  Eog/ e sBrictions

Western Fronths brings: W9 cards, split

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

BATTLEFIELD CARDS

Battlefields are the game’s focal point
around which all the action takes
place. ‘Bach ' Battiefield’ € bardi shws
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. Corr&sponding denral fiiType.,

s “"ﬂﬂT‘-T[,l‘ EIELD:

FORCE DECK

There are 4 different types of cards
that can make up a player’s Force
Deck, and each type can easily be
L denyu i dals @ he feglour of | theds
medal ribbons. The 4 types are:

FRONT LINE (RED): This is the
Wi cRGo T Vour RElgh tiind e
andirbmes s in Mtwo cdifferent
types: Armour or Infantry.

Take care'ofi your front line personnel
because they are the only cards that
CanN T CaptursBat hlefie ey

. SUPPORT (BLUE): This is the
backsup¢to My olir i ron ti®liine
cards and comes 1in three
different types: Artillery, Air,
and Defences.




Your Defence cards are used to protect
friendl v CiER@Epa i md b e A e e ey
and Adr.gardsareipratarilysused o1
inflicting damage to the enemy.

LOGISTICS (GREEN): An army

needs to coordinate supplies

LR Uondstel to tp keep M ELOh DL O
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

Pattle ' andism@ome Win. . three ™ types:
Tactics, Damage and Battlefield.

RN be s e e RN thhe VET el Yo'
wll iniyourn s fawoutyvperhaps, by moving

troops in unexpected ways, striking

behind enemy lines, or even changing
the weather!

FORCE CARD STATES

Force Cards are always said to be in
one of! twol statesi, Full) Strength or
Depleted. This represents their overall
gandition anducapaiblifitaiithaBaght |

FULL STRENGTH (UPRIGHT): All cards
Bnhen’ playlc ats Fuldh Stileniitr, aiabile
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)
i Ogad Type ' IR 1 b e Sl gl )

3 Enght Sy enest e

For/iarentasliinet and-  SUppoRtieatds
chigimasgates Do rype: jand: amotint
of damage needed to change the
state of the card (see more on
Force Card States above) .

For Logistics cards, the card text
will indieate how the Fight Strength
b bagused . L Teos i o s ceas oy
also have their state changed by
Special Rulesh whightwill andrcate

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

4. Card Nationality

5. Special Rules symbol. T
corresponds to the special rules
ety gl e daic of dilde L pg il U ombia e
page 8). Once players are familiar
withithefcardsiand their abilities,
this is a quicker reference than

ehecRing¥YEhe dgard  text  edch 'timel

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

damage the crzlate L I, alionE taleliv
duringtthenConbat | sitepi
Eoir Support cards, these

indicatalsthetvamoutit landaiEypa) ol
damage ' the | card: ' willi & prevent
during the combat step.

For Logigoicy cards, these
indfgate, ithe: amountiian@iftyoe  of
reinforcements that card will allow
during the LogLaligl SHcp .

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

7.Unit image

8 iSpetiakwRizleiheset 2L LE anyirEne oyl
rulies applytosittis \ear d by ikl

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

B it name s iSeme  shee T aliitriile s may
reference a particular unit by name.

aET UP

SELECTING A DECK

Each Commander is required to have a
9 card deck \consiBBtingiofdidiEOrca and
B Battletic ld /o rde i R CaE e s Vo
first/ gamey onsveu ianessEdd h . gaining
familiarity of the rules, we recommend
each Commander uses the 53 (50 Force, 3
Battlefield)ficardsyfromiithel Core iDeck
for .they farat ol Wanesy fiheonld al g
do - Ehis" S e swReh e ela et sho nb et
ganme, | (Tdeptifyidgi-Cagds’ papeaiy 19 ) |
Experienced Commanders are welcome to
customise their decks when they feel
ready (Force Cards Selection page 13).

BATTLEFIELD DECK

shuffles their
Battlefield cards and places them

Each Commander

face down on the table forming their
Battlefield Deck.

Draw the top card from each player’s
Battilefideld vddeck ' and  place ' them
facetapliitiathe fcentre adf"the  play
areay (These cards.  feowmne Uhetwiied whdgd
Battlefields that the Commanders will
e fighting Cof SOt aad. gL,

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
astdir chameelto 'staht fight IngEfdmes
& i gstrounddor o heln themil ol UidEe
a et ingan lamlyad High Commandadragts
them la: small 'personal selection 'to
LaReENT O » Dot ] a

Each player should select 2  cards
fromitheir i ForceDeckuehat! willi'be
agded po there Lritd alvsarsing handy
The cards can be Front Line, Support
GE g e et g, R ok o qEE e
T atEron byl g ordSunibo it o gl
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 ald wgmes ‘wihehin B igame of Wegl and
Friction: Western Front one Commander
will be the Attacker, with the other
Commander being the Defender. In each
Phase, ‘theiAttacker will goftirstygiviieg
the Defender the reaction advantage.

Use whatever method you prefer to
determine - which ‘player iwill : be :the
Attacker, we suggest either tossing a
o ol Bopiiare JE0 ki Jo Mol Mo bl 108

STARTING HAND

Each player now draws their initial
hangigsl ek d st adding £ ol tit e MR ES,
previously set aside during Planning
YourSiAttackiiiiBecausediithey rAttacker
S aEC R R rese Ty iR a s e, their hHdigh
Command grants them some extra forces
to help with the initial push.

Attacker: Draw 6 cards

Defender: Draw 4 cards




After " drawisg it hetriatard s aloir

TABLE LAYOUT

During a game, < different cards are

playver | hasfameioonsietarit@ g i)

their hand, they are immediately
plagadiishldpecifie. pesitrons onithe

table to reflect their role and the
actlon' gk iietsmERse et i The o d L agram

placed face-up on the table in the
REavensVogd s Tes i Foolnlards placen

this way are not replaced by drawing

below shows:Wwhith' cards' should 'be
more cards.

placed where on the table.

5
£
o

Battlefield Deck Logistics Pool

Batple taen it d e a iy Force Deck (face down)

Prontvhdne card s Doty Ag Discard Pile (face up)

e e e B T T

SuppontilCandisitomEsyu(e) Ve tdowy B Ve

(captured Battlefield cards)

Gl n S SO N e,

Fog® &Pl ctidn, Batdl i el di cands

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

SEQUENCE OF PLAY

EHaghiganesround s spidt CrntoddiPhafie s T phtaniaach)  Phase "oath plagdtgiitake
theltiturhs, ialways stapting with che Mt tackernitha vdahasasland s sHiol Lowsi

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

. Second Deployment A Resupply Deployed! Cards
2. COMBAT 0 Call Extra Reserves
. T gL ok T e dh . Draw Reserves

0 Ground Targets
. Artillery

. 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 i cRAnidi siganiss ' Fogfegm Firigtion
cards, helping Ehe i plneoops to
dominate the enemy forces.

BORRSI Dol oymen to Moo Lo i Ehe
sameWiset o fiirul esawithition iy fione
difference: If'a playeridid not commit
new Front Line or Support cards during

the First Deployment phase, they are
not allowed  to commit Front Line
or "'Support cards during the Second
Deployment  phase.: This  rule lapplies
even ! if theke lwere | Eront  Line "ox
Support cards already Deployed to the
Battlefield from a previous round.

War does not wait, and cowards do not
win. Generals must commit their forces
Intanbat tisliasisoon asypossinele)!

DEPLOYING FORCES

Starting . mdieh, . TRe st asainn e a ol
player takes their turn and can play/
move' as: manvaFrontt hima amBupport. and
Fog & Friction cards ‘as they want.
Then the' Defenderiitakesitheir*turn and
cahl reackl to  thewatrackerd e’ F roops

DEPLOYMENT RULES

Every Force card is Deployed to one
of the two Battlefields and must be
placed; Thvspecifile’ posit M Yas sHowk
in the Table Layout Example on page 6.
Each Battlefield has 3 Front Line and
3 SupporEdbegEriion s and on ey singl e
gard canrle . deployed  ineathiElace

There Asabiquiimit to the nunberiof: Fog
& Frictign cards ghat can be ‘committed
to a single Battlefield.

FRONT LINE AND SUPPORT CARDS

The basic Deployment move for each
playen is'-to place. either a!Front Line
e Subkor it are f1om thei  hangs s nie
atcorrespondifgahpty Nocation SO ia
Battlefield. Players can choose to do
this Yas many .times .as they hawve' the
cards and vacant locations available.

& NS poTE L edida BRAT iodou e S soRhe
Lageetiihn - behined@miedht Slahe. cariig
salgito | be UATTRENed to ) tRAGIWHrent
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 cardsybetome unattached, 'they
are automatically discarded.

Air Support cards are not required
to be attached to Front Line cards,
so can be deployed to any empty
Support otet ianiirHowevenfehonld ! iGn
unat tavhadiySppart” Alr’ takd Hhasomes
Depleted, it is immediately discarded.




REARRANGING SUPPORT CARDS

Should they wish, RilEvens can
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
pasmRtanas 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
Paront bt Catd.

LIMITED MANDEUVRES

Each card can only be moved from a

player! s Hand oo e, Labliet st st
the table to  their ' hand, once per
friendly Deployment Phase.

MR Vaaon pa e B anh id e Na s o e T
another on the table, by using either
a Special Rule or when Rearranging
iSjbyoyelehain TR ieslsll i Yo loy el helloielt “Helohohokie /i (2l
moving: fordghewpurpesasiof thagiwiuled

FOG & FRICTION CARDS

All effects of a
Fougy s dipgeitd ol cand
must be completely

resolved before
another can be
played. Results

cannot be combined.
There are three
e S Ao T e o SR
P o i nawardy

TACTICAL ACTIONS

These 'cards: are used  to; manipulate
g \Blayeriis i agr s el thaentialdaa oyl in
ot = bt iRk atia. N of B a1 oS ol = i A EIG o2 0 "R T TS
played, its effects are resolved and
then the card is immediately placed
onlithe dicardvide

DAMAGE ACTIONS

These cards are used to deal direct
damage, either to a single card
already in play or to all cards of a
certain type. Once played, its effects
are - 'resolved wandiiEhehty the®icand’ i i1s
immediately placed on the discard pile.

BATTLEFIELD EFFECTS
Ref-hews S Ras DA E e ia gy adndiv 1 diidl
cardsipBapnletield Effectsiicardsiare
playediniintoviasisingldiiBatElefiald,
There is no limit to the number of
Battlefield Effects cards that can be
plagectyon oo bama e Ra bt lefiel ditand

N E&EIBSt

their effects are accumulative. Cards
are played next to the Battlefield
thew: atfect, ' overldpping Methem (las
negesdavydsoibreviousy carde dan sl Ll
be seen.

Once played, the card remains active
ungddis reither iithe WiBattlafiel e 1.8
captured, or another card causes it
to be discarded.

COMBAT

The Combat Phase is said to take place
on both Battlefields simultaneously,
but each 1is processed separately.
Starting with the Battlefield on the
Attacker/ s left, @lwaysiicemplete the
whole Combat Phase for both players
on one Battlefield before moving onto
e LYool

Cherellarer f'several gistepsiiawi thin Withe
Combat Phase, and each is handled in
turn, starting with the Attacker. If a
card is Depleted/Destroyed within a step
10 whichigist falisoMae BSyaslEua] S sit= T4
contzibiifey 1ts damageimie Wthat | Step!
However, if it is Depleted/Destroyed
before’ Chet Shep< Myt st dot's) i hiy
no 'Lornder takestoart  withimsthie Combat
Phase' and any damage it could have
inflicted will not be resolved.

Combat always takes place as 4
separghe i Jdotiong st oy erb il ect | the

Full Strength.

Air Support cards.

complex nature of war. LlEat Ly
Sdah e p | due gl dAnt § kAT Roralrt o Eroops
will strike out against incoming
enemw Aiircrafti i Next any yeurviving
g1k CRafE withiitl e ety iicl e T e i bl dokEn
upon enemy Ground Targets, followed
swiftlyidby i Attidberyiibpendng | e
directly wagainst/ theyPoant i ness
Finally, Jjust as the dust has begun
to settle, the remaining Front Line
units can get to the real fighting!

Each combat step involves both players
totalling up incoming enemy damage
and ‘then/i aliliocaingidiE y to fispec et
troops. The effects of damage and how
tio 'allocate ! it Wgh described  on ' padge
12. Before each step, players should
declare any Special Rules they wish
to use during el following combat?

Fully resolve each of the following
steps "foryeach Battlefields

ANTI-AIRCRAFT

DAMAGE TOTAL: Each player adds up the Air Damage of ALL
their deployed Front Line and Support cards that are at

ALLOCATE DAMAGE: Starting with the Attacker, each player
allocates itheis oppenent s Alr’ Danage: takali to. theieirown

GROUND TARGETS

DESIGNATE TARGET: Stareinaet Wit ithe AT B oy each
played sstates iherhe rythel sl STt are  atiagokingrsig e
eppénent ’ sl EBOTE 'Tii neo SR Eroops L

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
ik I'h St eng i

ALLOCATE DAMAGE: Starting with the Attacker, each player
M liacatadii e et ShaonefnEfs st nFan Sty Maltade s 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
bokh ' plavers.have tany | Tronbiidhinadion
Support: troopsWstill ‘deployed . .to the
Battlefield' (even /if 'Depleted), then
the Battlefield is still . contested,
and" Combatindipriile’ yoont kluehlinisd e
following round.

If only one player has Front Line or
Support! troop®’ stild Vdeployved  oiihe
Battlefield (even 1f 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
b ol SCIL IR ISy aote fwla i

Each player theni adds/up' 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 'ALT) their depleyed i Freont.line /cards ' that are at' HULL

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 become the Defender in the
Follaging: nound:

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

LOGISTICS

During this Phase, each player gets
the chance to use any cards in their
Lo¥istics \Poolitd s resipplyideplaeted
troops or' to call for'reserves.s They
also get!/tofidraw! new cagdsyinto 'their
hand ready for the next round.

There are two different types of
tioge stice ‘eards™elld both'idre™used" 1
slightly different ways:

SUPPLY ROUTES
These are permanent cards which remain
Intias player’ s TiogisticstitPoold fand
can,/be lused every round to Resupply
depleted cards.

REINFORCEMENTS

These cards are deployed as normal,

BIREAfoTcements

but are discarded as soon as they
arelwsed.y They danbe iteed o el i
Resupply depleted cards or gain extra
catdseduring the draw 'step:

Both players complete the following
JlssEepEs

1. RESUPPLY DEPLOYED CARDS

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

and Air).

Return from Depleted to Full Strength
gesumany eardgidas) laliplaver wishes .
Each Strength Badge on a Depleted card
requires one Resupply Medal of the
same 'type before it can be. returned
to Full Strength.

Points) loan bes'aplitacnossisesnds iatie
playensedo ol hayelstipread eas Bol ol
their Resupply Medals; however, any
excess will be lost and cannot be
saved for future rounds.

Discard any Reinforcements cards used
guring: this -step. Supplyw i Routes rawiii
remain to be used in subsequent rounds.

2. CALL EXTRA RESERVES

Players can discard any Reinforcements
cards “is il sdepilioyved ddutingiehis
step waghifiiccdrded Hoa rdiwhd 2t A
them to draw 1 extra card in the next
step.

3. DRAW RESERVES AND DISCARD CARDS

Faghivip Ve viee > wi ki now draw the
following from their Force Deck:

o By agnds

. 1 for each Reinforcement discarded
in the previous step

. 1 for each Battlefield captured
Lha i bund

Any drawn Logistics cards are immediately

Pllacedidmiehe T.ogistics  Pool.

Plaversimistidi scard) down M. giic e de
before proceeding to' the:next round.




WINNING THE GAME

Success is measured by conquering more
gl M ERa RGE T OoBonenTiL There forey
the player with the most captured
Battlefields at the end of the game
SisidEetiie rediiEhedwinner:!

THE GAME ENDS WHEN EITHER:

One player captures 5 Battlefields
BN & Shorter "gamea .
—or-
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 cardsiwith the corresponding type: of Fight

Strength. How much damage: a card can infildcE isishown on''their Damage 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''awEull.Berengihiicard’igalil o atsed
damage points in a single Combat Step
that are equal to or greater than its
Fight Strength, it becomes Depleted.

When a Depleted card is allocated
damage points in a single Combat Step
thativarer squali ge"greater  than'its
Fight Strength, it becomes Destroyed.

It sdtiareforeyipogsih le o igicard
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)
iR Ehe  Highesr: Faghbdstrengt N hhat
they possibly can.

Players must always Deplete cards at
Full Strength before they Destroy
slready Benlated  cernn

When ‘thereians  no, i aiien et i1 i |1
St rengihvatedin. tHhcran - raiame sl anaugh
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
DO, (CaT EsoVStgd R iekia Xt Phase 4

LEwEhe reffssiioog BN ona leglit imake
tdargetcatdvifor [#hcoming’ 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 to"hls girént Liingslcapds . They
o Bl L gt ek o willF I VoY o o= EC B8 ool ot s Wi e ol lTE -
Tigfe(highestiFight Stréengthipossiblie)
to Deplete it. The Panther is already
Depleted, so 1 point must be used to
Deplete the Full Strength Recon first.
Then with 1 point left, the Panther
or Tiger .cannot beDestroyed,' but''the
RS CaniEgHn el

EXAMPLE 2.

The player is allocating 3 Armour
damage and 1 Infantry damage to their
SUBRONE " delraist e A e iR ge i
allocatad toliie dFulil SrenlEly | S et don.
to Deplete it, leaving 1 Armour point
wasted Morthiinfantryicards! are THeRE
Styength|l, butithe Bofers 18 ol INuias
Strength so must be Depleted.

SUPPORT DEFENCE CARDS

When aliocehingg
damage to Front Line
cards, reduce each
type loh incoming
by the

amount shown on the B

damage

corresponding medals |
ofi:all Wuli Stien gnb

Support Defences

cards deployed to
that Battlefield.
Damage reduction applies to all incoming
damage, not just the damage allocated
£00. the vFront #ine cardxhe . specifip
SUpport Defangs ds attached to.

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

Only damage allocated ‘to Front. Line
cards can be reduced. Damage applied
o finsal s Btvsee U iaaind 9 sa T Tocated
S IO

Support « Defences never = protect a
Front Line card when it receives
damade EromiaidogitsniF et i.oni.card.




EXAMPLE.

ThECAEES vanimish afibocmting M Pn fantoy
damade "to High Btomb  Uine  cards. The
Full 'Strength Barbed Wire . reduces
The Mine Field
is Depleted, SeMNTEISI LM oI File niiils

the damage by -2.

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

AIR DEFENCE CARDS

T'f an unattached
Air Support Lo ),
becomes Depleted,

it is automatically
Destroyed.

LOGISTICS CARDS

Although they do not
directly Hakespart 1
the battle, they are
able to be assigned |
damage (usually via |
a Special Rule) .
Whenever a Logistics
card becomes
Depleted, athe 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

Onge. ot war el CIFE B Wb Ok deierianiiet
Fog' & Friction, 'you may wish to' try
customising your decks. For each
fra ctilon; #idthereii sy atiiiCore S et iai(i50
Force and 3 Battlefield cards) and
b2 ea B D § o b oV iklope TRUAST S8 whi G 7 (- QHEN U0 | af Bl Bals Bl
Battlefield cards).

Fog L Hrictd ol so
includes 8 blank |
Force cards (4
£ 1 AR a1
Allies), =E iHeisi
yaumiiownndiideds Somi
(providing that your
opponent is happy
for you to use them
in a game).

FORCE CARDS SELECTION

When building your Force Deck, you
are free to add or remove as many
Force cards as you wish, with the
el lonihg i nestr Lotiens’

yohrtifiagdicPorcs abee k™ mustt B lwans
consist of exactly 60 cards.

You can only use Expansion Decks
ohipithel e amet Saat londBiisonriidhoean
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 followinghrasEeiiai ons;

Yot it anadiiriBatinl e il it e tled damty ST
atways' cons gt o fetia ot e 1 cammais s

Ywil i ca on LV useiBanedie fo e aa ndls
ofithe game factiommas s fouri choser
Expansion Decks that you have selected
o e a ed SaUia o ey

SPECIAL RULE CONVENTIONS

Whiksts mbarriieards.: sholitahe | scl
explanatory, there are certain terms

whigh/may needclarifficat on ;

Bratralen ) sitaf ing ) CEseRR E A T lLGee T nig
gamage | (e.g .o iR anRre  Danage) ) 1S
oniye added’ td sy dafiagatibebal e in
the relevant Combat Step.

When ! a/ WAl b liga s it St rength
(e grniitriiiEa ght St langNatkEhen this
bonustiiinisifiadde disoriatte discfis AR ghe
Strength before allocating damage.
IEh S onyHs d s rn otriicdded ) when
allocating Resupply points.

AC = Allies
A s A L Ted

AB = Allies (Blank/Custom)

A rule that contains a name in quote
matiles, s Ll onlydaffechiicargs: Whase
name. matches that name "exactly. For
examoler \tM4 Sherman’ gt not  t he™same
g B st man W1 el 300

Rules that state you can do something
to a particular group of cards (e.g.
YEoliSuppe rEicardsitiiiomiaiisub=greoupiieins
cardsiiterg: Vto Bl v isSupbol T/t a TR
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 Line card’) then you apply the
effect to a single 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 S A1t g (R DA S e )

HE =uAxTe Blank/Custcny

SP = Sequence of Play
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