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FESTUNG EUROPA (October 19th 2016) 
 
OFFICIAL ERRATA/CLARIFICATIONS 
 
MAP: 
 
(1) The hex in northern Italy should be spelled "Parma" 
rather than "Palma". 
 
(2) The Bremen hex is a port hex. 
 
(3) Movement between Gela and Prizzi is prohibited. 
 
COUNTERS: 
 
(1) The La Rochelle fortress counter is placed on the map, 
reduced side up, at the same time as other German 
fortress units when the Forced Labor event is played. 
Apparently it was not included on the card. It sets up at 
full strength in the Overlord scenario. 
 
(2) Ignore the "-1 VP" on the one side of the Yalta event 
marker as well as the "+1 VP" on the one side of the 
Autumn Mist event marker. These are from an earlier 
version of the game. 
 
RULES: 
 
(1) To clarify rule 6.24 amend it to read "Only friendly 
occupied hexes may be activated. Move and Attack 
markers may never be placed in vacant hexes or in hexes 
containing enemy units." 
 
(2) In 2.22 CAN and POL units are not the colors 
indicated in the rule. These were the colors of the 
playtest units. These Commonwealth units are the same 
exactly color of other British units. Similarly IT units are 
not light and dark green, they are simply light green 
(although the reduced side stripe is dark green). 
 
(3) Refer to rule 14.2 for the availability of the Allied SAC 
and TAC markers at the start of the game. They are 
considered among the "other markers" mentioned in rule 
3.17. 
 
(4) The only reference to the effect of the Wehrkreis (W) 
spaces on the map is found on Axis Card #41. 
 
PLAYER AID CARD: 
 
(1) Ignore the reference to rule 9.264 on the Terrain 
Effects Chart. There may have been such a rule at one 
time but it is not present in the rules. 
 
(2) The text "German Army Group" ought to be "Germany 
Army District." 
 
MORE OFFICIAL CLARIFICATIONS 
 
RP EVENTS VS. RP ROUNDS (clarification) 
 
It's important to be able to distinguish between these. 
 
At the start of play: 
 
The Axis player gets one free RP Action Round per turn. 
The second, third, fourth, fifth and sixth time they 
conduct an RP Action Round during the same turn 
subtracts one victory point (-1 VP). So if the German 
player played six consecutive RP Action Rounds in a Turn 
they would have lost five (5) victory points. 
 

After Infrastructure Collapse is triggered: 
 
Same as before, but now even the first RP Action Round 
subtracts a victory point, so using the same example the 
German player would subtract six victory points (-6 VP) 
instead of the just mentioned five. 
 
Axis Events that say "Play for Replacement Points" never 
subtract victory points. They are Speer, Panther Brigades, 
Production Miracle, and Bottom of the Barrel. 
 
There are also Axis events that act as quasi-replacements 
that never subtract victory points as well. They are: 
Atlantic Wall (Static Divisions) and Panzer Refit. 
 
SUPPLY RULES (clarification) 
 
Rule 11.43 defines whether or not a unit is in supply. As 
in, in supply or out of supply. That is why rule 11.45 
follows it. Having defined when a unit is in supply in rule 
11.43 the latter rule covers any other case: when a unit 
is Out of Supply. If it is out of supply a number of 
penalties, found in 11.6, apply. 
 
The issue here is not distance but rather whether or not 
there is a path. 
 
Rules 11.51 and 11.52 define supply for purposes of 
activation and combat, whether or not a unit is in supply 
or Out of Supply. 
 
The issue here is not a matter of a path (unless the unit 
is Out of Supply - then 11.6 comes into play) but rather 
the distance. 
 
It is very easy to be in Limited Supply. An Allied unit in 
Toulouse in southern France can trace supply back to 
Cherbourg, for example, and from Cherbourg to the 
Supply Source in the UK Reserve Box. But the unit is well 
beyond the range of being in Full Supply. 
 
Now let's suppose the Allies have captured Bordeaux. An 
Allied unit in Toulouse may trace supply back to 
Bordeaux, for example, and from Bordeaux back to the 
Supply Source in the UK Reserve Box. That unit is in Full 
Supply. Similarly, let's suppose that Bordeaux is not 
Allied-controlled but Marseilles is. That Allied unit in 
Toulouse could trace supply to Marseilles, and from 
Marseilles to the Supply Source in the North Africa 
Reserve Box. That unit is also in Full Supply. 
 
OVERLORD SCENARIO (clarification) 
 
In rule 18.4 there should be two additional Axis cards 
permanently removed. 
 
- Axis Reinforcements card #18. The counter mix 

suggests it, but the card ought to have been listed. 
 
- Italian Social Republic #21. Rule 18.5 mentions the 

marker being placed on the Game Turn Track and 
there is a reduced Italian unit that sets up in Milan, 
but the card ought to have been listed. 

 
In rule 18.5 the "Argument" event is listed as having 
been played. This marker should be in its holding box on 
the map, not on the Game Turn Track (though it really 
doesn't make much of a difference so long as you know 
the event has been played). 
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Given that Italy has surrendered you may safely assume 
that all Italian armies have been eliminated and 
permanently removed from play. 
 
Given the placement of Allied control markers you may 
safely assume the Axis fortress units that set up in the 
Cassino and Pescara hexes have been eliminated and 
permanently removed from play. 
 
The following are not mentioned in the opening setup. 
They are considered eliminated and may be rebuilt at the 
start of play: 
 
British: 3 Corps. 
 
American 2 Corps. 
 
Italians: 7 Corps. 
 
Germans: 3 Infantry Corps, 1 Airborne Corps. 
 
Any remaining units enter the game through the play of 
their reinforcement cards. 
 
AUTOMATIC VICTORY (clarification) 
 
To gain an auto-victory the Axis player must control all 
three hexes in both situations (Husky or Roundup 
invasions). Allied control of even one prevents auto-
victory. The Allies do not have to control all three! 
 
QUESTIONS AND OFFICIAL ANSWERS 
 
Question (Q): 3.31: Opening hand card choices are secret 
or open? 
 
Answer (A): 3.31 - secret, absolutely. 
 
Q: 3.31 and 4.1 and 4.21: Does Turn 1 SAC reduce 
opening Axis hand size? 
 
A: Turn 1 is no different than the other nine turns in 
the game so, yes. 
 
Q: Rule 6.25 states, in part: "At least one unit must 
attack..." Does this mean at least one unit from each hex 
marked for attack or at least one unit from any hex 
marked for attack? I assume the latter. 
 
A: At least one unit from each hex with an attack 
marker must make an attack. 
 
Q: 6.42: Just to be clear, the 1st Axis play of a card for 
an RP doesn't cost a VP UNTIL Infrastructure Collapse 
(15.2) when EVERY Axis RP play costs a VP. Do I have 
that correct? Also, there isn't a 2 VP penalty for 2nd and 
subsequent Axis RP plays after Collapse, correct? (No 
where does it say whether 6.42 and 15.2 are cumulative 
or not.) 
 
A: You have it correct. The first Axis RP play is a 
"freebie" (flip the German Action Round marker to 
its "RP Card Played" side to indicate it). It's not 
easy to reach infrastructure collapse but, should it 
happen, then yes you are correct. It's a 1 VP 
penalty each and every time the Axis conducts an 
RP Action Round, including the first.  
 
Q: 6.55 - The text says: “Axis reinforcements may be 
placed in the OKW Reserve box, any national capital, or 
any urban-industrial hex in Germany.” Can a “national 
capital” be ANY controlled national capital (i.e. Paris, 

Brussels, Oslo…) or should it be inside Germany (only 
Berlin)? 
 
A: Any means any. The wording is literal. 
 
Q: 6.56 Are invading units activated to attack or move 
when the invasion event is played, or are they merely 
placed on the beachhead? 
 
A: Merely placed. 
 
Q: 8.31 - If the Germans move into a beach head hex 
that was invaded (changing control), and the Allies then 
regain control via an attack from land, does the beach 
head become usable again for RD by sea? 
 
A: Yes, because it would now have an Allied control 
marker again. 
 
Q: 8.32 / 8.33 - Is there an MP cost of '1' or 'all' when 
moving from a reserve box to a beachhead or other map 
hex? In other words, when moving onto the "map" can a 
unit keep moving? (By "map" I mean the hex part, 
clearly.) 
 
A: The units may keep on moving. They would only 
have to stop if one was using Redeployment (RD) 
movement and, for example, moving from a friendly 
port to another friendly port. 
 
Q: 8.32 - Can the Allies use regular movement from the 
Great Britain or North Africa reserve boxes through an 
adjacent beach head hex if that hex was never invaded? 
How about if it was invaded, but later taken back by the 
Axis? 
 
A: No. No (assuming it lacks an Allied control 
marker). 
 
Q: 8.34 / 8.35 - Eastern Front / Balkan Front: I 
understand that Axis units may freely abandon those 
boxes, until the event “Enemy at the Gates” is played, 
correct? 
 
A: There isn't any "occupation requirement" of any 
kind. There's about 80% of the German Army in 
those boxes most of the game. They simply are not 
represented with counters. 
 
Q: 8.43: This rule states that friendly units negate enemy 
ZOC for retreat and supply. Nowhere is this mentioned in 
the Retreat (9.4) or Supply Trace (11.4) rules, so I am 
just double-checking to be sure that ZOCs are negated in 
these 2 instances. 
 
A: The initial rule is correct and governs the later 
rules you refer to. 
 
Q: 9.242 - When units in multiple hexes attack, how are 
hex side penalties applied. Only if all units cross relevant 
hex side or if any do so? 
 
A: I assume this applies to rivers. If so, then all 
attacking units must attack over the river. 
 
Q: 9.25 seems to state that you could use a newly-played 
combat card together with one or more played in 
previous rounds in the same combat. Is this correct? 
 
Yes. This is one of the innovations from the 
traditional "PoG" model. You may only play one 
combat card per Action Round but instead of losing 
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them the moment you stalemate or lose a combat 
they remain in front of you for the rest of the turn. 
You play a card and then indicate whatever other 
combat cards you desire for a combat (if one has 
trouble remembering turn them sideways in front 
of you as they are committed, then turn them back 
after the Action Round is over). 
 
Q: 9.25 - I have PoG imprinted on my brain, so it took 
me a while to believe that Combat Cards stayed in effect 
for the entire turn (win or lose). Is this correct? 
 
A: Yes, the Combat Cards work differently. You can 
use a card multiple times but they are limited in 
other, different, ways. You can only play one card 
per Action round, even if you hold multiple Combat 
Cards in your hand. Each turn builds to a kind of 
Combat Card crescendo and then things go back to 
normal. 
 
Q: 9.264 (missing paragraph) - Wehrkreis: The TEC says 
-1 drm, see paragraph 9.264, and references Axis Card 
41. There is no paragraph 9.264. Axis card 41, 
Volksturm, mentions the drm. Is that for the action round 
it's played, the rest of the turn or rest of the game? There 
is no mention of Wehrkreis in the rulebook. 
 
A: The -1 drm applies for the rest of the game, after 
the event is played. 
 
Q: 9.4 - Fortress Units: Assume that they cannot retreat, 
but couldn't find this spelled out explicitly in the rules. 
 
A: They may not retreat. 
 
Q: 9.43 - Is there any mandatory direction for the second 
hex of a retreat –and beyond? 
 
A: There is not, assuming the player does not 
violate the rules of course. Things like an enemy 
Zone of Control or, well, going into the sea or an 
ineligible Beach Head hex. 
 
Q: 9.43 - Are step losses in combat the number from the 
CRT or are losses suffered due to failure to retreat 
included?  
 
A: The former. The rules do indicate this. The text in 
9.51 "advance a number of hexes equal to the 
difference in step losses in the combat" is literal. 
You resolve combat using the combat results table. 
That's where combat is resolved. The resolution of 
combat yields a number of step losses that the 
table lists. That's it. There will never, ever, be more 
than a four hex advance.  
The number of steps eliminated due to failure to 
retreat has nothing to do with combat resolution.  
If defending units suffer losses above and beyond 
those resulting from the initial combat due rule 
9.47 being triggered it has nothing to do with the 
combat result found on the Combat Results Table. 
Elimination due to failure to retreat occurs during 
retreat, which follows the initial combat resolution. 
 
Q: 9.441 - I think that Beachhead hex is missing here, 
because it appears in the aid card as a terrain where 
retreat may be cancelled. Correct? 
 
A: The option to take a loss in place of retreating is 
open to a Beach Head hex, yes. However if the 
Beach Head is adjacent to a reserve box retreat is 
also allowed (think of it as an evacuation, such as if 

the Allies had decided to abandon Omaha Beach as 
they almost did). Obviously if the Beach Head is not 
adjacent to a reserve box retreating means the unit 
is eliminated. 
 
Q: 9.441 - "Axis units stacked with a Fortress unit may 
choose not to retreat by taking one additional step loss." 
Could the additional step be the last step of the Fortress 
unit? 
 
A: Yes, but - why would you do that? You've just 
consigned the other unit or units to a death 
sentence the next Action Round if retreat is called 
for. 
 
Q: 9.441 - If the defender loses it last remaining step to 
cancel retreat, does that prevent attacker advance? 
 
A: If there isn't a defending unit in the hex, there's 
nothing prohibiting an attacker advance. If it was 
not possible for the Defender to have retreated, or 
if they canceled the retreat and thereby were 
eliminated, the Attacker is free to advance based on 
the rule - the number of step losses in the combat.  
Note that the logical thing to do is to not suffer 
elimination if it can be avoided. Canceling a retreat 
only is logical if the defender has something left to 
defend with. By retreating the post-combat advance 
will be limited (and terrain may limit it past the 
initial hex). 
 
Q: 9.52: This states that advancing units may not move 
from one enemy ZOC to another. Does this mean that if 
they are in an enemy ZOC at the moment of attack (by 
units other than in the defending hex) they cannot 
advance? Or can they always advance into the defender's 
vacated hex and this rule governs further movement? 
 
A: The wording is literal, and correct. If there is 
ZOC you may not advance. The Axis will often lack 
the ZOC and the Allied player will be able to 
advance; the Allied player will but rarely lack a ZOC 
and the German player won't be able to advance. 
This is pretty accurate from a historical standpoint. 
 
Q: 10.51 – The text says: “Axis units in the ports of 
Bergen, Stavanger, and Oslo may only RD to the ports of 
Copenhagen, Kiel, and/or Bremen.” And viceversa? That 
is, may units in Copenhagen, Kiel, and/or Bremen RD to 
the Scandinavian ports? 
 
A: Yes. 
 
Q: 10.7: "Allied units may RD directly to/from the United 
Kingdom Reserve box and the North Africa Reserve box." 
The next sentence says they "may also" go from the 
Reserve Boxes to an Allied-controlled Beach Head or port 
hex. This implies that they can also RD elsewhere. So, 
can they be placed on any friendly hex from the Reserve 
Boxes? Into a hex with friendly units (as in PoG)? Not 
clear where else they can RD to, other than Beach Heads 
or Ports. 
 
A: The wording is literal, and correct. It governs 
long distance movement. So for example an Allied 
unit in the North Africa box could RD to the UK box 
and then activate with other units the during next 
Action Round, or it could RD from the North Africa 
box to a newly established Beach Head. 
 
Q: 10.9: How is this different from other units, other than 
it can't enter the North Africa Reserve box? 
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A: It's very different. The Airborne Corps/1st 
Airborne Army could, for example, RD from the UK 
box to, for example, Orleans. No other Allied unit in 
the UK Box can do that. They could only RD to a 
Allied-controlled Beach Head or port. 
 
Q: 11.43 - May the Axis use ports for tracing supply and 
RD without any restriction? I find this strange, as the 
Allies had total control of the seas... 
 
A: They are considered in Limited Supply (more a 
function of supplies on hand, but the occasional U-
Boat delivery as was done at Cherbourg as I recall). 
Regarding Axis port-to-port RD see rules 10.51 and 
10.52. 
 
Q: 11.5 - Trying to understand the rules better, I ask 
this: is an Allied unit three or less hexes away from an 
Allied-controlled Antwerp (also controlling The Scheldt) in 
Full or in Limited Supply? 
 
A: Full Supply. Controlling both hexes is crucial to 
the final Allied drive into Germany. 
 
Q: 11.71: If there are one or two non-fortress units in the 
hex, are they eliminated if OOS, and just the fortress 
survives, or do all OOS units with the fortress survive? 
 
A: All the units remain. As the German player you 
might add a Corps or two to a Fortress to slow the 
Allied player down some but a wise Allied player 
would just screen anything more substantial. The 
German player needs his panzer units to maintain 
some control of the front. Putting a couple of 
panzer corps in, oh, Brest, is just a big waste. But 
Hitler was crazy so the game allows you to try it 
out for yourself! 
 
Q: 12.1 At first I didn't notice that RP's were spent 
immediately (unlike PoG). 
 
A: Yes, a totally different take on replacements. 
With the new rules you can have a "miracle in the 
West" for example. If the Axis player had to wait 
until after all six Action Rounds the Allies would 
probably be in Berlin at the end of the turn. 
 
Q: 13.1 - Can the Germans RD down to Sicily to stop 
Husky? 
 
A: Rule 13.1 would prohibit a German army from 
doing so. I do not believe there is anything 
preventing a redeployment of corps unless there is 
Allied TAC Interdiction assigned per 14.3 
 
Q: 14.2 - If on turn one, the Allied player targets 
industry, does the Axis player start one card down or is it 
irrelevant as cards are dealt out pre-turn during set up? 
 
A: The way we played it was drawing a random 
card from the Axis player's hand and returning it to 
the top of the draw pile. That way if the card was 
the one they pre-selected they still were assured of 
getting the card before the 1944 cards were added 
to the deck. One could simply skip 3.3, in theory, 
but the net effect would be the same. 
 
Q: 14.2 - For Allied SAC units performing an Attack 
Industry action, is the reduction in Axis Hand Size 
permanent - or only for the following turn? 
 

A: Only until the following Turn. Factories do, after 
all, get rebuilt. There is a permanent reduction if 
Infrastructure Collapse is triggered - that's because 
the factories are not being rebuilt. 
 
Q: 14.2 - Does the attack on Industry reduce the German 
hand by that number of cards permanently (i.e. every 
turn) or just the next turn? If the former, is there a 
minimum Axis hand? 
 
A: The current turn. If it was permanent the game 
would be over in about three or four turns. The 
minimum Axis hand size - yes there is one - will 
depend on the year, the number of Industrial 
Bombing missions, and whether or not the Axis 
have suffered infrastructural collapse. 
 
Q: 14.31 - Ground Support from North Africa or UK 
airfields is 1 hex to beach, and 1 hex per add'l, up to 3 
maximum? Ground support from N. Africa airfield can 
reach Naples? 
 
A: You have it correct - TAC Ground Support could 
be placed in the Naples hex. 
 
Q: 14.32 - Air Interdiction prevents axis units redeploying 
into any hex in range. Does this refer just to the ultimate 
destination hex or all hex on the path to that destination. 
For example, the campaign starts with several German 
units in Sicily. With an allied airfield and strafe mission in 
North Africa, would these units be prevented from 
redeploying to Germany (to meet Roundup for example). 
 
A: All hexes. You get shot up outbound just as 
much as inbound. 
 
Q: 14.4 - Airfields: Assume they can't be placed on a 
beachhead?  
 
A: See 14.4: "Movement may be to any Allied-
controlled hex not adjacent to an Axis unit." There's 
nothing prohibiting the Airfield marker from being 
placed in a Beach Head hex, so long as there are no 
enemy units adjacent to it. 
 
Q: Cards - When cards specify attacks in France (or Italy 
or Germany), what matters, hex of attack marker or 
target hex? Or both. 
 
A: The defending hex. 
 
Q: Map - Kristiansand to Hirtshals and Viborg (and the 
reverse). Does "Allied Only" apply only to attacks, or to 
both attacks and movement? 
 
Only the Allies may. The Axis needed to ship port to 
port. If the Axis want to move to/from Norway they 
must use Redeployment movement. The Allies had 
so many options open to them from vast amounts 
of shipping to actual landing craft. Heck, even the 
Norwegians would have been giving them ships. 
 
Q: Map - Several hexes aren't land connected but 
movement between them isn't prohibited. This "felt" 
wrong, especially in Sicily. The connections in question 
are: Gela-Prize, Prizzi-Trapani, Venice-Ravenna, Savona-
Genova, Toulon-Savona. 
 
You're right about Gela-Prizzi. This is a case of the 
artwork deviating from the prototype. There should 
be a red line between them. 
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As for Prizzi-Trapani that's a tiny stretch of water 
that the Allies certainly could have "jumped" given 
their capabilities. Think of it as a short "left hook." 
I don't have a problem with allowing it. 
 
The Venice-Ravenna hexside we actually had 
discussions about. There's bound to be a limitation 
or two when imposing a hex grid over a coastline. 
To cover it we'd have to shift the entire grid to the 
left and that would just create more issues. It was 
also a game play issue. The Axis could pile three 
units in Ferrara and hold out too easily, or so we 
felt based in playtests. 
 
Also had discussions about Toulon-Savona. It's a 
tiny bit of water and we felt the Allies could have 
pushed along the coast there. Otherwise the 
Briacon hex would be like a giant roadblock and 
that did not seem correct. 
 
CARDS 
 
Severe Weather (Combat Card) 
 
Q: Do the effects last the entire turn (the card text says 
"for this entire Action Round" which is different than some 
other Combat Cards which state "May be used each 
Action Round for the rest of the turn." Since that text is 
absent, I assume it only applies to one round. If so, that 
means Air Superiority takes over the remaining rounds of 
this turn. 
 
A: The current Action Round only. Given that each 
Action Round represents roughly two weeks of 
historical time that is about the length of a stretch 
of exceptionally bad weather. The text "this entire 
Action Round" is literal. Effects do not extend 
into other Action Rounds. 
 
Q: The card text also states "Return any Allied Air 
markers giving Ground Support to the Air Power Chart." 
Does this include SAC's providing Carpet Bombing, or is it 
strictly just TAC's providing Ground Support. 
 
A: The weather affects everybody - SAC include. 
 
Q: Severe Weather returns air markers to "the Air Power 
Chart". Does this mean that they could still be used later 
in the turn? 
 
A: Yes. 
 
Panzer Refit 
 
Q: The text says "Eliminated Axis Mechanized units are 
rebuilt full strength." I assume from this text that ALL 
mechanized units in the dead pile get rebuilt immediately 
with this card (and placed according to the normal rules 
for re-created units). Is this correct? 
 
A: Correct. 
 
Dönitz 
 
Q: It says 'may not be played if any hex in Germany is 
Soviet controlled'....How do we know when any hex is 
Soviet Controlled? Is it when Axis card #52 'Enemy at the 
Gates' is played? And/or when Allied card #47 'Fall of 
Berlin' is played? 
 
A: Once Enemy at the Gates is played as the Event -
which is likely– the Donitz event is no longer 

eligible to be played. Germany would have had to 
have been doing much better in history for their to 
have been any prayer of a negotiated peace. For 
what it's worth I do not recall a single playtest that 
saw the play of Donitz for the event. 
 
Yanks and Tanks 
 
Q: You have to use OPS to make an attack, and after 
combat resolution you can restore a US Army or two US 
Corps back to full strength. Do you have to resolve all the 
OPS before implementing the event? 
 
A: Short answer: yes. You play the OPs first and, if 
there is any combat (hint: there should be!), the 
Allied player may then flip reduced units per the 
card. Note that this does not allow the Allied player 
to rebuild a unit they might have chosen to 
eliminate in the combat. The unit(s) must still be on 
the map, and reduced. 
 
Shingle invasion 
 
Q: Reading the card (“Play an Action Round after Husky 
or Avalanche”), it seems that it may be played in the 
same turn another invasion is played, so it would be 
another exception to 6.56 (like Avalanche). Am I correct? 
 
A: Yes, Shingle is an exception to the usual one 
invasion per turn. Though in practice it rarely 
comes up. Husky is a first turn, 1943 event. It is 
possible for Avalanche to fail to appear in 1943 but 
it often does (the exact odds depend on the size of 
the Axis hand in the Summer 1943 and Fall 1943 
game turns). 
 
Jet Interceptors 
 
Q: If this is used against an Infrastructure Attack, does 
the Axis gain back 1 infrastructure? Or is it not usable vs. 
this attack? 
 
A: There are no restrictions on the card; if there 
were the card would have text indicating such. The 
infrastructure track is adjusted. Remember that 
each turn is depicting the aggregate of an entire 
yearly quarter of bombing so don't think of it in the 
literal sense of the buildings unbombing 
themselves. It's more akin to analysts saying "Sir, 
our initial reports of damage to Axis industry were 
overly optimistic." That sort of thing happened all 
the time in an era where planes were dropping 
their bombs all over the countryside and missing 
their targets by a mile or more. 
 
I'm also going to anticipate an extremely unlikely 
situation and answer it ahead of time. If strategic 
bombing (as opposed to other factors) triggers an 
infrastructure collapse that is it: a collapse is a 
collapse. Jets can't move the marker from "0" to 
"1". Only from "1" to some higher number. The 
Allies have a tough enough time of it in this game in 
my own experience. 
 
Q: Card says it "cancels one SAC mission." Does this 
mean that 1 SAC counter is canceled, or that ALL 
counters in 1 SAC Mission box are canceled? (i.e. if I have 
2 SAC counters in the Carpet Bombing box, are both SAC 
counters removed for the turn, or just 1 of the 2?). 
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A: Just one. As in: one. Also: 1. It does not say 
"cancels all SAC assigned to a single mission. That 
would be overpowered and too pro-Axis. 
 
Valkyrie 
 
Q: It forbids the Axis from playing an Event plus OPs card 
in the subsequent round. Can they play one of those 
cards, eschewing the event and using only the OPs 
points? 
 
A: Event+OPS and OPS are two different actions. 
Yes the German player may play the card for 
whatever its OPS value is.  
 


