Campaign Bonuses

A list of bonuses found on the campaign sheets, used alone or in combination:

· Before the next scenario starts, place one infantry unit adjacent to any friendly unit.

· Immediately add 1 (or more) Reserve Token to your Strategic Reserve Pool.

· At the start of the next scenario, take 2 turns before your opponent takes their first.

· For your next Victory Event Roll, in addition to the normal die result, you can remove one infantry figure (or armour etc.) from one of your opponent’s infantry units / your opponent must choose a unit and retreat it 1 hex / etc..

· During the next scenario, all friendly infantry units adjacent to at least 2 other friendly infantry units may ignore the first flag.

· Before the next scenario starts, you may draw x minefield tokens and place them anywhere on the board (or restricted placement).

· Before the next scenario starts, move all infantry units on your baseline one hex forward (advance one infantry unit 1 hex, etc. etc.).

· For your next Reserve Roll, you may replace one of the symbols rolled with a tank symbol.

· For your next Victory Event Roll, replace one of the symbols rolled with a tank symbol (infantry symbol, etc.). 

· At the start of the next scenario, you move first.

· During the next scenario, all of your units in clear (and bridge) terrain hexes may ignore the first flag rolled against them.

· Before the next scenario, after rolling for reserves, choose one of your on or off-board regular armour units and upgrade it to an elite unit with 4 figures.

· For your opponent’s next Victory Event Roll, you may ignore the effects of one of his dice.

· Before the next scenario starts, remove one (or more) minefield tokens.

· Once only during the next scenario, you may force your opponent to return the Command card just played to his hand and play a different one.

· Your opponent must immediately remove 1 Reserve Token from his Strategic Reserve Pool.

· Before the next scenario starts, your opponent must remove 1 tank from each of his elite (normal) armour units. Elite units keep their badge.

· For your next Victory Event Roll, roll three dice and keep any two. 

· Before the next scenario starts, add sandbags to any 2 of your units.

· For your opponent’s (your) next Victory Event Roll, he (you) rolls only 1 die.

· For your next Victory Event Roll, ignore tank (or infantry etc.) symbols.

· For your next Victory Event Roll, roll an additional die (one die less).

· Before the next scenario starts, remove the camouflage (etc.) tokens from your opponent’s armoured (etc.) units.

· For your next Reserve Roll, you may change the result on any die to any other symbol.

· Before the next scenario starts, take 1 free Air Sortie token.

· For your next Reserve Roll, roll 2 (etc.) additional dice.

