	#AV3

3/4   LIMITED WAR

ENVER PASHA'S OFFENSIVE*

Must be played by the Third Action Phase
Turkey has a mandatory offensive (in addition to any other MO this turn).  At least three Turkish corps or one Turkish army must be involved, and it must be against Russians.  Occupation of Batum, Erivan or Tblisi satisfies the MO.  This MO activation costs 1 OP per unit unless a CC is used.
BR: 1  FR: 1  IT: 1  RU: 2
	
	#AV2
3/4  MOBILIZATION
GERMANY’S ASIAN COLONIES & RESOURCES  
SEIZED*
Must be played before Allies reach Total War
Subtract -1 Victory Point

BR: 1  FR: 1  IT: 1  RU: 2
	
	#AV1
2/2  MOBILIZATION
FALKLANDS*

Cancels the Coronel card play by the CP if played in the action phase immediately following the Coronel card.
BR: 1  FR: 1  RU: 1
	
	#AV6
3/4   TOTAL WAR
BREAD RIOTS AND LABOR STRIKES*

May not be played until Fall 1917.
No AH replacements or SR allowed for remainder of turn.  All AH movement is reduced by 1 for remainder of game.  Allows play of Operations Revolver & Mogul.
BR: 1  FR: 1  IT: 1  RU: 2
	
	#AV7
4/4  TOTAL WAR
OPERATIONS REVOLVER & MOGUL*
May only be played after Bread Riots and Labor Strikes
CP must permanently remove two AH corps or one AH army from map (if not possible, then two corps from reserves), OR subtracts 1 VP.  AH replace-ments cost double for remainder of game and all AH units have their movement reduced by 1 for remainder of game (cumulative with Bread Riots).
A: 1  BR: 2  FR: 2  IT: 1  RU: 3

	
	
	
	
	
	
	
	
	

	#CV3
3/4   LIMITED WAR
FIRST U-BOAT CAMPAIGN* (1)

Must be played before Total War & before LUSITANIA.
Reduce BR RPs by 1 per turn until Lusitania is played.  Lost RPs accumulate from turn to turn until RP card(s) are played.

AH: 1  GE: 2   TU: 1
	
	#CV2
3/4   MOBILIZATION
EMDEN & KONIGSBERG*
Must be played before Total War.
Reduce BR RPs by 2 this turn.  Lost RPs remain on track until RP card(s) are played.
AH: 1  GE: 2   TU: 1
	
	#CV1
2/2   MOBILIZATION
CORONEL*
Must be played before Limited War is reached.
CP adds 1 VP unless AP plays Falklands on the immediately following Action Phase.
GE: 1
	
	#CV6
3/4   TOTAL WAR
THE PARIS GUN CC*

Must be played in conjunction with Peace Offensive, Michel or Blucher, but may only be played if an area adjacent to Paris is CP-controlled & in supply.  (It does not matter which spaces are involved in the attacks using those cards as long as they are in France or Belgium).  Add 1 VP.
AH: 1  GE: 2   TU: 1
	
	#CV7
4/4   TOTAL WAR
NIVELLE OFFENSIVE & 10TH ISONZO*

Must be played by the Third Action Phase
France & Italy have MOs (in addition to any other MO this turn).  These MOs must involve at least one army of that nationality, and attacks cost 1 OP per unit unless a CC is used.  Add 1 VP for each MO that is not launched.  Cannot play after French Mutiny or Von Below.
AH: 2  BU: 1  GE: 3   TU: 1


