	#32
3/4   LIMITED WAR

WAR IN AFRICA* (1)
Permanently remove 1 BR corps from the game of CP choice (on map, in Reserve Box or deadpile) or add 1 VP (Allied choice before CP designates the corps to be removed).
AH: 1  GE: 2  TU: 1 
	
	#47
4/4  TOTAL WAR
FRENCH MUTINY* (1)

Effects of Mandated FR Offensives are reversed.  If any FR units not stacked with US units attack on a FR MO turn, add 1 VP.  No added VP loss after first such attack.  Prevents play of Nivelle Offensive & 10th Isonso.
AH: 2  BU: 1  GE: 3  TU: 1
	
	#49
4/4  TOTAL WAR
MICHEL*  CC  (1)

May only be played after H-L Take Command.
Cancels all trench effects for 1 GE attack & adds a +1 drm for that attack.  Cancels effects of Lloyd George.  Allows play of Everyone into Battle.
AH: 2  BU: 1  GE: 3  TU: 1
	
	#27
4/4   LIMITED WAR
ZEPPELIN RAIDS* (1)
Subtract 4 BR RPs.  Lost RPs remain on track until RP card(s) are played.
AH: 2  BU: 1  GE: 3  TU: 1
	
	#54
5/5  TOTAL WAR
H-L TAKE COMMAND* (2) 
Future Mandated Offensive die rolls of “GE” may be treated as “None” at CP option.  Allows play of Michel, Blucher, Peace Offensive, Hoffman & U-Boats Unleashed.  Prevents play of Place of Execution.
   AH: 3  BU: 1  GE: 4  TU: 2

	
	
	
	
	
	
	
	
	

	#55
4/4   TOTAL WAR
LLOYD GEORGE*
No BR attacks vs Level 2 entrenched GE units may be made without 2-1 superiority for the duration of the war.  This effect is canceled by prior or subsequent play of Michel, Blucher, Peace Offensive or Zimmermann Telegram events.
AH: 2  BU: 1  GE: 3   TU: 1
	
	#63
3/4   TOTAL WAR
RUSSIAN DESERTIONS*
May only be played after Fall of the Tsar.
CP may reduce any four 2-step RU units.
AH: 1  GE: 2   TU: 1
	
	#58
2/2   LIMITED WAR
STAVKA TIMIDITY*
May only be played after Tsar Takes Command.
No RU attacks vs German armies (only) the rest of this turn.  Mixed CP stacks (except 11th Army if card has been played) may be attacked.
GE: 1
	
	#43
3/4   TOTAL WAR
VON BELOW* CC

Cancels all trench effects for 1 attack against only Italian units.  Prevents play of Nivelle  Offensive & 10th Isonso.
AH: 1  GE: 2   TU: 1
	
	#50
4/4   TOTAL WAR
BLUCHER*  CC
May only be played after H-L Take Command.
Cancels all trench effects for 1 GE attack.  Cancels effects of Lloyd George.  Allows play of Everyone into Battle.
AH: 2  BU: 1  GE: 3   TU: 1


