TANK GHESS

RULES

This mini expansion features several new vehicle types that add an extra
dimension to the game.

Components

- b piece types (atotal of 16 pieces)

-2 airborne stands

- Two reference sheets with tank characteristics
-10info cards

- Sheet with rules and board setups

New Pieces

This expansion features two vehicle types that can be deployed anywhere
onthe board by parachute:

Airborne Light Tank (AL) is similar to a Light Tank, with the same values for
gun (I)andarmor (I-0-0),butis slightly slower (4).

Airborne Unit (AU) is a light tracked transport vehicle which carries
soldiers that can destroy an enemy tank by attaching explosives
(strengthII) toit at close range. Its speedis 4, and it has noarmor (0-0-0).
To destroy an opponent’s vehicle, the AU must come to an adjacent square,
near the side where the target has an armor value of I or less (the
orientation of the AU does not matter, as the soldiers can exit to any side).

There are two types of anti-aircraft vehicles that can also fire at targets on
the ground and one stationary piece thatisintended exclusively for firing at
targetsintheair:

Armored Anti-aircraft Vehicle (AA) hasarmorI-1-0, speed4,andgunl. It
has a turret that rotates quickly, so it can fire in all eight directions. AA can
fire both at airborne targets and at vehicles on the ground. When targeting
units on the ground, its firing range is 2+, and when firing at targets in the
air,itsrangeis 1-3 squares.

Fast Anti-aircraft Vehicle (FA) has the same gun value and firing range as
AA, but it has a higher speed (5) and no armor (0-0-0). Due to the ability
tofirein all eight directions, both AA and FA are very usefulin any phase of
the game.

In the diagram to the left, the
white Fast Anti-aircraft Vehicle
uses its high speed and ability to
fire in all directions to destroy the
black Tank Destroyer.

Anti-aircraft Tower (T) can only fire at
targets in the air, in all directions (distance
1-3), including all squares between them,
so it covers an area of 7x7 squares. Its
armor value is IV, so very few vehicles can
destroy it. It cannot move, so it is a passive
piece that serves to prevent the
deployment of the opponent’s airborne
pieces in the zone it protects and fires only
in specific situations (when the opponent
wants to intentionally sacrifice one of their
airborne pieces to create cover for other
piecesonthe ground).

Airborne Pieces Deployment

‘Airborne’ pieces bring a whole new dynamic to the game. They can suddenly
appear on any part of the board, which can be very close to the opponent’s
Command tank. For this reason, it is important to have an anti-aircraft vehicle
near the Command tank atall times.

Inany turn during the game, instead of moving one of the pieces that are already
ontheboard, a player may deploy one ‘airborne’ piece.

To deploy an ‘airborne’ vehicle, a stand is placed
on a square on the board, and the selected vehicle
(AL or AU) is placed on it, with its orientation
determined. It cannot be deployed onto a square
already occupied by another piece or any of the
following obstacles: high, low, water or tree. If
deployed above a mine or fire, it will be destroyed
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immediately upon landing (the reason for doing ! ‘)
this may be to permanently block a passage). |

While on the stand (in the air), the ‘airborne’ piece can only be destroyed by an
opponent’s anti-aircraft piece (AA, FA or T). In this case, the armor value of the
airborne piece is irrelevant (it is hit from below and counts as 0), and obstacles
do not interfere with firing. If destroyed while in the air, the airborne piece is
loweredtothe square below and placed on its side.

In the diagram to the
left, by reversing, the
white AA came into a
position to fire at the
black AL, whichiis still
inthe air (onastand).

While a piece is on a stand (in the air), other pieces may pass through the
square under it, but they may not end their movement there.

In the next turn, the stand is removed and the ‘airborne’ piece is lowered
onto the square, keeping its orientation. In that turn, the piece can
immediately move and fire if it has an opportunity, but the player may
decide to leave it there and move any other piece.

In the diagram above, the white Airborne Unit moved four steps
immediately after landing, and it destroyed the black Medium Tank.
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