VII. NATIONS

FRENCH RESISTANCE “~._

{ 1 & 3 figures only & Move 0-1 and battle, or move 2 no battle
O Fire at 3, 2, 1
‘ & Move onto any terrain and may still battle, but must still obey terrain movement restrictions
) 12 @ & May Take Ground on successful Close Assault
© May retreat 1 to 3 hexes per flag

Q. On page 12 of the Memoir ’44 rule book, it states that French Resistance forces "may disappear into the countryside,
retreating up to 3 hexes instead of the standard 1 on any retreat flag rolled." On the diagram opposite these rules, it shows a
French Resistance unit suffering 2 flags, and retreating 4 hexes. Is this correct?

A. Resistance units may retreat 1, 2, or 3 hexes for each flag rolled. In the example of two flags, the allowable retreat would be
a minimum of 2 hexes or a maximum of 6 hexes. The example shows the player’s choice of 4 hexes.

RED ARMY (RKKA) T

Russian Political Commissar

& A Command card cannot be played directly from hand. Instead, it must be placed under the Commissar chip in
preparation for a future turn.

& Recon 1, Counter-attack and Ambush cards are exceptions; they may be played as normal

& Otherwise, the Command card already under the Commissar chip is the player's Command card for the turn

pre-programmed Section Command card?
A. Yes.

Q. Can the Russian player under Commissar rules play a Section Command card from the hand along with a pre-programmed
Air Sortie card?

A. No. Note that the Air Sortie card is never pre-programmed; It is always face up, and never counts toward the pre-
programmed limit.

Q. Can the Russian player under Commissar rules play a Section Command card from the hand along with an Air Sortie card
that is face up next to his card holder?

A. Yes, as long as the Section card being played from his hand is a Recon 1 Command card.

Q. Can the Air Sortie card be played on its own in lieu of the pre-programmed card? i.e. the pre-programmed card remains in
place this turn, as it does if a Recon 1 card is played from hand.
A. Yes

Q. If the Russian player moves first, how does the Russian Command rules work?
A. The Russian player plays one Command card from his hand and places one Command card under the Commissar Chip.

IMPERIAL JAPANESE ARMY \‘"\
3 P3 - -

Yamato Damashi spirit

& Infantry must always ignore 1 flag & When in terrain that ignores a flag, must ignore 2 flags instead

© When in caves, must ignore all flags

Seishin Kyoiku doctrine

& Infantry at full strength in Close Assault battles are +1 die

Banzai War cry

© Infantry may move 2 hexes to combat into Close Assault

Q. May Japanese Infantry ignore Flags from a Barrage or Air Power Command card?
A. No. Command cards that state “Flags may not be ignored” will still force Japanese Infantry units to retreat. This includes
Strafing Airplanes. P
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US MARINE CORPS ™~
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; _‘ - 1 Gung-Ho! ;

7 © Order 1 more unit than indicated on any Section card played

& All Tactic cards that activate 1 to 4 units activate 2 to 5 instead

& Marines counter-attack with +1 ordered unit against Japanese Command card. Opposite not true

& No effect on Air Power, Air Sortie, Artillery Bombard, Barrage, Close Assault, Infantry Assault,
and Their Finest Hour.
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Q. When playing with the Marine Corps Command Rules, does the Allied player get to heal two units with the Medics &
Mechanics card?

A. Yes. The Allied player rolls dice for the first unit and then rolls dice for a second unit.

Q. When playing as the US Marine Corps, does the Behind Enemy Lines card order two units?
A. Yes.

Q. When playing a card that says, “If you do not command any units of this type, issue an order to 1 unit of your choice”, can
the US Marine player order 2 units?

A. Yes.
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