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The goal of the game is
to earn more Medals than
everybody else by the end
of the game. There are
three ways to earn a Medal:
1. one Medal is awarded
for each enemy Vehicle
destroyed;
three Medals are awarded
for destroying an enemy
Base;
the end-of-game achieve-

ment is worth five Medals.

100 Vehicle cards, 25 cards per country (USSR, Germany, USA and France)

1 First
Player
card

1 Tank
Graveyard card

15 Base cards (five
three-card sets)

5 Reference cards
(double-sided)

48 Medal cards, 12 cards
per country (USSR, Germany,
USA and France)

9 %3
30 Barracks cards
(five six-card sets)
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Place the Tank Graveyard card at the center of the table. It will mark the area
where the cards that are no longer part of the game are discarded to. Make sure
there is some space between the Graveyard and the Vehicles deck, so that the dis-
carded card: 1ot get 11infu4Jy mixed in with the Graveyard arded
rds will be used age nce Vehi deck runs §
will 1 ger be par
Sort he Medal cards into 5: A an, French, German and Sovie Place the
piles 2 up on the 2. Pl 5 can examine and count the cards the Medal
piles at any moment during the game.
Shuffle the Achievements deck. Draw a number of
plus one additional card and place them face up at the center of
a 5 player game you should place & Achievement cards
ble in a given game.
players who have not played

Achievement cards equal to the
number of '|I.|r‘\r-’1’—’l
the table (f
=2 up on the table). Th are the ievement
e Reference cards, lis g the abilities
he game before and I > who
Put the remaining Achievemer
You will not need them to play the game.

and Memo cards back in ti

Turn Order

First Player Card takes the fir owed by all other

ion.
player must undertake the following sequence of actions: repair
damage and reveal his hand (I), play the cards from hand (II),
and draw new cards (III).

During his
replenish the Rese

I. Repairing damage and revealing the hand

ayer any damaged Base and/or Ve e cards (the damaged card turned side-

turns all of them back to the position, thus repa g the damage.
his, the player places all cards from his han 1sually 3 cards) face up

himself. There are a number of

II.

hand can be | ed in one of the following tt
may be used to make -
may be used, and the card may proceed to defend the player's Base
the card may be use used to assault enemy vehicl
If a card can be played in several ways, it is up to the player to decide which
tion to choose. If a card cannot be played in any of the above mentioned ways
player is reluctant to play it), the card is placed into the player’s Depot.
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evements are chosen randomly at the beginning of the game. They are of paramount

ance for winning the game: one achievement earns a player five Medals, which

than what the player would get for destroying enemy vehicles or Bases.
given to the player
> any given Achievement
re met by example, two plavr
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available Ac ].If—?\,’f-?lllf-.'I:' cards carefully k re start 5.
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Bases Destroyed I 2ived by the player who destroys
the m E :
Light Tanks.
Light Tanks in his squad by the end of the game,

player who has the m
regardless of what country they represent.

Medium Tanks. Received by the player who has the most
Medium Tanks in his squad by the end of the game,
regardless of what country they represent.
SPG. Received by the player who has the most 5
i squad by the end of the game,

vehicles

regardless of what

country they rep =nt.

Heavy tanks. ived by the player who has the

ﬂ'a”y Tanks is squad by the >f the game,
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Soviet Medals.
of the Red Banner in his squad by the end of the gar
German Medals. Rec
Iron C

Orders

ived by the player who has the most
Crc 5 in d by the end of the game.
American Medals.
Medals of Honor in his squad by the end of the game.
French Medals. Received by the player who has t most
Médailles Militaires in his i by the end of the game.
Leader in Double-Medal Cards. Received by the player
Double-Medal cards in his squad by

Received by the player who has the most

the most
1 of the game.
Leader in Cards. Received by the player who has the most
squad by the f the game, including

destroyed Base cards.
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1) Using card resources to make a purchase

Engineers, and Medal cards have :

:se cards may

3. the player shi 5 the cards in the Reserve row away from
the Vehicles d fr » enough space f one card
to be K ed 1 T he . . .y

2) Using card abilities and when possible placing
a card next to the Base to protect it

Most Vehicle cards and some of the Barracks cards

resenting one or more

nbol. All abilities and thei

Graveyard,

Purchase example

The player uses two cards that are worth 3 re-

sources total (a). He buys a

card that costs

3 resources from the Reserve {9). Then the player
places a card from the Vehicles deck in the empty

Reserve slot (g).
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Example of defense assignment

The player carries out the actions described by the Recruitment ability of

the card and places

the tank to defend his Base (a), storing the SPG that was there beforehand into the Depot (b).

Garage Player's hand




Attacking an unprotected enemy Base
an enemy Base, the Base rec s damage, which is presented by

(by 90 degrees he Base under attack has already been damaged

Heavy Tank to

lestroy a Base

is placed into the Depot of the player that has destroyed it.
o1 1 dest >d enemy Base when they tally up their

A player - Il : h
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onding number
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Reward example
The player used Soviet tanks to destroy 3 enemy Vehicles over the course of a single assault (a).
The player takes one card with two Orders of the Red Banner from the Soviet Medal pile and
greater than or equal to one card with a single Order of the Red Banner (b).

nent’s car is destroyed and
Medal deck

Attacklng player’s hand cards

Cards of attacked player




III. Replenishing the Reserve and drawing a new hand of cards
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Armored Vehicle subtype.




<> Light Tanks m are cl ified as

Armored Vehicles. All

values.
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jescribed in detail on page 15.
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on hand cannot be played. : 3 aced Active Abilities
i 7 useless during the game tually Reinforcements. Draw the spec :d number of cards from yo Garage.
c d more 1 ~d i
Recruitment. You can buy any ( Vehicles this turn. The total number
source points on the cards you are usin ) his purchase has e equal
fuel and ammo
jame both Medal

; Scouting.

cards

Sabotage.

his Depot

Siege Master. Select an ene Base or an red Vehicle defends it. Damage

i been dame

evi can attack using Vehicles o ne country a Siege

— Why can a single squad include Vehicles from different countries? This does not reflect 3 B AR : ALY . : ]

the reality of WWIL! ( . nother country he c« ) he Siege Master and the coundry

— World of Tanks: is based on the online game World of Tanks, where the usage of

different Armored Vehicle 111t by different countri normal. If you have

doubts about just how historical this approach is, bear in mind th

from the enemy would often be included as part of the captor's armor

— Why are no Medals awarded for keeping the Bases intact by the end of the game? Isn't
defense as important as offense?

ountry that the Siege Master car longs to for each destroyed Vehicle

end
'he developers of World of Tanks reward confident and aggressive players. Echeloning in

se only prolongs the game-play, to discontent of many players. Research. Place this card in the Graveyard.
not exceed the specified number and put it

— What is the point of the Repair ability? Why do I need to get rid of cards in my own ok tha Vehisle dAeck. You cahuch copiins
squad? I il [ [ .. 1 = K. 101 =al .. -. -0Mmb1 [
The Repair ability can wonders for a capable player. You can use it to eliminate - = e
ocbsolete and ineffective cards that hinder the development of your squad. Those bl by
Barracks cards received at the beginning of the game, which will be more of a the
) _ . 12 Graveyard.
towards the middle. Hote
— What is the point of having two-Medal cards? It doesn’t seem to make much difference
from having two one-Medal cards. Invulnerability. Take : -Medal card from the pile
Medal cards are not very useful (you receive one resource per Medal) during the game. country as the Invulners ity card and put it in you:
If you have too many of them, towards the end of 2= game they will crowd your hand.
is better to have one “useless” card in your deck than two. However, to get a two-Medal Passive Abilities
card you must destroy two enemy Vehicles in one .

— What will a player do if he should take a one-Medal card but no one-Medal cards of

the required country are left?

: - i ; ; % Can Only Be Used to Attack Bases. The
The player does not receive any Medals in this case.

— We're a group of friends who have invented ocur own rules, or would like to modify the X Can Only Be Used to Attack Vehicles. The

existing set of rules. Can we play by our own rules?

: . . ey ; i National Resources.
— Of course! It is your game, after all! You can send all your brilliant variants of the

: : : : | ' belonging to the corresponding country. You c:
game to us under the following address: worldoftanks@hebbyworld.ru. | 7 T ; o )

you are using a card
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