
 

 

   

 

 

 

 

 

 

 

 

 

   

Tactical Assault:  Combat Cards™ 
WHAT ARE THEY? 

 The Combat Cards are an innovative way to replicate modern combat on the tabletop 
battlefield. The Cards are not intended to be a recreation of precise battlefield details, but rather 
a fast and playable system which gives the appropriate feel and flavor of modern combat. The 
game stresses resource management and cost/benefit analysis for the choices available to each 
player. Luck and random chance do play a part in the game, but ultimately winning or losing will 
almost always come down to the choices you make in utilizing your cards  - and in turn, your 
units. 
  The game is fairly easy to learn, but so far has proven difficult to master. The mechanics 
are flexible enough to be adapted to whatever modern period, conflict or forces you wish to play 
and include everything from artillery barrages to aerial support, and from minefields to 
reconnaissance patrols. The system is also forgiving enough to allow the enjoyable playing of 
almost any engagement - even the dreaded one-sided pitched battle! I think you will find the 
learning curve is relatively short, and the game very enjoyable!.  

 

 
OVERVIEW OF PLAY 

 Each player uses a pre-set, 72 card deck to activate their tabletop units in simulated combat situations. No unit may perform 
any action without first having a card played on it. Results may however, be imposed on a unit indirectly as a result of a card being 
played. Each player will have as many as six cards in their hand at any time, which they can utilize to activate their units. During the 
course of play, players will always have a stack of unused cards, used or discarded cards, and a hand of cards.  

 Players alternate turns (called their “Initiative”) to play cards and activate units. Players can only use the ORDERS portion of a 
card to activate their own units on their own turn. The SITUATION portion of a card however, can be used to affect any unit, at any 
time, no matter who plays the card and who owns the unit. Players may only refresh their hand at the end of their Initiative. Players 
continue to alternate Initiatives until the game ends. 

 The best way to get a feel for the game is to play in a demonstration game, the next best thing is probably to see a written 
example of how the Combat Cards are played. Below is such an example, complete with insights into the decisions being made by the 
players. While it is no substitute for the real thing, hopefully it gives some idea of how the rules work: 

[Sean and Ed are in the middle of a 
miniatures game using the Modern Unit 
Combat Cards. Sean’s forces are defending 
a small village, and Ed’s armored 
formation is trying to dislodge them…]  

SEAN: Your Initiative [‘turn’] Ed… 

[Ed looks at his cards; he wants to move 
all of the forces that he can, but only two 
out of his six cards has a movement Order 
on it. So to use it most efficiently, he will 
play them on command units which can 
pass the Order on to other units as if 
individual Orders had been placed on each 
one…] 

ED: I am going to play a ‘Cautious 
Advance’ Order on this command unit; all 
of the tanks within line of sight of him will 
be able to use the Order as well. 

[As Ed moves the third tank, Sean 
interrupts…] 

SEAN: Stop their Ed, I am going to use the 
‘Opportunity Fire’ Situation on this card 
to fire at your tank from my tank in the 
woods.  

ED: I am going to play this ‘Covering Fire’ 
Situation on my tank to cancel your shot. 

SEAN: OK, keep going. 

[Ed keeps moving his tanks; as he moves 
the last one Sean again interrupts…] 

SEAN: I am going to use another 
‘Opportunity Fire’ Situation on my tank. 

ED: Go ahead, I don’t have another 
‘Covering Fire’ Situation card available. 

SEAN: OK, I am ‘Medium’ Firepower 
against your ‘Light’ Armor so the Combat 
Results will step up once, right? 

ED: I am not in cover, so yep. 

[Sean flips the next card in his own unused 
deck and looks at the ‘Combat Results’ 
section of the card…] 

SEAN: It says ‘Fall Back’, which steps up 
one category to ‘Pinned’. That tank 
becomes pinned down right there – mark 
it [Ed marks the tank with a token]. Go 
ahead and keep going on your turn Ed. 

[Ed looks at his cards again; he has 
another move Order card in his hand, but 
with the lone tank trapped out in the open 
he decides to use the Situation that is on 
the card instead…] 

ED: I am going to play an ‘Artillery Smoke’ 
Situation on this command unit over here. 
They are going to call in the target point 
right there [he marks the spot with a 
token]. Does that check out? 

SEAN: That unit has line of sight to the 
point, so it does. Go ahead and determine 
drift. 

[Ed flips the next card in his own unused 
deck and looks at the ‘Weapon Drift’ 
section of the card…] 

 

ED: Direction and distance are both ‘Dead 
On’. [He fills the area around the marker with 
a suitable smoky like substance.] 

SEAN: Shoot, now my lines of sight toward 
your pinned tank are blocked.  

ED: That was the goal. 

[Ed checks his cards again. Having used three 
of the six cards in his hand this turn – a 
‘Cautious Advance’, a ‘Covering Fire’ and an 
‘Artillery Smoke’ – he decides to save the rest 
for next turn. He then draws from his deck 
until he gets back to a full six card hand, 
checks the new Situations in case he wants to 
play any right away, and then…] 

ED: I am done; your Initiative [‘turn’] Sean. 

[Sean checks his cards, but doesn’t like 
anything he is holding right now. He decides to 
discard his whole hand. He then draws up to a 
full six card hand, checks his Situations and …] 

SEAN: Ugh, your Initiative Ed. 

ED: Excellent – I am going to play a ‘Rapid 
Advance’ Order on this command unit, which 
will allow of these tanks to move… 

[And so on…] 

 

  



 

 

 

 

 

 

 

 

 

 

   

Anatomy Of A Combat Card 
 

 

 

 

 

 

 

 

ORDERS 
Can only be play on friendly units during your own Initiative [or 

‘turn’], and only one Order per unit per Initiative. If played on 

certain command units the Order may be passed to all friendly 

units within line-of-sight [the equivalent of a command radius] 

as if the Order had been placed individually on each unit. This 

efficiency of multiplication it why command units are so 

valuable, and critical to effect command of your units. 

SITUATIONS 
As many can be played at 

any time [your’s or your 

opponent’s turn], on any 

unit the card allows, as 

desired or are available. 

Situations cannot be passed 

to other units, unless a 

special Situation is played to 

allow it. 

COMBAT 

RESULTS 
Determine the outcome 

of attacks randomly off 

of the deck. The results 

are shifted up or down 

based on a variety of 

factors [Cover, Firepower 

Rating, Armor, etc.]. 

WEAPON DRIFT 
Used to randomly determine drift for artillery, 

mortars, air strikes, etc. Distance and direction 

off-target are given relative to the nearest 

friendly or enemy command unit. 


