
gain 1 HQ token for each result

always HITS in both Ranged and Close Combat

HIT / RETREAT unless terrain protects
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Always Fire First - No LoS required

Can be ordered by either:
- Artillery Bombard card (can target any unit)

- One order from a Section Command card
(can only target units in the same section)

Max HQ spent = Artillery Reserve

http://www.commandsandcolors.net/thegreatwar/

Reserve Artillery
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