	N°
	Title
	Text
	Requisite

	B01
	Castilian fleet
	The Blois player can use naval movement to move a French leader along with 2 units. The siege penalty for naval movement for the Blois player is not applicable for the next 2 activations.
	

	B02
	Prolonged Famine
	Place 3 Pillage markers anywhere on the map.
	

	B03
	Cahours switch sides
	The leader Raoul de Cahours changes to the Blois camp.
	

	B04
	Croquart
	1 stack of Marauder units becomes Blois units.
	

	B05
	Fortifications
	2 fortified cities get a +1 to their fortress level.
	

	B06
	David II of Scotland
	External War: The Montfort player removes 3 Me units from the map to the external war card. See 6.2.
	

	B07
	English war weariness
	The Montfort player cannot recruit this turn. The Montfort player eliminates 2 Me units.
	

	B08
	Louis of Spain
	Place Louis d’Espagne with 2 FR Ch and 3 Me units at Nantes or Poatev counties.
	

	B09
	Jean of Beaumanoir
	Place Jean de Beaumanoir with 1 BR Ch and 3 Me units at any friendly area in Pays de Saint Brieuc or Pays de Saint-Malo.
	

	B10
	Clement VI
	During the next 3 activations, the Montfort player can only activate activation 3 leaders or free actions. The Blois player can only activate activation 2 and/or 3 leaders or free actions.
	

	B11
	Chevauchée
	3 different leaders are activated.
	

	B12
	Jean of Normandy
	Place Jean de Normandie with 2 FR Ch and 5 Me units in Poatev. Place the Plague marker 4 turns after the turn this card is played.
	

	B13
	Bombardes
	Place 1 Art unit with any leader. The Blois player can now recruit Art units.
	

	B14
	English Gold
	The Blois player can activate one Activation 2 or 3 leader for one last activation.
	Both players must have finished their 5th activation before using this card.

	B15
	The Fighting Thirty
	The Blois player adds +2 to all his recruitment rolls for the whole turn.
	

	B16
	Corsairs of Saint-Malo
	Naval movement for the Montfort player is prohibited for the next 2 activations.
	

	B17
	Urban Militias
	Until the end of the turn and everytime a siege is established against a Blois fortified city, this player adds 1 Mil unit to the besieged force.
	The Blois player must control Rennes and Nantes.

	B18
	Chevauchée
	2 different leaders are activated.
	

	B19
	French Bases
	2 areas become bases and all Blois units in them are automatically paid in the Resource phase.
	

	B20
	General Assembly in Britanny
	If the Blois player controls 5-6 Counties (+1 VP), if he controls 7+ Counties (+3 VP). For the rest of the game, the Blois player draws 1 extra card.
	

	B21
	French Attack in Guyenne
	External War: The Montfort player removes 1 English leader and 2 units (AN Ch and/or Me) from the map to the external war card. See 6.2.
	

	B22
	Intrigues at the English Court
	The Montfort player must show his card hand to the Blois player until the end of the round. Edward III is removed from the game (no VP).
	

	B23
	The Younger Montfort
	Replace the older looking Jean de Montfort with his younger looking self (his son). Remove as many units as necessary to comply with the stacking rules.
	

	B24
	Jean of Melun
	Place Jean de Melun with 1 FR Ch and 4 Me units at Rennes or Anjev.
	

	B25
	Truce of Bordeaux
	No battles can take place in the next two activations. Players can still do siege combat but they can’t established a new siege.
	

	B26
	Du Guesclin Returns
	+2 to the External War die roll. When du Guesclin returns, add 1 BR Ch unit with him.
	Event M25 must have been played.

	B27
	Guy of Nesle
	Place Guy de Nesle with 3 BR Ch and 2 Me at Rennes or Anjev. Add the tactical chits T5 to the tactical chit cup.
	

	B28
	Bertrand of Guesclin
	Place du Guesclin, 2 Knights (FR) and 2 Me units in any area in Rennais and or Normandi. Add tactical chit T8 to the tactical chit cup.
	

	
	
	
	

	M01
	Edward III King of France
	The Montfort player now commences action phases. Penalties on the Militia Go Home table and Recruitment table are cancelled.
	

	M02
	Bombardes
	Place 1 Art unit with any leader. The Montfort player can now recruit Art units.
	

	M03
	Winter Attack
	The Montfort player can activate one Activation 2 or 3 leader for one last activation.
	Both players must have finished their 5th activation before using this card.

	M04
	Execution of Noble Bretons
	For the next three activations, +2 to the combat roll if the leaders Montfort, Clisson and/or Cadoudal are involved.
	

	M05
	Crecy 1346
	The Blois player cannot recruit this turn. Eliminate 2 FR Ch and 1 Me units from the Blois player’s units on the map.
	Can not be played after Event M17

	M06
	Fortifications
	2 fortified cities get a +1 to their fortress level. Add tactical chit T15 to the tactical chit cup.
	

	M07
	Treasure of Limoges
	All Montfort units are paid this turn. The Montfort player cannot play a card for resources this turn.
	

	M08
	William Bohun
	Place William Bohun with 1 AN Ch and 3 Me in any port city controlled by the Montfort player.
	

	M09
	Edward III
	Place Edward III with 2 AN Ch and 5 Me in any port city controlled by the Montfort player. Place the Plague marker 3 turns ahead on the turn track. Also add the T18 tactical chit to the tactical chit cup.
	

	M10
	Truce of Malestroit
	Jean de Normandie and Edward III along with 3 units of Ch and/or Me for each side is removed from the game. No BR Ch can be chosen.
	

	M11
	Chevauchée
	3 different leaders are activated.
	

	M12
	Thomas Dagworth
	Place Thomas Dagworth and 4 Me at any port city controlled by the Montfort player. Also add the T13 tactical chit to the tactical chit cup.
	

	M13
	Inertia of Charles de Blois
	Activate 3 lone units.
	

	M14
	Desolation
	Place 3 pillage markers anywhere on the map.
	

	M15
	Dismantlement
	-1 to the Fortification level of 2 fortified cities. Montfort units should occupy these fortified cities.
	

	M16
	Lack of interest
	3 non-fortified Blois controlled areas without Blois combat units become Montfort controlled. Check for control of counties.
	

	M17
	Jean II the Good
	Remove Jean de Normandie from the game. Until the event B20 has been played, the Blois player draws one card less. Add the Tactical chit T6 to the Tactical Chit cup.
	Event B12 must have been played.

	M18
	Charles of Navarre
	External War: 1 French leader and 2 units (FR Ch and/or Me).
	

	M19
	Intrigues at the French Court
	The Blois player must show his card hand to the Montfort player at the end of the round.
	

	M20
	Chevauchée
	2 different leaders are activated.
	

	M21
	English Bases
	2 areas become bases and all Montfort units in them are automatically paid in the Resource phase.
	

	M22
	Poitiers 1356
	The Blois player cannot recruit this turn. Eliminate 2 Me units.
	

	M23
	Tanguy of Chastel
	The Montfort player can move through non-occupied enemy fortified cities without incurring a loss in the next three activations. (see 5.3.1).
	

	M24
	Robert Knollys
	Place Robert Knollys and 4 Me at any port city controlled by the Montfort player.
	

	M25
	Du Guesclin in Normandy
	External War: Du Guesclin and 3 units (FR Ch, BR Ch and/or Me).
	Event B28 must have been played.

	M26
	Shares of Evran
	The Montfort player rolls a die and adds the number of counties under his control. If the result is 12 or more, he automatically wins. If not, the Blois player does the same. If the result is 11 or more, he automatically wins. Add the tactical chit T17 to the tactical chit cup.
	

	M27
	Walter Bentley
	Place Walter Bentley, 1 AN Ch and 4 Me at any port controlled by the Montfort player.
	

	M28
	John Chandos
	Place John Chandos, 2 AN Ch and 4 Mercenaries at any port controlled by the Montfort player.
	


