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DEPLOYMENT CARD KEY

ATTACKER’S DEPLOYMENT ZONE

this area

The Attacker must set up their army within

DEFENDER’S DEPLOYMENT ZONE

this area

NO MAN’'S LAND

The Defender must set up their army within

OBJECTIVE MARKERS

The region of the battlefield that is not within
either player’s deployment zone.

The quantty and locations of objective
markers are shown with this icon
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