
Things to consider when playing Memoir 44: 

• M44 is a hand management game that happens to have a war theme. 

• DON'T advance units just to take your best available shot on a turn-by-
turn basis.   

• NEVER advance units if you don't have at least one more card (and 
preferably 2) in your hand that can order them. You will only leave them 
stranded for your opponent to defeat in detail. 

• Use dotted line hexes to your advantage. Shift units from one section to 
another if you have a lot of cards for one section. Tanks are particularly 
useful for this, but so are infantry advancing in hexes on or adjacent to 
dotted lines. 

• If you are dealt a particularly poor opening set of cards, don't start 
advancing troops until you've re-modeled or at least improved your hand. 
Moving units forward from the second sea row is an excellent way of 
buying time beneficially in a beachhead scenario. 

• Retreating a crippled unit with a Recon-1 card and getting a choice of 2 
cards is NOT a wasted turn. A medal saved is as good as a medal won. 

• Get blocking cards out of your hand immediately at the start of the game 
or as quickly as possible when you draw them. For example Dig-In and an 
Armor Assault or an Artillery Bombard (if you don't have the required 
units) will just sit in your hand and fester if you don't get rid of it, limiting 
your choice of actions for the rest of the game. Yes, they can be useful as 
a single order anywhere card, but not at the expense of sitting there for 
ages, particularly if you only have 4 or 5 cards. Use them and lose them. 

• You should know what card you are going to play NEXT turn before you 
play THIS turns card. If luck brings you a better option in the card draw 
then that's a bonus. This should always be at the forefront of your mind. 

 

Hopefully these tips will be useful. Memoir 44 is primarily intended to be a game 
of maneuver and strategy, not a toe-to-toe slugfest, although it CAN be played 
that way too. Dice are the inevitable necessity of a lite game. They produce the 
predominant factor of chance. If you play your hand well and are not 
EXTREMELY unlucky, the bad effects of the dice will be limited. Asymmetric 
scenarios are what give the game its character and its closest nod towards being 
a war game. Nonetheless, it is intended that the scenarios be played twice, with 
all medals being totaled to decide the winner. Even if you can't win a scenario, 
taking that extra medal can still bring victory in the end. 


