
Move Only iighteLs nlay n)ove. 1, ops nioves Llp b :ill
fighters fi-onr one district to adjacent districr.

A fighte r nlay nlove muitiple tinres. Can

nrovc nu-rltiple iighters.

E{fect Circumstance

1 Fc.r ever-y 2 RevolutionarV r.rrits

hilled/aLrested tiris turn (roLir.r,.i clou.n)

For every 3 Carrisons not Djsabled

E6u;-to l)isable Soviet unit. Reveal

irrsur qcrrt it' ir rr.rs IrjJJ.rr.

Cain Monreutunr" Soviet nrlv couuterattack

(Lo1l dic vs. RcrJiness).

1

C)pen

Attack
Play 3+ ops

i 1 For cvery 3 Disabled Carrisons (round dou,n)

I-Ie1p

Civilians
Flee

Plly cards u,ith ops - 6 nrinus # insurgents

in district (nrust play at least 1 card); rcnxrve

civiliirn an,J place iicc dor.r,Li in Au.srrr)l
blrrder box. Draw Phase & Tactics Phase

' Revolutionary draws cards from deck

' 1 player: 12 il Morale 19*, else 8. Limit o[ 12 cards in
hand.

' 2 player: 7 eacb i{ Morale lp*, else J. Limit of 8 cards in
hand.

' Soviet player selects Tactics Cards: 6 minus # unavailable

cards, plus optionally L leftover card.

@
Reinforcement Phase (skip in first round)

t,nteL teiLribrcements: pi:ry I c.Lr'.i t rth , Jr.m 4 of urrits -
ops. Placc iu .listricts rru,ith insurgerrt or no Cialrison.

Adjustment Phase

. -L Prestige lor every 2 Momentum tokens (rouud down), -1,

Readiness. End game if, Prestige = 0; end of Turn L0; all '

ffi Ha;reix,lli:i ni: " "ed 
; S ur rende r ( 6

' Adjust Morale. Surrender if, Morale = 0.

' Soviet may keep 1 unplayed Tactics Card; 1 random Tactics

Card for every 3 Disabled units (round dowa) fiom remainder

becomes unavailable; recover Disabled units; advance Round

marker.

Clean-up Fhase

Hide insr-rrgent units remove units !-onr kil1e,lfaLresteLl

Anrbush Requires botir lridden unit rvith ictx and

c;rrds u,ith 3 | ops (at least 1 card u,itir icon)

to rlis;ib1e Soviet unit. C:ritr Monrentunr.

Sclviet nr.ry not cor.lnterattxck.

Revcal hid.icrr ur-rit alicr Ambr-rsh.

Build
Barricade

Requires both hrdden Lrnit r,i,ith icon and

car.ls'uvith ops = 1 i- # active Reginrents il
district (at least 1 caLcl u'ith icon). Revc;rl urrit

and place

in districr.

1 thnir:ade. Maxintrm l lJaLricaJc

Counter-

attack

Requires [:otl-r unit with icon and cards with
3+ ops (at least 1 card with icon). Disable

aftacking Regiment. Reveal unit if hidden.

No Momentum; draw 1 card instead.

Must not be

make Barricade L ops cheaper (minimum 1.).)

(If Rubble pre sent flip it instead to

May not Attack.
If kjlle,l in Assault: -l Prestige,

Play any card to reveal t hidden

insurgent in auy district.

Decrease Readir-re ss.

Cain Momentum equal to ops -1 i1-:

- Insurgent l,as Q@ i.orr;
- And district has Rubble/ Barricade;

- And at least 1 Active Regiment in district.

Play any card, reveal unit(s) with icon and

lbL each ops: remove 1 Wound or hide L unit.

Medic cannot [real itsell

Bystander

@
Dely

Medic

E

optional)

box at-rd okens fionr MonreLitunr box (leave 1 if orld nunrber ir: box)

Rules Re{irence

x Advanced
Game Only

uilll/ms[A[[rllilill0lts il0flAlt l[Jllsritt]tl

M[WilEMi

3

o

Operations Phase

' Ea.ch Revoh-rtionary turn 1b1lou,e,l by l Sovict tllin: niay pass,

nlLrst p;1ss u4len out of cards, and r.r,[rcn lll pass, cnJ Ph:rse"

' LTp to 3 Revolutionar:y C ardsf 2 Tlctir:s Cards pe r tr.rrn.


