
Move

(l)lay up to 2 calds per turn in Operations Plrase. Apply to r"rnits in

I ilivisiorral sector only. Disrbled Regirnents c:rnnot tlr](c :1n)' optiolrs

except have Ra11y playe.l on the:n.)

Draw Phase & Tactics Phase

" Revolutionaly r}-aus carJs fion Jeck

' l player: 12 iI'Morale 19+, else 8. Linrit of-12 crLtls in henll.

' 2player 7 each if Nlorale 19+, else J. Linrit of 3 carJs irr

hand.
. Soviet pllyer selccts Tactics Carrls: 6 nrinrts # un:rvrilable cards,

1 lefiovel c:rrJ.

Reinforcement Phase (skip in first LounJ)

Enterreinfor-cenrents: play l carr,lwitl: $j,,l."* # of units - ops.

Place in rlistricts rn'ith insurgent or no Carrisot-t.

Operations Phase

' Each Revolutionary turn lbllowed by a Soviet tlrrn: n)ay pass, ntlst

pass rvhen or:t of car,1s, xnd v!'hen all pass, en,i Phase.
. 

--p u, 3 Revolutior-r:rry Cartlsf 2 Tactics Cards per tlrrn.

Phase

May not leave sector or re-entef Staging Area.

Pinning rule: Must stop for turn on entering

irsrricc wrrh Brrrr.".i.,filllilor rcvealci

insurgents.

Ir)

Recott Reveal t hiJden insulgerlt. No Recon in Night
tttt'n. I R..tJttttr' 1t,,tll) it- .ttt1 itt.tttgetrl.

revcalerl by Recon in turn.o
Plobe May r-rot 1)r'obe il rlistrict with a Barricatle.

Revolutionary nray counter:rttack.

':1Ass;rult No Assar-rlt ir-r Night tr"rru. Revolutional'y may

aoor-trar"naak.@
*

Clear Renrove 1 BarricaJe/Iiubble t,:ken in district

u,ith Recimcnt.

every 2 Momentum down),
-1 Readiness. End ganre iI: Prestige = 0; end of TLrrn 10; all

,lutionaly ulrts kille,,l or rrrcstecl; Surren,,ler (6 or

ltll,er armecl rgents leli).

A.ljust Moralc. Surrerrrler iil Morale - 0.

Soviet r.rray keep 1 unplaye,l Tactics Cald; 1 rauJonr Tactics

Card lbr every 3 DisablerJ r-rnits (rounri ,lor.r,n) li-c,nr renraiuder

becomes unavailable; recover Disab1e.1 units; advalce Rour-rd

nrarker.

Clean-up Phase

Hirle insurgent Lluits; renlove units li-onr kille,J/arre sted box an.l

tokens lionr Monrentunr box (leave 1 r1- otlJ nunrber ir-r box).

Probe: .lrar.r,cerJ ibr pi-obe value (ust nirlrt value it'Night tr-rLn)

' Nor available if'BaLrica.de in tlistrict,

Assault: Jrar,r, carJ {br assault valr-re.

-1

j
C-iarrison Place a Garrison in distlict with objective anJ e

Reginrer-rt. Orrly 1 CaLLisor,r per .listrict.
ZPZ

Rrlly Restore Disableil ur-rit to Active state, anyu,here

in sector'. May not Jo alier Revolutior-rary has

passed.
F

Arrest

E{Gct Circumstance

Removc 1 civilian ir-r tlistrict with Reqiment.

May not Jo ii- any reveale.l itrsurgents in district
-1 .Readir-ress.

do

' -1 value ir$@rtricade in district
' Cannot bc tal<eu at Night.
' Last action a can take oD a trrrn.

1 For evety 2 Revoh.rtionary Lrnits ki1led/arrested dris turn

irotrrtJ J,,wrr)

1

Roll die anJ conrpare to Readiness.

' If ro11+3 equal ol less than ReaJiless: Kill anJ .lecrease Re:rJiness.

' Else if Loll e.y"ra1 or less than Readir-res: t hit and decrerse Rearlirres.

' Else increase Readiness.

Each poir-rt of attack value: wound an insurqent oL kill a u.oLrn.leJ

insurgent.

For every 3 Carrisons not Disablerl

(rour-rd dou,n)

Reveal Headline Carrl.

Execute I{earlline CarrJ penalty if applicable,

n

Play carrl to resolve Headline Car,l ar-ry tinre

conditions nret, for *1 Prestige. Carrl .loes not

count against 2-caril limit. May immediately

perfornr 1 action of type that has already been

done this turn.

Resolve

Headline

. -1 value iI-Rubble in Jistiict.
' Place Rubble if unnrodifie.l value is 3*

value is 3*
' -1 Prestige iI-killetl a

' I)lace Rubble if' un

or Blocked

-l 1 l-tlr every 3 DisableJ Calrisons (roun.l Jor.vn)
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