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1.0 INTRODUCTION 
These are the Standard Rules for the District Commander 
series of operational level games on counterinsurgency 
situations. Game modules in the series take the action to 
different places and times (Algeria 1959, Vietnam 1969, 
Afghanistan 2009, and the hypothetical near future etc.), 
and require additional rules to suit the aspects of each 
unique conflict. The modules will have their own sets of 
Exclusive Rules, which will supplement, change or replace 
some of the standard rules that follow.  
 

2.0 GAME CONCEPTS AND COMPONENTS 
Each game contains the following: one set of double-
sided counters, one map, Standard and Exclusive Rules, 
and a set of play aids including charts, tables, and 
tracking sheets. No dice are needed unless playing the 
game solitaire and exercising the “No Chit, Cherlock” 
optional rule (10.3). 
 

2.1 Concepts 
 

PLAYERS 
The game is played between two players, referred to as 
the Insurgent and the Government.  

 The Insurgent player controls the ORANGE units. The 
player is in the role of a leader of the passive and 
active resistance to the national government in this 
part of the subject country. These units represent the 
main organized and armed opposition to the 
established government of the country shown, as well 
as the “shadow government” organizations used to 
extend and strengthen control of the civilian 
population (Infrastructure Units).  

 The Government player controls the BLUE units. The 
player is in the role of a task force commander 
consisting of both military and law enforcement, with 
additional attachments and supplementary units 
representing social and administrative organizations 
supporting the government (Infrastructure Units).  

 References to advanced rules, other notes, and general 
wise-guy commentary are set off in italics. Depending 
on the game module, advanced rules introduce several 
additional concepts, including: 

 Assets: to reflect the effects of small teams of 
specialists or particular weapons. See 9.1. 

 Foreign troops: most games include an additional 
faction for the Government player, e.g. foreign 
troops from one or more countries assisting the 
national government in maintaining and improving 
security. These are the GREEN units. The term 
“Government” applies to units of both colours, 
unless a specific exception is made for domestic 
(blue) or foreign (green) units. See 9.2. 

 Intelligence: a subsystem that grants both players 
some transitory tactical opportunities. See 9.3. 

 Non-player factions: some games feature Non-State 
Militias (NSM) and organized criminal gangs 
(CRIM). These units are not controlled by either 
player but behave in accordance with set rules (see 
exclusive module rules).  

 

MECHANICS 
This is a turn-based game, with each turn representing one 
to several weeks of assorted activity, more time in quieter 
areas of the map, less in others that see more action.  
 

The players use Task Points (TP) to accomplish various 
things during game turns. They are an abstraction of the 
amount of support the authorities, to which the players are 
responsible, are prepared to provide, as well as the 
capacity of the troops involved to complete their assigned 
tasks. They represent both material goods (e.g. money, 
weapons, ammunition and explosives, vehicles, choice 
recruits) and intangibles (e.g. patience, time and effort 
spent preparing for operations, staff officers’ experience 
and competence, priority for administrative and intelli-
gence resources, etc). There is no equivalency implied 
between one “Government” Task Point and one “Insurgent” 
Task Point. 
 

Each player will get an allotment of TP at the beginning 
of each turn to spend accomplishing various tasks. 
However, this allotment represents the total capacity of a 
player’s organization to perform operations. Players can 
run a “TP deficit” if they desire, at the cost of running 
down that total capacity. However, if players take a 
partial break from overdrive-tempo operations, and end 
a turn with significant unspent TP, they can rebuild some 
of that capacity. 
 

Each turn begins with a Planning and Preparation Phase, 
during which players will resolve a random event, receive 
their turn’s allotment of TP, and prepare for action in the 
subsequent Operations Phase (see below). Both sides will 
then deploy counters representing troops onto the map. 
Optionally, there is an Intelligence Segment where players 
will acquire Intelligence chits for later use. 
 

After this, there is the Operations Phase, during which 
both players will expend TP to perform discrete 
operations (missions) with stacks of units. The action will 
shift back and forth between the players during the 
Phase. Some missions are tactical missions, that is, 
straightforward military tasks such as performing patrols, 
attacking the enemy forces, or moving from place to 
place. These missions may be performed multiple times by 
a stack during the Phase since they are shorter in 
duration. Other missions emphasize the “non-tactical” end 
of the campaign, which involves mainly establishing 
friendly, or reducing enemy, influence or control of a 
given area, or recruiting or training troops. These missions 
take more time to perform and so may be the only 
mission performed by a stack in the Phase. 
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Finally, there is a Turn End Phase where both players 
may redeploy their units to the Unit Box, adjust their TP 
Allotments, and record Victory Points as directed by their 
current Strategy. They may also appeal to their 
respective Higher Authorities for additional resources. 
 

SECRECY 
Separate record tracks and holding boxes are provided 
for each player to keep track of their various Points and 
units during the game. The number of Chance Chits and 
Victory Points a player holds, as well as the contents of 
their Unit Box, are a secret: the player is under no 
obligation to tell the other player anything about them 
except when it materially affects the operation of the 
game (e.g., when announcing they have sufficient VP to 
end the game). The number of Insurgent Task Points is a 
secret, but the number of Government Task Points is not; 
the Insurgent must know this in order for players to 
determine which side has Tactical Initiative in a given 
Area in the Operations Phase (see 6.0). 
 

The Insurgent player’s units are concealed (placed face 
down) unless they have been revealed (turned face up) by 
a Government Patrol mission, have performed a mission of 
their own, or otherwise exercised their abilities. They also 
enjoy the use of an Underground (UG) box in each Area of 
the map. This represents space or time where they can hide 
out covertly, though with limited actions open to them. 
Normally the Government player cannot interfere with 
units in the UG box, but they can perform Patrol missions 
(representing surveillance and population control measures) 
to move them out of the box to be “at large” in the Area. 
In the Turn End Phase, all Insurgent units are moved back to 
the UG Box of the same Area; non-Militia units may also 
go to the Available section of the Unit Box. 
 

WINNING THE GAME 
Players will score Victory Points (VP) as directed by the 
conditions and awards in the Exclusive Rules. The winner 
of the game is the first one to make it to a set limit of 
points – players can agree to have a shorter game (say, 
100 points) or a longer one (150 points or more). 
 

VARIABLE STRATEGIES 
Games may feature variable player strategies for scoring 
Victory Points (VP). During the game, both players will be 
working under one Strategy or another, representing the 
overall direction, campaign plan, or priority of effort that 
they have been given by the higher authorities that they 
report to. Each side has a number of possible Strategies 
(see the respective charts and tables for the game).  
 

2.2 COMPONENTS 
 

2.21 Map. The map shows a section of the subject country. 
It is divided into Areas. The game is played with card-
board counters, called “units”, placed in the Areas on the 
map. Any number of units may be placed in an Area. 

Areas are adjacent to each other if they share a border 
of any length or a corner, but the units within them are not 
adjacent to units in other Areas. 
 

 
 

Each Area is marked with the following information: 
 The district name. 

 A Population Number (Pop) from 0 (waste ground, 
desert or hilltops where no decent human lives) to 5 (a 
densely urban, built-up area). This measures the 
relative population density in the Area, and is 
important in deriving Victory Points (for controlling the 
local population and the Area’s Lines of Com-
munication). Each Population Number represents a 
variable number of people, depending on the game. 

 A Terrain Modifier (TM) from 0 (flat, open areas of 
scrub or desert, or lightly constructed detached houses) 
to 3 (hills or mountains, heavy vegetation, densely 
constructed areas like high-rises or shanty towns) that 
modifies a player’s chances of detecting a hidden 
enemy, or the effectiveness of defensive positions in 
rough terrain or Insurgent Ambushes.  

 An Underground (UG) box that only the Insurgent 
may use. Units and Assets there are safe from enemy 
interference but have limited options for performing 
Missions. They can be moved out by successful Patrol 
missions. Government units do not use this box. 

 Terrorized areas: Areas on the map which have seen 
a large amount of fighting or excessive violence may 
become Terrorized, representing a general break-
down of civil life and social structure. Terrorized Areas 
are marked with a Terror marker (skull) and have a 
negative effect on operations performed there. 
Players may act to recover a Terrorized Area. See 
6.18 and 6.3. 

 

2.22 Unit Counters. These represent the military and para-
military units or civilian-based organizations available to 
the players. Some represent small groups of men (teams of 
soldiers, technician-operators or cadres, of 10 to 20 men 
each) while others stand for larger military units (companies 
of 100-150 troops) or arrangements of less organized 
near-civilians (several hundred or thousand). There are two 
types of units: Combat and Infrastructure. 
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2.221 Combat Units. These units are divided into Govern-
ment and Insurgent sides, and further into two unit classes: 
paramilitary (part-time or partially trained troops, or law 
enforcement personnel) and regular (full-time, better trained 
and equipped soldiers). 
 

Combat units have three large numbers beside the unit 
icon. From top to bottom, they are the Intelligence Rating 
(IR), the Troop Rating (TR), and the Civil-Military Rating 
(CMR) of the unit. Respectively these represent: 

 IR: how good the unit is at finding, evading or out-
witting the enemy (searching an area, patrolling, 
operational security, setting ambushes and traps etc.); 

 TR: how good the unit is at fighting the enemy (partly 
a measure of the unit’s intrinsic firepower, but more a 
measure of its morale, discipline and cohesion in battle); 

 CMR: how competent the unit is at establishing civil-
military cooperation (activities that not only promote 
the physical security of the local inhabitants, but also 
confirm or deny local support of the government or 
the insurgent movement – depending on which side 
you’re playing) and promoting and developing the 
political and social agenda of its side. 

 

Types of combat units include the following. Except for 
Militia, which are all rated the same, some units are higher 
quality than others, denoted by different sets of Ratings. 
Game modules may add other types of combat units. 
 

GOVERNMENT 
 

 
 

INSURGENT 
Insurgent units have blank backs for concealment and 
deception. 
 

 
 

Assets: These represent small groups of specialist troops or 

equipment that normally operate in support of Combat 
Units, to give them special temporary abilities. They are 
marked with an icon and a notation of how they affect the 
Ratings of units with which they are stacked. See 9.1. They 
are considered a subclass of Combat Unit. Note that each 
Government Asset has a different one printed on the back 
of it to allow the players some latitude in force composition; 
it does not mean that one Asset can be converted into 
another. Meanwhile, Insurgent Assets have blank backs for 
concealment and deception. 
 

Non-State Militia (NSM): These are not present in every 

game. They represent autonomous neighbourhood defence 
groups, vigilantes, private security firms and contractors, 
and other violence-prone types who may support the 
government but are not under its control. NSM units enter 
the game in response to Areas being Terrorized. They are 
not played by a human player but perform in accordance 
with a set of “automatic” rules. See exclusive module rules. 
 

Criminal: These are not present in every game. They represent 

organized criminal gangs that appear in Terrorized, un-
policed areas. Generally, Criminal units will act to deny Victory 
Points to one or both players. See exclusive module rules. 
 

Foreign units: These are not present in every game. They 

are assets or combat team-sized units of soldiers from 
another country. Combat units can adopt Concentrated or 
Dispersed mode, like CBT. See 9.2. 
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2.223 Infrastructure units (IU). These units represent local 
political and administrative authorities (either the national 
government, or the “shadow” Insurgent government) and 

also immovable environmental features or 
improvements that support operations (e.g. 
training facilities, schools, wells, barracks, safe 
houses, weapons or food caches, tunnels). IUs 
are needed for several purposes: to give the 
Insurgent player a place to deploy their 
reorganized units (5.3); to recruit or promote 
Militia (6.17); to help Areas recover from being 

Terrorized (6.19); and to gain Victory Points through control 
of the civilian population (7.21). Note that the IUs of each 
side have been printed on the reverse of each other; this is 
to give some variation in structure and make intelligent use 
of available counters but this does not imply one can be 
directly converted to the other. 
 

2.23 Game markers. Markers are supplied to record what 
Game Turn it is, which Areas have been terrorized by the 
fighting (see 6.3), and to track a player’s Task Points and 
current allotment, Victory Points and current Strategy used. 
These are coloured ORANGE, BLUE or TAN. 
 

2.24 Chance Chits. Dice are not used in this game! 
Random processes are governed by the drawing and 
playing of Chance Chits. These are coloured TAN. Each 

chit has three numbers on it (except two that 
are blank). They are usually played in 
situations where the opposing players are 
matching one or more of the three ratings on 

their Combat Units. The three numbers refer, from top to 
bottom: Intelligence Rating (eye); Troop Rating (star); and 
Civil-Military Rating (heart). 
 

During the Operations Phase each player will normally 
hold a secret hand of Chance Chits so as to influence 
operations; they will always have one blank chit that will 
always sit in their hand of Chits which can be used to 
deceive the other player in situations during the 
Operations Phase. These Chits will be expended during 
play as players perform (or defend against) certain 
Missions. Note that while Chits initially are drawn 
randomly, the Chits that one plays during the turn are 
selected deliberately.  
 

2.25 Intelligence Chits. These have different coloured fronts, 
but they all have GREY backs. They are used for several 
functions in the game. The Government player generally uses 
them to locate and engage Insurgent units on better terms, 
and the Insurgent player uses them to evade Government 
scrutiny, have more effective Ambushes or Attacks, or spread 
further confusion. Exclusive game rules and modules may add 
other types of Intelligence Chits and functions. See 9.3.  
 

2.3 PLAYER AIDS 
The game includes the following player aids: 

 A Mission Chart explaining the different Missions each 
player may perform in the Operations Phase; 

 An Expanded Sequence of Play; 

 A Record Sheet for each player including an All-
Purpose Record Track and a Unit Box, subdivided into: 

 Units available for Deployment: units move from 
here onto the map in the Deployment Segment. 

 Units available for Recruitment: Militia are kept 
here until they are built in Areas on the map (6.17) 

 Disrupted units: when units are disrupted in oper-
ations they are placed here until “revived” by the 
expenditure of TP in the Command and Planning 
Segment. 

 

2.4 STRATEGY CARDS 
Each player has a set of Strategy Cards that are used to 
determine their current scoring strategy, and the VP 
scored for different criteria under that strategy. 
 

3.0 SETTING UP THE GAME 
First, players agree which scenario of the game they will 
play (Free or Random Deployment), which side each 
player will take, and to what limit of Victory Points they 
will play. See 10.0. 
 

Lay out the map between the two players. Place all 48 
Chance Chits with numbers on them in an opaque con-
tainer. This container is called the Randomizer. Each 
player also takes one blank chit (0 for all three ratings). 
Place all Infrastructure Units in a common pool available 
to both players. The players place their initial forces on 
the Map or in the Available boxes as directed, 
Government player first. The first game turn then begins 
with the Planning and Preparation Phase. 
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4.0 SEQUENCE OF PLAY 
Each turn represents several weeks or more of assorted 
activity; less in some Areas, more in others, depending on 
what happens. Each Game-turn, the sequence of activities 
is as follows: 
 

 
 

Each Phase is explained in detail in the following rules. 
 

5.0 PLANNING AND PREPARATION PHASE 
 

5.1 RANDOM EVENT SEGMENT 
One player (it doesn’t matter who) draws two Chance 
Chits in succession from the Randomizer. The Intelligence 
Ratings (IR) of the two chits determine which random 
event, if any, on the Random Events Table occurs in the 
turn: e.g. if the first chit has an IR of 2 and the second has 
an IR of 4, Random Event “24” happens. 
 

Players do their best to implement the random event as 
described in the table; if it is impossible to do so, or 
suitable conditions do not exist, it is treated as “No Event.” 
Finally, replace the two Chits in the Randomizer. 
 

5.2 COMMAND AND PLANNING SEGMENT 
This segment is performed simultaneously and secretly by 
both players. 
 

5.21 Receive Task Points (TP) Allotment. At the beginning 
of each turn each player receives an allotment of Task 
Points (TP), recorded by the TP MAX marker. This allot-
ment is set at the beginning of the scenario and may 
change later as a result of Appeals (7.3). In this phase the 
player sets their TP NOW counter to match the number 
indicated by the TP MAX marker, and subsequently will 
move it downward on the track to note the expenditure of 
TP (and up again if the player’s TP expenditure passes into 
deficit - I hope I don’t have to remind you how negative 
numbers – integers – work). 
 

5.22 Receive Chance Chits. Each player also receives an 
allotment of Chance Chits. Each player draws one Chit 
randomly, notes the HIGHEST of the three numbers on it, 
and replaces it in the Randomizer. Each player then 
draws randomly from the Randomizer a number of Chits 
equal to the number that they just noted, and places them 
face down in a row in front of them. Also, at this point in 
the Game Turn only, each player may draw more Chance 
Chits, at the cost of 1 TP per Chit. 

5.23 Undisrupt Units. A player may now expend TP to 
move units from the Disrupted section of their Unit Box to 
the Available section, at the rate of 1 TP per Combat Unit 
or 2 Assets (round up). Militia units do not enter the map 
in the Deployment Phase as Combat Units do – they must 
be rebuilt and placed during the Operations Phase (see 
6.14, 6.16). Any Combat Units on the map with Hit 
markers on them may have all Hits removed, at the rate 
of 1 TP per unit (not per hit). 
 

5.3 DEPLOYMENT SEGMENT 
 

In this Phase players deploy their units on the map in 
preparation for performing missions in the ensuing 
Operations Phase.  
 

 The Government player deploys first. They may first 
move any or all of their Combat Units (except Militia) 
and Assets from any Area(s), including the Available 
section of their Unit Box, to any other Area(s) on the 
map. They may then form stacks of one or more 
Combat Units and Assets within each Area; these 
stacks will perform missions as a group in the 
following Operations Phase. This does not cost Task 
Points. Any number of stacks may be in an Area, and 
each stack may contain any number of units. 
Government and Foreign Combat Units, at this time 
only, may adopt Concentrated or Dispersed mode as 
the player wishes; this also does not cost Task Points.  

 The Insurgent player deploys next. They may first 
move any or all of their Combat Units (except Militia) 
and Assets from the Available section of their Unit 
Box, to any Area(s) on the map (they may also deploy 
up to an equal number of Dummy units). All counters 
deployed are placed face down. They may place 
these in any Area(s) with one or more friendly IUs. If 
they have no IUs on the map, they may place them in 
any Area(s) with one or more Guerrilla units. If no 
Guerrillas, then Militia units. If nothing at all on the 
map, then anywhere. The player may then form 
stacks of one or more Combat Units and Assets within 
each Area on the map; they may be combined with 
units already in the Area (they may also form stacks 
of only Dummy units). This does not cost TP. The stacks 
will perform missions as a group in the following 
Operations Phase. Any number of stacks may be in 
an Area, and each stack may contain any number of 
units. The Insurgent player may place their stacks 
either in the UG box of an Area or “at large” (i.e., 
out of the box); if they remain in the UG box, their 
choice of Missions are limited but they are otherwise 
protected from attack by Government units (unless 
their stacks are forced out of the UG box by 
successful Government Patrol missions). 

 IUs of either side never move from the Area where 
they were placed or built, except by being Disrupted. 
They do not form stacks with any other units, including 
each other. Insurgent IUs are placed “at large” in an 
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Area but, like Government IUs, may not be attacked 
until all other Insurgent forces “at large” in the Area 
have performed missions or been disrupted (see 6.15). 

 

5.4 INTELLIGENCE SEGMENT 
See 9.3 if using this optional rule. 
 

6.0 OPERATIONS PHASE 
The Insurgent player will begin by choosing one Area on 
the map to have the Combat Units there perform 
operations in the form of discrete missions. The player 
who currently has the higher number of Task Points has 
Tactical Initiative (Insurgent player wins ties) and may 
EITHER perform missions with one stack of their units in the 
Area, expending TP as they go, until they wish to stop, 
OR they may pass. If they pass, or when they stop 
performing missions with that stack, the player who now 
has Tactical Initiative (which may be the same player) 
may now perform missions with one stack of their units in 
the Area, expending TP as they go until they wish to stop, 
or they may Pass. The Tactical Initiative will therefore 
swing back and forth between players depending on 
what they are doing.  
 

When both players pass in succession, the Insurgent player 
chooses the next Area to perform operations. They may not 
return to an already-activated Area. They must activate all 
Areas on the map that have units in them (the order in 
which they activate the Areas is up to them, though). When 
all Areas have been activated and all activity completed, 
the Operations Phase is over. Optionally, mark activated 
Areas with a bingo chip, tile spacer or other strangely-well-
suited household object as a reminder. 
 

To determine who has Tactical Initiative in an Area, the 
Insurgent player compares both players’ current TP levels 
(marked by the TP NOW markers), in order to keep the 
Insurgent TP level a secret, and declares who has it. Place 
the TAC INIT marker in the Area with its orange or blue 
side up, as a reminder. 
 

Optionally, at the moment the player with Tactical Initiative 
declares a mission to be performed by a stack of their units, 
the other player may play an Intelligence Advantage chit to 
flip the Tactical Initiative temporarily to their side. They 
discard the Intelligence chit to the Intelligence Pool and may 
perform ONE mission with ONE stack of units in the 
currently active Area. At the end of the mission, Tactical 
Initiative goes to whichever player would now normally 
have Tactical Initiative.  
 
The player who originally had Tactical Initiative may cancel 
the other player's chit play by playing an Intelligence 
Advantage chit of their own; both chits are discarded to the 
Intelligence Pool and the Phase carries on. 
 

6.1 PLAYER MISSIONS 
In this Phase each stack may be activated by its owning 
player once. A given stack may perform one or more 
Missions during an Operations Phase, limited by the 
choice of Mission. Once the owning player has finished 
performing missions with a stack they may not come back 
to it later (rotate the stack 90 or 180 degrees, or other-
wise mark it as having been activated). 
 

Remember, Task Points are expended to allow one stack to 
perform a mission, whether that stack consists of a single unit 
or many units. Players will have to balance the efficiencies 
produced by concentrating force with the drawback of 
covering less ground, thus dominating less population. 
 

Tactical and non-Tactical Missions:  

 Patrol, Attack, and Move Missions (6.11 to 6.14) are 
called “Tactical Missions”. They may be performed 
by a given stack of units any number of times during the 
Operations Phase, at the rate of 1 TP expended per 
mission. (Partial exception: Ambush missions [6.13]: stack 
performing must first be concealed; it is then revealed. 

 Building or Reducing Infrastructure, Recruiting/Pro-
moting Militia, Intimidate, and Removing Terror 
Missions (6.15 to 6.19) are “non-Tactical Missions”. If 
a player chooses to have a stack perform one of 
these missions, it costs 1 TP and will be the one and only 
Mission performed by that stack during the Phase.  

 Insurgent units in the UG box of an Area may 
perform only Build Infrastructure, Recruit/Promote 
Militia, or Remove Terror missions. 

 

TP expenditure and deficits:  

 As TP are expended by a player in performing 
Missions, the player moves the TP NOW marker 
downwards toward zero.  

 When it reaches zero, flip it over to show “TP DEF" 
(deficit); the counter will now move upwards to show 
the rising number of negative TP. 

 

Chance Chits and Missions:  

 In resolving certain Missions, players will play a Chance 
Chit of their choice from their hand. Players must play 
a Chit: they are played face down and revealed 
simultaneously (remember you always have a blank 
Chit in hand, so you can always fake the other player 
out if you don’t want to use a better one). 

 Players then add the applicable Rating from the Chit, 
depending on the mission, to the total applicable 
Ratings of their involved units, and match totals.  

 The winner is the one with the higher total (ties result 
in no effect); the outcome depends on the Mission. 
Both Chits are then discarded to the Randomizer 
(except blanks, which always go back to your hand). 

 

Tactical Missions 

Note: Insurgent units in the UG box of an Area may not 
perform any of these missions. 
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6.11 Patrol. Only the Government player may do this. A 
stack may Patrol against any ONE stack of Insurgent units 
in the UG box of its Area. A given Insurgent stack may be 
'patrolled' against any number of times by the same or 
different Government stacks. 

 The Government player indicates the performing 
stack and the target Insurgent stack, and expends 1 
TP. Both players simultaneously play one Chance Chit.  

 The Government player adds the total of Intelligence 
Ratings (IR) among the units in their stack (which may 
be altered by any Assets present), plus the IR of the 
Chance Chit they played. (If they expend an 
Intelligence Advantage chit at the same time, they use 
the highest of the three ratings instead of the chit’s IR.) 

 The Insurgent player adds the LOWEST IR of all the 
units in the target stack (which may be altered by the 
presence of any Assets present) plus the IR of the 
Chance Chit they played plus the Terrain Modifier of 
the Area. (If they expend an Intelligence Advantage 
chit at the same time, they use the highest of the three 
ratings on the chit instead of the chit’s IR.) 

 The Insurgent player tells the Government player if 
they have the higher total, or not. The Insurgent must 
tell the truth! 

 If the Government player has the higher total, the 
Insurgent player stack is moved from the UG box to 
be “at large” within the Area (it can still perform a 
mission later in the Phase if it hasn’t already). Any 
face down units and Assets remain face down. If the 
target stack was already “at large”, any face down 
counters in the stack are revealed (turned face up). 
Any Dummies exposed are removed to the Available 
section of the Unit Box. 

 If the Government player has a lower total or there is 
a tie, the Insurgent stack is not moved or revealed. 
The stack can still be Patrolled against by the same 
or a different stack on a separate mission.  

 A stack containing at least one Dispersed mode CBT 
unit may perform a single Patrol mission against all 
the Insurgent stacks in the Area; however, the 
Government player may not play any Chance Chits in 
doing so (that is, they use only the combined IRs of 
the units and effective Assets in the stack or Area). The 
Insurgent player may play one Chance Chit that will 
apply equally to all Insurgent stacks in the Area for 
that mission. (If they expend an Intelligence Advantage 
chit at the same time, they use the highest of the three 
ratings on the chit instead of the chit’s IR. They still add 
the Terrain Modifier.) 

 

Example: a stack of two Police units (both 2-2-1) performs a 
Patrol against an Insurgent stack of two units (one 4-1-3 
Guerrilla and one 3-1-2 Militia) in the UG box. The 
Government player plays a chit with an IR of 4, the Insurgent 
plays a blank chit (IR of 0), and the Terrain Modifier of the 
Area is 1. The Government player’s IR total is 8 (2+2+4), 
and the Insurgent player’s is 4 (3+0+1). The Government 

player has the higher total so the Insurgent player moves the 
stack out of the UG box; the units remain face down.  
 

6.12 Attack. Either player may do this. A given stack may 
Attack one enemy stack of Combat Units that is “at large” 
in the same Area. A stack that contains only Militia may 
not perform an Attack; at least one non-Militia unit (or 
Asset that affects Troop Ratings) must be part of the stack 
(its TR is marked with a stripe to remind players of this). A 
stack may be Attacked any number of times during an 
Operations Phase. 

 The Government player may not Attack a stack unless 
it has at least one revealed (face up) Insurgent unit or 
Asset in it. 

 The performing player will indicate a given stack in the 
Area, declare the mission and the enemy stack to be 
Attacked, and expend the required 1 TP. If attacking, 
the Insurgent player will reveal any units and Assets in 
the stack used to affect the Attack (turn them face up). 
Both players simultaneously play one Chance Chit.  

 The players compare their respective totals of Troop 
Ratings in the stack (which may be altered by any 
Assets present), plus the respective Troop Ratings of 
chits played. (If either player expends an Intelligence 
Advantage chit at the same time, they use the highest 
of the three Ratings on the chit instead of the chit’s TR.) 

 The player being Attacked also adds the Terrain 
Modifier of the Area to their total. 

 The player with the smaller total is the loser and must 
inflict a number of Hits on their units equal to the 

DIFFERENCE between the totals of the 
Troop Ratings among the Combat Units 
and Assets used (ignore the chits). 
Depending on the composition of the 

stack, this will be a combination of Disrupting (6.2) 
paramilitary units and placing Hit markers on regular 
units. The player must also deduct 1 TP for each non-
Militia Disrupted unit. See 6.2. 

 The player with the larger total is the winner and must 
inflict a number of Hits on their units equal to the 
DIFFERENCE between the Troop Ratings of the Chance 
Chits played. Subtract the smaller Troop Rating of the 
two Chits from the larger (it doesn’t matter who 
played which). As above, this will be a combination of 
Disrupting paramilitary units and placing Hit markers 
on regular units. The player must also deduct 1 TP for 
each non-Militia Disrupted unit. See 6.2. Compare the 
Troop Ratings printed on the chits, even if one or both 
players used an Intelligence Advantage chit. 

 If there is a tie between the two totals, the fighting is 
inconclusive - nothing happens. 

 If a player Disrupted all units in their stack, all Assets 
in the stack are also automatically Disrupted, and if 
there remains a number of Hits to be resolved that is 
greater than the Area’s Population Number, then the 
Area is Terrorized; see 6.3. 
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Foreign firepower advantage. Foreign troops have access to 
heavy weapons, artillery or air support assets not other-wise 
shown in the game. Any stack with a Foreign Combat Unit in it 
that is involved in an Attack (either performing one or 
defending against one) may play TWO Chance Chits if the 
Government player wishes. Each Chit adds its TR to the total. If 
the Government player is the one with the higher total, use the 
lower Troop Rating of the two chits when calculating Hits they 
must take. Foreign Combat Units are Disrupted last. 
 

Example: An Insurgent stack of two Guerrillas (both 4-2-2) 
performs an Attack mission against a stack of one Police 
unit (2-2-1) in an Area with a Terrain Modifier of +2 and 
a Population Number of 2. The Insurgent player plays a 
Chance Chit with a TR of 2, the Government plays one with 
a value of 1. The two totals are 6 (2+2+2) to 5 (2+2+1). 
The Government has the smaller total so they are the loser. 
The difference in player TR totals among the CUs used is 2 
(4 - 2 = 2), so the Government player must inflict 2 Hits on 
their units. The player Disrupts the Police unit and deducts 1 
TP. This leaves 1 Hit to be resolved but this is less than the 
Area’s Population Number of 2, so the Area is not 
Terrorized. The Insurgent has the larger overall total so 
they are the winner. The difference in Troop Ratings on the 
chits, 2 - 1, is 1. They Disrupt one of the Guerrillas and 
deduct 1 TP. 
 

6.13 Ambush. Only the Insurgent player may do this. The 
procedure is as follows: 

 The Insurgent player indicates a single enemy regular 
Combat Unit (not Asset) within a stack in the Area, 
declares which one of their stacks is performing the 
Ambush, and expends the required Task Point. The 
Government player plays one Chance Chit. The 
Insurgent player reveals the units and Assets in their 
stack used to affect the Attack (turn them face up).  

 All units and Assets in the stack chosen to conduct the 
Ambush must be concealed (face down). They are 
revealed in the act of performing the Ambush. Any 
Dummies exposed are moved to the Available section 
of the Unit Box.  

 Even though the Insurgent picks only one regular 
Combat Unit within a given stack to Ambush, that 
entire stack may be Ambushed only once during an 
Operations Phase.  

 A stack that contains only Militia may not perform an 
Ambush; at least one non-Militia unit (or Asset that 
affects Troop Ratings) must be part of the stack (its TR 
is marked with a stripe to remind players of this).  

 The Insurgent player compares the total of the 
HIGHEST Intelligence Rating of the Combat Units in 
the Ambushing stack plus any Assets that affect 
Intelligence Ratings plus the Terrain Modifier of the 
Area, to the total of the Troop Ratings of the 
Ambushed regular Combat Unit and the Chance Chit. 
(If the player expends an Intelligence Advantage chit 
at the same time, they double the Terrain Modifier of 
the Area.) 

 If the Government player has the smaller total the 
Government player must deduct 1 TP. If the Govern-
ment player's total is also equal to or less than the 
total Insurgent Troop Ratings plus any Assets that affect 
Troop Ratings in the Ambushing stack, the Government 
player must also inflict 1 Hit on the Ambushed regular 
Combat Unit (if this Disrupts the Combat Unit, the player 
must deduct another TP). If all Combat Units in the 
Ambushed stack are Disrupted, than all Assets in the stack 
are also automatically Disrupted.  

 If the Insurgent player has the smaller total, or there 
is a tie between the two totals, nothing further happens 
(the forces broke contact with only minor casualties). 

 Notice that while the Insurgent player may not play a 
Chance Chit in an Ambush (they add only the Terrain 
Modifier), none of their units are affected. Also, 
Ambushes do not cause Terror (6.3). 

 

Example: In an Area with a Terrain Modifier of +1, an 
Insurgent stack of two concealed Guerrillas (both 4-2-2s) 
performs an Ambush mission against a stack of two CBT 
units, one Dispersed mode CBT (1!-3-0) and one 
Concentrated mode CBT (1-4-1). The Insurgent chooses to 
Ambush the Dispersed mode CBT unit. Government plays a 
Chance Chit with a TR value of 0. The Guerrillas are revealed 
and the players compare totals. The two totals are 5 (4+1) 
to 3 (3+0). The Government player had the smaller total so 
must deduct 1 TP. The Government player's total of 3 is also 
lower than the total Insurgent Troop Rating of 4, so they 
must also place one Hit on the Ambushed CBT unit. 
 

6.14 Move. Both players may do this, though they have 
different restrictions. The procedure is as follows (but may 
be modified by the exclusive rules of the game being 
played): 

 The player will select one stack, pay 1 TP and move 
the stack to an adjacent Area on the map. The stack 
is placed “at large” in the Area. 

 Players may move stacks only from an Area to an 
adjacent Area on the map. (In some games, certain 
rules or Assets will permit longer movement distances.) 

 Militia, Government Combat units in Dispersed Mode, 
Insurgent units in a UG box, and Infrastructure units 
do not Move.  

 If the stack Moves to an Area that has not yet been 
activated, it may participate in any operations that 
take place there later in the turn when the Area is 
activated. If it Moves to an Area that has already 
been activated, it does nothing further that turn.  

 Note that unlike other missions, concealed counters in 
a Moving Insurgent stack are not revealed. 

 

Non-Tactical Missions 
Note: Insurgent units in the UG box of an Area may 
perform any non-Tactical mission except Reduce Enemy 
Infrastructure (6.16) or Intimidate (6.18), and are not 
revealed when doing so. An Insurgent stack performing any 
non-Tactical mission while “at large” in an Area is revealed. 
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6.15 Build friendly Infrastructure. Both sides want to 
build Infrastructure Units. To place an Infrastructure Unit: 

 The Area may not be Terrorized. 

 An Infrastructure Unit must be available in the 
common pool to be built. 

 The Government player may not build IUs in a given 
Area if currently there are Insurgent Combat Units “at 
large” in the Area.  

 The player will indicate a given stack, expend the 
required Task Point and declare the total Civil-
Military Ratings (CMR) in the stack, plus any effective 
Assets. If “at large” in the Area, the Insurgent player 
will reveal any units and Assets in their stack used to 
affect the Mission (turn them face up). 

 The player compares their total to the CMR of one 
Chance Chit drawn randomly from the Randomizer 
(the Chit represents civilian apathy, fear or passive 
resistance, and the friction inherent in getting a 
community organized). 

 If the player’s total is higher, they may place one IU 
from the common pool in the Area (IUs are placed 
singly, never in stacks). Each side may have a total of 
IUs in an Area up to its Population Number (so an 
Area with a Population Number of 2 could have 2 
from each side, for a total of 4). 

 If the player’s total is lower, or there was a tie, there 
is no effect.  

 

6.16 Reduce enemy Infrastructure. This is essentially the 
reverse of the above mission. However, neither player 
may reduce the enemy’s IUs in an Area unless all enemy 
Combat Units (either “at large” or in the UG box) in the 
Area have first either been Disrupted, or are not eligible 
to perform a mission (through being activated already). 
The Area may be Terrorized. Insurgent units in the UG 
Box may not perform this Mission. 
 

To reduce the enemy’s Infrastructure Units in an Area: 

 The player will indicate a given stack in the Area, 
expend the required Task Point and declare the total 
CMR in the stack plus any effective Assets, plus the 
CMR on one Chance Chit played. If “at large” in the 
Area, the Insurgent player will reveal any units and 
Assets in their stack used to affect the Attack (turn 
them face up). 

 The player compares this total to the sum of the 
Population Number of the Area plus the CMR of one 
Chance Chit drawn randomly from the Randomizer 
(the Chit represents the difficulty of locating and 
neutralizing components of the enemy’s social 
infrastructure, civilian passive resistance, and so on). 

 If the player’s total is higher, one enemy IU is 
Disrupted and removed to common pool (note that its 
Disruption will often give Victory Points to the player). 

 If the player’s total is lower, or there was a tie, there 
is no effect.  

 If the Government player disrupts an Insurgent IU, they 
also draw one random Intelligence chit from the 
Intelligence pool. See 9.51. 

 

6.17 Recruit or Promote Militia. Players may attempt to 
create new Militia units, or promote existing ones. This 
mission may be attempted in a given Area each Phase 
only a number of times equal to the Area's Population 
Number (therefore, Militia units may neither be recruited 
nor promoted in Areas with a Population Number of zero). 

 There must be at least one friendly IU in the Area, 
and the Area may not be Terrorized. 

 A stack composed of only Government Militia units 
may not perform this Mission (its CMR is marked with 
a stripe to remind players of this). At least one non-
Militia unit (or an Asset that affects Civil-Military 
Ratings) must be part of the stack. 

 The performing player will indicate the stack 
performing the mission, expend the required Task 
Point and declare the total CMRs in the stack plus any 
effective Assets. If “at large” in the Area, the Insurgent 
player will reveal any units and Assets in their stack 
used to affect the Attack (turn them face up). 

 They compare their total to the CMR of one Chance 
Chit drawn randomly from the Randomizer (the 
random Chit represents the friction inherent in turning 
apathetic civilians or gun-toting ruffians into a 
somewhat more organized mob). 

 If the player’s total is higher, they may place one 
new Militia unit in the area from the “Militia 
Available for Recruiting” section of their Unit Box (if 
Government, pick one at random) or promote an 
existing one. (Depending on the module, the Govern-
ment player will flip the Militia unit over, so it becomes 
either a Police unit or a better grade of Militia). The 
Insurgent player will replace the Militia unit with a 
Guerrilla picked at random, and then place the 
Militia in the “Available for Recruiting” section of their 
Unit Box. Newly recruited or promoted units may join 
(or remain in) the stack that performed the mission, or 
may form (or remain in) another stack in the Area. If 
the units are placed in a new stack, or join a stack 
that has not yet been activated, they may be 
activated later in the Phase. 

 A Militia unit may not be both recruited and 
promoted in the same Phase. 

 

6.18 Intimidate. Only the Insurgent player may perform 
this mission, to disrupt Government paramilitary units (i.e. 
MIL and POL) in an Area. Regular Government units and 
Foreign units are not affected by this Mission. Insurgent 
units in the UG Box may not perform this mission. 

 The Insurgent player will indicate a given stack in the 
Area, declare the mission and expend 1 TP. All units 
and Assets in the stack chosen to conduct the mission 
must be concealed (face down). They are revealed in 
the act of performing the mission. Any Dummies 
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exposed are moved to the Available section of the 
Unit Box. Both players then simultaneously play one 
Chance Chit. The Insurgent player will reveal any units 
and Assets in their stack used to affect the Mission (turn 
them face up).  

 The Insurgent player compares the total CMRs in their 
stack plus the effect of any Assets used plus the CMR 
on the Chance Chit they played to the total CMRs of 
ALL paramilitary units in the Area plus the effect of 
any Assets used plus the CMR on the Chance Chit 
played by the Government player.  

 If the Insurgent player’s total is higher, the Govern-
ment player must inflict a number of Hits on their units 
equal to the difference of the CMR totals of the 
Combat Units and effective Assets used. Subtract the 
Government total from the Insurgent; ignore the chits 
played. If the result is 0 or less the Government 
player does not inflict any Hits. Disrupting one para-
military unit counts as one Hit. The player must also 
deduct 1 TP for each non-Militia Disrupted unit. See 
6.2. Any Assets that are now left unstacked with any 
Combat Units are automatically Disrupted. 

 If all Government paramilitary units in the Area have 
been Disrupted, and a number of Hits remains 
unresolved that is greater than the Area’s Population, 
the Area will become Terrorized (6.3). 

 If the Insurgent player has a lower total, or there is a 
tie, there is no effect. 

 

Example: An Insurgent stack of two Guerrillas (both 4-2-3) 
performs an Intimidate mission in an Area with a Population 
Number of 2 and a total of two Government paramilitary 
units: one Militia (2-1-1) and one Police (2-2-1) - it does 
not matter whether or not they are stacked together. The 
Insurgent player plays a Chance Chit with a CMR of 4. Oh 
dear; the Government player has run out of Chance Chits so 
they can only play the blank (CMR of 0). The two totals are 
10 (3+3+4) to 2 (1+1+0). The Insurgent has the higher 
total, so the Government player must inflict Hits on their units 
equal to the difference in unit CMRs, which is 4 (6 - 2). They 
Disrupt both units, which makes up 2 Hits, and deduct 1 TP 
(for the police unit). The loser has disrupted all their units, 
and there is a remainder of 2 Hits to make up. This is equal 
to the Area’s Population Number, so it is not Terrorized. 
 

6.19 Remove Terror. Either player may perform this mission, 
but the mission cannot be performed in an Area in the same 
Operations Phase in which the Area was Terrorized.  

 The performing player indicates the performing stack, 
declares the mission and expends 1 TP. If “at large” 
in the Area, the Insurgent player will reveal any units 
and Assets in their stack used to affect the Mission. 

 They compare the total CMR of the units in the 
performing stack, plus the CMR of one Chance Chit 
(if and only if they have a friendly IU in the Area) to 
the total of the Area’s Population Number plus the 
CMR of one Chance Chit from the Randomizer.  

 If the performing player has the higher total, the 
Terror marker is removed. If they have a lower total, 
or if there is a tie, there is no effect.  

 

6.2 DISRUPTING UNITS 
In Attack, Ambush and Intimidate missions, players will be 
required to apply (inflict) Hits on their Combat Units. The 
owning player determines which units receive Hits.  
 

 Disrupting any one PARAMILITARY unit (that is, MIL, POL, 
or GR) counts as one Hit towards the total to be made up.  

 REGULAR units (CBT, MF) may have more than one Hit 
inflicted on them. Place a “-X” Hit marker under each 
affected unit, where X is the number of Hits. Treat a 
unit with a Hit marker as if it had a TR equal to its 
printed TR minus the total number of Hits (so a 1-5-0 
Combat unit with a “-2” Hit marker on it would be 
treated as if it were a 1-3-0). When the number of 
Hits equals the unit’s printed TR in its current Mode, 
the unit is Disrupted and removed to the Unit Box 
(remove all Hit markers from it at this time). 

 The suffering player must deduct 1 TP for each Combat 
Unit Disrupted (this represents temporary damage to their 
command and control networks, use of resources to 
extricate a defeated force or treat casualties, emergency 
reinforcements or replacements, etc.). This still happens if 
the player is already in a “TP deficit”. Exception: do 
not deduct TP for Disrupted Militia units. 

 When a non-Militia Combat Unit is Disrupted, it is 
removed from the map and placed in the Disrupted 
section of the owning player’s Unit Box. Next turn, in 
the Command and Planning Segment, the unit can be 
undisrupted by expending 1 TP, whereupon it will be 
moved to the Available section of the Unit Box and 
may be placed on the map in the Deployment Segment. 

 Disrupted Militia units are removed to the “Militia 
Available for Recruiting” section of the Unit Box. They 
must be separately Recruited (6.17) and placed on 
the map in the Operations Phase. 

 A player may remove all Hits from a Regular Combat 
Unit on the map in the Command and Planning Phase 
by expending 1 TP. See 5.23. 

 When the last Combat Unit in a stack has been 
Disrupted, all Assets that were part of that stack are 
automatically removed to the Disrupted section of the 
Unit Box. When Assets are Disrupted for whatever 
reason, this does not give Victory Points to the enemy 
player, and the owning player does not deduct TP for 
their Disruption. Like Combat Units, in the Preparation 
Segment of future turns Disrupted Assets may be 
Undisrupted and moved to the Available section of the 
Unit Box (at the rate of 1 TP per 2 Assets, rounded 
up). The only exception to this is Dummy units, which 
are automatically placed in the Available section of the 
Unit Box when revealed. 
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6.3 TERRORIZED AREAS 
In Attack and Intimidate missions (not Ambushes), if all 

Combat Units on the losing side have been 
Disrupted, and there remains a difference to 
be made up that is greater than the 
Population Number of the Area, it will 

become Terrorized. Place a Terror marker in the Area. 
Only one Terror marker is placed in an Area, no matter 
how many times this occurs. The player who caused the 
Terror may be penalized Victory Points, depending on 
their current Strategy.  
 

For as long as an Area is Terrorized, neither player may 
count it for population control Victory Points (see 7.21), 
nor may they build IU units, or recruit or promote Militia 
units there. An Area will recover from being Terrorized if 
one player performs a successful Remove Terror mission 
later in the game (see 6.18).  
 

Note: An Area with a Population Number of zero cannot be 
Terrorized. I told you no one decent lived there. Shoot up 
the scenery all you like. 
 

Example: A Government stack of two Police (both 2-2-1) and 
one Combat Unit (1-5-1) Attacks an Insurgent stack of two 
Militia (3-1-2) in an Area with a Terrain Modifier of +2. Each 
side plays a Chit (the Government plays one with a TR of 4, 
the Insurgent, TR of 3): the TR totals are 13 (2+2+5+4) to 7 
(1+1+2+3) in favour of the Government. The Insurgent 
player is the loser and must inflict Hits on their units based on 
the totals of TRs from the Combat Units involved: so, 7 Hits 
(9-2). The Insurgent Militia are both Disrupted which satisfies 
2 Hits of the total. There remains 5 Hits to be resolved: this is 
greater than the Area’s Population Number of 2, so it is 
Terrorized. Depending on their current Strategy, the 
Government may be penalized VP for causing the Terror.  
 

7.0 TURN END PHASE 
Perform the following segments in order, simultaneously: 
 

7.1 REDEPLOYMENT SEGMENT 
 Both players may now remove any Combat Units 
(except Militia) or Assets currently on the map to the 
Available section of their Unit Box, to return in the 
Deployment Segment of a later turn. 

 All Insurgent units and Assets remaining on the map 
return to the UG boxes of their respective Areas. All 
counters are concealed anew (flipped face down). 

 

7.11 Calculate next turn’s TP Allotment 
 Both players examine their respective Record Tracks. 

 A player’s TP Allotment is reduced by 1 for every 2 
TP they have in deficit (round up), but may not be 
reduced below 0.  

 A player’s TP Allotment is increased by 1 for every 4 
TP they have remaining unexpended (round down). A 
player may not increase their TP Allotment above 
that set at the beginning of the game, except through 
Appeals to Authority (7.3). 

 Players adjust the TP MAX marker on the Record Track 
and remove the TP NOW marker from the track. 

 Any unplayed Chance Chits in the player’s hand in 
excess of the adjusted TP Allotment are replaced in the 
Randomizer (player’s choice which Chits are returned). 

 

7.2 VICTORY POINT ADJUSTMENT SEGMENT 
Players now record their Victory Points (VP). This should 
be done in secrecy from the other player (if using the 
“Strategic Switcheroo” optional rule, the Insurgent player 
will record VP for both sides and keep it a secret). Players 
will gain VP in several ways, as determined by their 
current Strategy. 
 

7.21 Definition of Population Control VP: Players examine 
each Area on the map, counting Infrastructure Units. The 
player with the larger number of effective IUs in the Area 
will gain VP as described in their current Strategy: 1 VP 
for just having more, or 1 VP per friendly Infrastructure 
Unit present, or VP equal to the Population Number. 
 

Note: Neither player can gain Population Control VP from an 
Area that is currently Terrorized, or an Area with a Population 
Number of zero, or if they have equal numbers of IUs there. 
 

Example: In an Area with a Population Number of 3, the 
Government has 3 IUs and the Insurgent has 1. The 
Government player has more IUs and is using a Strategy 
which gives him 1 VP per IU, so they gain 3 VP. 
 

7.22 Definition of Lines of Communication (LOC) 
Control VP. This must be judged after the players have 
gained VP for Population Control of the Areas on the 
map. VP are awarded in addition to any gained for 
Population Control. A Player has LOC Control of an Area 
if they are the only one to have Combat Units in the Area 
at least equal in number to the Area’s Terrain Modifier. A 
Dispersed mode Government Combat Unit counts as 2 
units for this purpose. Only 1 unit is required for LOC 
Control of an Area with a Terrain Modifier of 0 or 1. 
They score VP as directed by their Strategy for each 
Area that they control. 
 

Notes:  
 LOC Control represents one player having physical 
control of transit routes, key terrain, and chokepoints in 
an Area with their forces. 

 If it is not obvious due to concealed units in the Area, 
the Insurgent player must inform the Government player 
(truthfully) who has LOC control. 

 Depending on their current strategy, a player can still 
get VP for having LOC Control of an Area with a 
Terrain Modifier of 0, so it’s not a waste of time to 
occupy an apparently empty desert. 

 

When all this has been done, a player may declare that 
they have won the game if they have accumulated 
enough Victory Points (see 10.0). 
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7.3 APPEAL TO AUTHORITY SEGMENT 
In their role as local commanders, players may appeal to 
the capricious and seemingly vindictive higher echelon 
that commands them for additional resources to fight the 
battle. In this Segment, a player may (but doesn’t have 
to) draw one Chance Chit randomly from the Randomizer. 
This is “their” Chit. Then they draw a second Chit 
randomly to represent the reaction of “Headquarters”, 
and compare the three ratings on two Chits: 

 Intelligence Rating: If the Rating on the player’s Chit 
is higher, the player’s TP MAX goes up by the 
difference between the two Ratings (it may exceed 
the number specified at the beginning of the game). 
If the Rating on the “Headquarters” Chit is higher, 
their TP MAX goes down by the difference. No 
change if tied. 

 Troop Rating: If the Rating on the player’s Chit is 
higher, the player gains one regular unit or two 
Assets: add it to the Available section of the Unit Box 
(if Government, choose randomly among the Combat 
Units or Assets available; if no domestic Combat Units 
or Assets are available, they may choose Foreign ones). 
If the Rating on the “Headquarters” Chit is higher, one 
regular unit or Asset is removed from the game 
(player’s choice of which, from either the regular units 
on the map or in either section of their Unit Box). No 
effect if there is a tie. 

 Civil-Military Rating: If the Rating on the player’s Chit 
is higher, the player may change their Strategy to one 
of their choice (they may also opt to leave it as it is). If 
the Rating on the “Headquarters” Chit is higher, then 
they pick a new strategy randomly from those available 
(so they may end up with no change after all!). 

 Finally, the lowest of the three Ratings on the 
“Headquarters” Chit is the minimum number of turns 
that must elapse before the player can again make 
an Appeal to Authority. (Make a note of this. You 
can’t bug the boss for a raise every week.) 

 

Example: The Government player makes an Appeal to 
Authority. They draw a random Chance Chit with ratings of 
3-2-4. The second chit, representing Headquarters, is rated 
2-2-5. Therefore the Government TP MAX will go up by 1, 
no units will be gained or lost, and they must pick a new 
random Strategy. It will be 2 Turns before the Government 
player can try this again.  
 

8.0 SPECIAL RULES 
 

8.1 MILITIA 
 Militia units (of both sides) are Combat Units but they 
cannot leave the Area in which they started the game 
or were built. Each side may have total Militia units in 
an Area up to its Population Number (so an Area with 
a Population Number of 2 could have 2 from each 
side, for a total of 4). Militia units may not be built in 
Areas with a Population Number of zero.  

 A stack that contains only Militia may not perform an 
Attack or Ambush on its own: at least one non-Militia 
unit or Asset that affects Troop Ratings must be part of 
the stack to Attack or Ambush. 

 Militia must be recruited (an IU must be in the area, 
and the Area may not be Terrorized) and once 
recruited, may be promoted; see 6.16. Stacks 
containing only Government Militia may not Recruit 
other Militia units or Promote units; at least one non-
Militia unit or Asset that affects Civil-Military Ratings 
must be in the stack. A Militia unit may not be both 
newly recruited and promoted in the same Phase. 

 Militia that are Disrupted are placed in the “Militia 
Available for Recruiting” section of the Unit Box. They 
must be Recruited again (6.17) and placed on the 
map in the Operations Phase. Exception: the player 
does not deduct TP for disrupted Militia units. 

 

8.2 INFRASTRUCTURE UNITS (IU) 
 Infrastructure Units (of both sides) cannot move from 
the Area in which they were built. Each side may 
have total IUs in an Area up to its Population Number 
(an Area with a Population Number of 2 could have 
2 from each side, for a total of 4). They may not be 
built in Areas with a Population Number of zero.  

 IUs are required to build Militia in its Area (6.17). 

 Presence of an IU assists in removing Terror (6.18).  

 The Insurgent player needs a friendly IU in an Area 
to Deploy pieces there from the Available section of 
their Unit Box in the Deployment Segment (5.2). 

 IUs may not be reduced until all enemy Combat Units 
in the Area (“at large” or in the UG box) have been 
Disrupted or already activated. When Disrupted, 
they are placed in the common pool of IUs. Inflicting 
Disruption on IUs will often score Victory Points, so 
make a note of this when it happens.  

 

8.3 GOVERNMENT COMBAT UNIT MODES 
Government and Foreign Combat Units can adopt Con-
centrated or Dispersed mode in the Deployment Segment 
(front and back sides of the counter). In Dispersed mode, 
a unit has a lower TR but can Patrol widely, showing the 
trade-off that comes from dispersing subunits throughout 
an area – it is easier to locate the enemy and to control 
key terrain, but not as much firepower can be brought 
against them in any single location. A unit in Dispersed 
Mode has the following apply to it: 

 Its stack can perform Patrols simultaneously (though at 
a lower efficiency) against all Insurgent stacks in the 
Area, as a single mission (see 6.11). 

 It cannot Move (6.14). 

 It counts as 2 units for establishing LOC control (7.22). 

 Note that flipping a CBT to Dispersed mode lowers its 
TR, so flipping a unit with one less than its printed TR of 
Hits on it already will Disrupt it (since it now has Hits 
equal to its printed TR in that mode). So don’t do that. 
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9.0 ADVANCED OPTIONAL UNITS  
 

9.1 ASSETS 
These represent small groups of specialist troops or 
equipment that normally operate in support of Combat 
Units, to give them special temporary abilities. They are 
marked with an icon and a notation of how they affect 
the Ratings of units they are stacked with. 

 An Asset present in a stack may add to the relevant 
total Ratings of the stack, or affect all missions 
performed in an entire Area: see the section 
describing that particular Asset. 

 Players may not form stacks of only Assets. Any 
number of Assets may be in a stack, but there must be 
at least one Combat Unit. Assets may not be selected 
as the target unit for Ambush missions. 

 When the last Combat Unit in a stack has been 
Disrupted, all Assets that were part of that stack are 
automatically removed to the Disrupted section of the 
Unit Box. When Assets are Disrupted for whatever 
reason, this does not give Victory Points to the enemy 
player, and the owning player does not deduct TP 
for their Disruption. Like Combat Units, in the 
Preparation Segment of future turns, Disrupted Assets 
may be Undisrupted and moved to the Available 
section of the Unit Box (at the rate of 1 TP per 2 
Assets – round up). 

 Descriptions and effects of each type of Asset are 
found in each exclusive game module. 

 One exception is Dummy units:  

 When the Insurgent player deploys units and 
Assets from their Unit Box, up to an equal number 
of Dummies may also be deployed (5.3). 

 They may form stacks of only Dummies (5.3).  

 When Dummies are revealed or Disrupted they 
are automatically placed in the Available section 
of the Unit Box (6.2).  

 

9.2 FOREIGN COMBAT UNITS AND ASSETS 
Foreign Combat Units are regular units and may adopt 
Concentrated or Dispersed mode. A Government stack 
with Foreign Combat Units in it may optionally play TWO 
Chance Chits in Attacks (attacking or defending), each of 
which contributes its Troop Rating. Foreign Combat Units 
must be the last ones in a stack to be Disrupted. Some 
Insurgent strategies give higher VP if a Foreign unit is 
Disrupted, or even just attacked. 
 

9.3 INTELLIGENCE SEGMENT 
A major challenge for the Government player is deducing 
just where the Insurgent forces are and what they are 
going to do next. Meanwhile, the Insurgent player is 
interested in keeping their location and activities obscure, 
through good security or deception operations.  
 
 
 
 

At the beginning of the game, the Intelligence chits are 
placed in the Intelligence Pool (e.g., dry clean coffee 
cup). The Government player will draw chits from the Pool 
blindly during the game. 
 

9.31 Intelligence Chits. There are two kinds of 
Intelligence Chits.  
 

 
 

 Blank: A large number of these start in the Intelligence 
Pool, reflecting the low level of knowledge the security 
forces initially had about the insurgency. As the 
Government player draws chits from the Pool, they lay 
the blank ones aside and replace them in the Pool 
once they have finished all their draws in the 
Intelligence Segment. 

 Intelligence Advantage (INTEL ADV): When the 
Government player draws one of these, they hand 
the orange ones to the Insurgent player and keeps 
the blue for their own. Players may expend these 
later to gain an Intelligence Advantage when 
performing Patrol, Attack, or Ambush Missions, or to 
temporarily flip the Tactical Initiative. These are 
replaced in the Intelligence Pool when played. 

 Other game modules will add other types of chits. 
 

9.32 Drawing from the Intelligence Pool. Only the 
Government player draws chits from the Intelligence Pool, 
via two methods: 

 First, when they perform an Intelligence Gathering 
action during the Intelligence Segment. They expend 
1 TP and draw one Chance Chit from the Randomizer 
and draw Intelligence Chits equal to the Intelligence 
Rating on the Chance Chit. They may perform this 
action multiple times during the Intelligence Segment, 
paying 1 TP each time. When they have finished all 
their draws from the Pool, they replace any blanks 
drawn in the Pool. 

 Second, when an Insurgent Infrastructure Unit is 
disrupted in a Reduce Infrastructure mission (6.15), 
the Government player may draw one chit from the 
Intelligence Pool (represents intelligence gathered from 
prisoners, equipment or belongings of enemy casualties, 
etc., after an action). 

 Furthermore, if they draw any orange Intelligence 
Advantage chits, they must give them to the Insurgent 
player. They may keep any blue Intelligence 
Advantage chits. 

 Additional instructions and optional rules may be added 
by the module. 
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10.0 SCENARIOS AND SETUP INSTRUCTIONS 
When players set up a game, they first choose a scenario: 
Free or Random Deployment. Instructions for how to choose 
and deploy forces at start, and the initial game parameters, 
are found in the Exclusive Rules for each module. 
 

Apart from their initial unit choices or placements, both 
players also have all remaining Militia available for 
building at start (place them in the “Militia Available for 
Recruiting” section of the Unit Box). All IUs are placed in a 
common pool for both players. Any remaining units will 
only enter the game through promoting Militia (see 6.15) 
or Appeals to Authority (see 7.3).  
 

11.0 OPTIONAL VARIATIONS ON PLAY 
Players may wish to alter some conditions so as to favor a 
side, or to model a situation they have in mind. Altering the 
TP allotments would be the easiest way to do so, but here 
are some other variations. Players are also free to make 
their own, and can use the following as a guide. 
 

Accidental Guerrillas. In any situation where a Govern-

ment stack with a Foreign unit or Asset in it causes an 
Area to become Terrorized, the Insurgent player also 
immediately receives one Militia unit there (if one is 
available), in the UG box - even if there is no IU.  
 

Does Not Work Well With Others. An abiding issue for 

many security forces is poor coordination and cooperation 
between the National Army and various police agencies. Do 
not permit CBT and POL units to stack together. 
 

Degrade Networks. In the Appeal to Authority segment, 

instead of attempting to raise their own TP Allotment the 
Government player can request an effort to degrade the 
Insurgent player’s networks (this could be accomplished by a 
number of things relevant to the situation: use of double 
agents, drone strikes, computer hacking, psychological 
warfare, bribes, assassinations, miscellaneous atrocities, mass 
arrests, etc.). If they succeed (7.3) the Insurgent TP Allotment 
is reduced an amount equal to the difference in Intelligence 
Ratings of the two chits. If they fail, the Insurgent TP 
Allotment is unaffected. 
 

Desertion. The paramilitary units (only) of one side or the 

other are plagued with desertions and/or cases of the 
“go-slows”, where they cannot be persuaded to engage in 
operations. Players must agree whether the paramilitary 
units of one or both players are affected by this variation, 
and how badly: mild, moderate, or severe. A total of one 
(mild), two (moderate), or three (severe) times during the 
Operations Phase, the enemy player may demand a 
Desertion Check when the acting player designates a stack 
containing only paramilitary units (with or without Assets) to 
perform a Mission. Before the acting player expends a TP, 
the enemy player selects and plays a Chance Chit face 
down to demand the Desertion Check for that stack. The 
other player may either select and play one of their 
Chance Chits, or draw one at random from the 

Randomizer. The two players compare the Troop Ratings 
on the two chits. If the player who called the Check's Chit 
has a TR 1 or 2 higher than the other player's, then the 
stack may not perform any Missions this Phase. If the TR is 
3 or 4 higher, then one unit of the owning player's choice 
is Disrupted and the remaining units in the stack may not 
perform any missions this Phase. If the TR is lower or 
equal, the player carries on with the original Mission. 
 

Foreign Support, Limited. The Government is receiving 

substantial assistance from foreign governments, but only 
a limited amount of resources is available due to logistics 
or scarce complex items, or the foreign government may 
be very risk-averse where casualties are concerned. In 
this case, Foreign units and/or certain kinds of Assets 
should not be allowed to recover from Disruption, or 
Foreign units could not be allowed to perform Attacks. 
Players should agree beforehand which units or Assets this 
variation should apply to. 
 

Intelligence, Strategic. In the Intelligence Segment, 

either player may play an Intelligence Advantage chit and 
peek (say, no more than 15 or 20 seconds) at the other’s 
Record Sheet and current strategy, or ask one (game-
related) question the other player must answer truthfully. 
 

It Was Only the Wind - Or Was It? Instead of replacing 

blank Intelligence chits in the Pool, give them to the In-
surgent player, who will play them during Patrol missions 
to raise their IR total. Each blank chit played adds 1 to 
the total Insurgent IRs but is then removed from the game. 
 

Not My Tribe. The troops of the regular Government 

forces are ethnically or regionally distinct from, and 
hostile to, the local urban population. CBT units cannot 
perform missions with paramilitary units, nor may they be 
used to build Infrastructure units or recruit/promote Militia 
(i.e. they are simply not counted when calculating the 
total Rating score in the stack performing these missions). 
Further down this road, allow Government Combat Units 
to play two Chance Chits in Attacks like Foreign units may 
(6.12)… or even further, require them to do so when 
Attacked by Insurgent units, which will likely provoke 
more Terrorized results! 
 

Persistence of Vision. Counterinsurgent forces perform 

better when they have had a chance to become familiar 
with their area of operations. A Government or Foreign 
CBT in Dispersed mode that remains in Dispersed mode in 
a given Area at the end of the Redeployment Segment is 
marked in some way. In all following Operations Phases, 
the Terrain Modifier for the area is reduced by 1 for each 
such unit in the area (to a minimum of 0) when the 
Government player is performing Patrol missions or 
Attacking, or when the Insurgent player is performing 
Ambush missions. Mark this with a spare Hit marker. If a 
unit changes to Concentrated mode, is disrupted, moves, 
or is deployed or redeployed elsewhere, the advantage 
is lost. 
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Solitaire Play – No Chit, Cherlock! If you are trying to 

play this game alone, the Chance Chit selection and play 
mechanisms may give you pause. If you feel you can’t 
summon the necessary degree of brain bifurcation, then 
try the following:  

 Do not use the chits: get a six-sided die and roll it 
whenever a chit would be chosen. Because the three 
ratings on the chits are not equally distributed, and the 
outcomes on a die are equally probable, this will add 
a much greater degree of randomness to the game 
than was intended. There will also be a greater range 
of results as the chits are rated 1 to 5, while the die 
gives results of 1 to 6. Personally, the designer does 
not recommend this approach, and suggests that the 
player use the chits and allocate them to the best of 
their ability, after their initial and random award. 

 All Insurgent units are always face up. After forming 
stacks in the Deployment Segment of each turn, each 
stack may be covered by a Dummy or other counter, 
shielding it from direct view. The marker is removed 
whenever the Insurgent stack performs a mission of any 
kind, or when it is at large in an Area and it is 
revealed by a successful Patrol mission.  

 

Staff Efficiency. To reflect more/less efficient or resilient 

command and staff systems, change the ratios that affect 
the TP Allotment in the Turn End Phase. A more resilient 
staff might lower the Allotment by 1 for every 3 TP 
deficit, and increase it by 1 for every 4 or 5 remaining. 
 

Strategic Switcheroo. This option requires closer attention 

and recordkeeping on the part of both players, as well as 
an extra copy of each of the two Player Sheets. At the 
beginning of the game, each player will secretly choose a 
Strategy at random for themselves to use, and one for the 
enemy that will be the “true” Strategy that will earn Victory 
Points for them throughout the game. During the game, both 
players will record both their own Victory Points according 
to their current Strategy, and the enemy’s Victory Points 
according to their “true” Strategy (which, for simplicity, does 
not change during the game). When one player declares 
that they have sufficient Victory Points to win the scenario, 
play stops and the two players reveal each other’s “true” 
Strategy and Victory Point level. The winner of the scenario 
is the one with the higher “true” Victory Point level. What is 
being attempted here is to show the disconnects between 
formal doctrine and direction (what is thought to be 
needed), experience (which can be just as misleading) and 
what actually works. Not knowing exactly how to win is a 
frustrating experience, but one that is typical of actual field 
commanders – on both sides – in an insurgency. 
 

Subversion (I). The regular elements of the Army are 

disaffected for a variety of reasons. Government CBT 
units are vulnerable to Insurgent Intimidate missions, but 
Foreign units may never be targeted by these missions. 
 
 
 

Subversion (II). The Insurgent forces are vulnerable to 

government psychological warfare efforts, bribes, 
hostage-taking schemes, etc. Permit the Government 
player to perform Intimidate missions just as the Insurgent 
player does, only swapping roles and targeting Insurgent 
MIL units. If players agree, Insurgent GR units may be 
vulnerable as well. 
 

Training Pants. The Government’s regular troops are of 

low proficiency or are still in training. Place limits on what 
the regular units may do; e.g. they may not stack with 
paramilitary units or assume Dispersed mode, a player 
may not form stacks of more than 2 units, a given stack 
cannot perform more than 2 Missions in a turn, and so on. 
One strongly suggested example along this theme is 
“Partnering Policy”: Because of their low state of combat 
and combat service support training, Government Combat 
Units may not perform Attack missions unless a Foreign 
Combat Unit or Asset is stacked with them. 
 

Two Solitudes. Going even further than “Does Not Work 

Well With Others”, this option further stresses the divisions 
between Police and Army. In the Command and Planning 
Segment, after receiving the TP Allotment for the turn, the 
Government player divides the allotment of TP between 
paramilitary and regular forces and sets them accordingly 
on the Record Track (you will need to make or proxy 2 new 
markers, “PARA TP” and “REG TP”). A stack composed of 
only one type of troops will expend 1 TP from its particular 
allotment when performing a Mission. In cases of mixed 
stacks, the Government player may choose which allotment 
to take the Point from. If a troop type has 0 TP left, stacks of 
only that type cannot perform missions; the player cannot 
“borrow” from the other allotment. Units disrupted during 
operations deduct TP from their particular allotment. 
 

Underground-Underground. The support network the 

Insurgents rely on is particularly difficult to detect and 
root out. The Insurgent player deploys their IUs face-
down. In addition to the normal prerequisites, the Govern-
ment player must now Patrol to reveal an IU before they 
can attempt to Reduce it (the IU is treated as if it had an 
IR of 0). Government IUs are always face-up during play. 
 

Xenophobic Locals. In the Victory Point Adjustment 

segment, an Area where Foreign Combat Units or Assets 
are present will have the Government’s VP award for 
Population Control HALVED (round fractions up). While 
foreign troops may be more effective fighters, the local 
population tends to resent their presence. 
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