The game consists of 60 cards:

® 6 Sniper cardd German and 3 Soviet).
® 28 Empty Area cafti$ German and 14 Soviet).
@ 20 Unit card@x5 German and 2x5 Soviet).
® 4 Decoy car@@ German and 2 Soviet).

® 2 Shot cardé German and 1 Soviet).

Area Cards / Unit Cards \

@—}@@@@@

Sniper EmptyArea Decoy  Of®cer  Scout Mortar  MachiferByn

Shot Cardeepresents the loud noise of the shot. It isgolace
the Quadrant from where the Sniper has Shainétirethat
A\ position until the start of their next turn

v- \ Sniper/Unit Cardhe icon on the left shows the type of ui
A The icon on the right indicates the Objectivec@sined by
> eliminating this enemy.

where there is at least one Sniper. The removedegdeted by an
Empty Area card of the same Front. If the resehlsdDecoythe
player is obliged to Shoot without removingapér@radhe Front

GAME SET l@&ch player places their Area Cards face dovetangalar
matrix that forms their Front. You can arrasagdstamywhere. The number
and type of cards depends on the chosen Scelageo.can look at their
cards whenever they want during the courseaofieh@tge cards of bpth
fronts are kept face down throughout the gaimeyanil &lso be plaged
face down when moved, replaced and after baled dewing the game.
The German Player always starts the game.

OBJECTIMEe player who ®rst eliminates all the Snipersvef team ¢
who @rst reaches the Objective Points of th&cégsa wins.
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¥ SCOPE STALINGRAD e

The year i£942 World War GermanyandRussia®ght ®ercely for the
control of a ruin&tialingradIn this merciless urban combat, snipers fr
both sides have a decisive role, spreading chstosoding down priority
targets in the enemy front

INSCOP&ach player controls a sniper team that musteetmairival sniper
team and other strategic objectives, lookingefis tanging position anc
shooting wisely to not be discovered and eliminated
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Two players alternate turns during the game, leach player must perforn
only oneof the following two actions:

® MOVEthe player takes the 4 cards oQalaglran{(group of 2x2 Area
Cards) from their Front, and rearrange them wsthieythe same
Ouadrant.

el

® SEARCIthe player reveals an enemy Area Card. iidbetagrsia Sniper
or Unit, the player can Shoot and eliminate it.

If you decide &hoot remove the Area Card and place it in your s¢
zone. Then, place your Shot Card in the ceQigadriaat of your Front

o BASIC SCENARIOS )5

When starting a game, players chooseSaiarichey want to play.
This determines the size of the matrix and tiee ofic#rds of each
Front, as well as the Objective Points necessaigvivictory.

When preparing the Scenario, the Area Cards imdtbatdollowing
table are included in each Front. Both Frogtaraegrally aligned by
their ®rst row to form the battle®eld.

Front Number of cards on each Front Objective
SCENARIOS . ;

SIZé/@@@@@@ Points
QuickDuel | 4x3 | 2|1 |1|1]|1|1]|1]|4|E6
OpenFront [ 5x3 | 3|2 |1 |1 |1|1|1]|5|€7
DeepFront | 4x4 | 3|2 (1(1(1|1|1]|6 {]}7
OpenBatle | 6x3 | 3|2 |2|2]2]2|2|3 |9
DeepBatlle | 5x4 | 3|2 |2|2|2|2|2]|5|€9

* Columns x Rows.



¥ THEMATIC SCENARIOS H

Thematic Scenariage a version of the Basic Scenarios thateadebtapl
You can also create your own Thematic Scenarios.

£ To play a Thematic Scenario, you start foom@kgeratiorf a Basic
Scenario and add or remove cards or rulestasindica

" In thematic scenarios, ¥fwtory conditiorby points is replaced by

the one indicated in the scenario. EliminatiemgBaipers remains

as a victory condition.

DUEL OF ACES

& Use only one Sniper card on each Front. AligeBniier cards are
placed in their own Player Zone. Each timein §aipereceives a Shot
the attacked player hands over one of theiptiedsBds from his zone,
instead of removing the Sniper in game. Than $aipey is eliminated
when he receives the third shot. The Snipeeloazda dcore normally.
An Infantry ASSAULT directly eliminates tie Gamiper

Same Basic Game conditions (eliminate Snipetsand po

L4

L ADVANCED MODE g

Advanced Modadds rules to the Basic Game, making it a npietecon
and challenging game experience.

This mode can be played in any Basic or Thenat Scen

In this game mode, Unit Cards provide moreactionse from in turn,
so that the player has more options dependingjl@uthieits present in
the Front. Similar to the Basic Game, playeny caeoaly oneaction
per turn (or 2 with the extra DEPLOYMENT action).

MOVEction is always available, regardless of #é1@plagits present
in the Front.

~=— SNIPER @) OFFICER

SEARCHh Advanced Mode, the DEPLOYMEK&veal an Allied
Sniper is the unit that provides th©f®cer card to gain an extra MO
SEARCH (and Shoot) action of trgetion, which can be used before
Basic Game. or after the normal turn action.

DEFENSIVE FIRE (pas#ieeMachine Gun is revealed in an ASSAUHTIting ass
Infantry unit is eliminated and the ASSAUttlipgeiditaithout further effect.

(® INFANTRY
ASSAULTeveal an allied Infantry unit

to choose a Quadrant that includes this Z?Odo
Infantry and other cards from any Front. @oooop
All enemy cards in the Quadrant are

revealed. REINFORCEMENEBY of your
Infantry units has been eliminated, you
@ can choose a Quadrant adjacent to yc
Player Zone, change an Empty Area ¢
from this Quadrant for the eliminated
You may place the Infantry card in thelnfantry card (return to the game) and
position of any other enemy card in théhen MOVE the same Quadrant.
Quadrant. If this card is a Sniper or Unit,
it is eliminated. If it's an Empty Area or
a Decoy, it is removed from the Front.
The gap left by the Infantry is ®lled with
an Empty Area on the same Front.

BREAK THE CHAIN OF COMMAND

¢ Use the 2 Of®cer cards of each side.
" Allenemy Of®cers are eliminated.

NEUTRALIZE THE ARTILLERY

¢ Use the 2 Explorer and 2 Mortar cards on each side.
" All enemy Scouts and Mortars are eliminated.

STOP THE ADVAM@Eanced Mode)

¢ Use the 2 Machine Gun and 2 Infantry cardsiteeach
" One of your Infantry units reaches the lagheoenemy Front

OFFENSIVE WITHOUT SNIRixRSced Mode)

¢ Play without the Sniper cards on each sidRBINRFORCEMENT acti
you can retrieve 1 Mortar and 1 Infantry cartirg®tor just 1 Infantry
card as usual.

" All enemy Of®cers, Machine Guns, and Ranigeirsatee €l

ScouT (@) MORTAR

RECOGNITI@Nhere is an allied HOWITZERveals the position
Scout in the Front, reveal up to  of an allied Mortar unit and Shoot
two horizontally adjacent cards directly (without ®rst revealing) on
(same row) without Shooting.  an enemy Area Card that is not
The allied Scout is not revealed. adjacent, orthogonally or diagonally
to the Mortar unit. The Shot card is
@ not used. If the attacked card is a
Decoy it is removed from the Front
and replaced by an Empty Area.

@ MACHINE GUN

OFFENSIVE Flieizeal a card,

orthogonally or diagonally adjacent %

to an allied Machine Gun, without :

revealing the Machine Gun®©s position.

Also, you can Shoot that card by

revealing the Machine Gun. The Shot

Card is not used. If the card is a Decoy \53 o@zoc,@
you must reveal the Machine Gun.

3F  3-4 PLAYERS (Advancedmode) ¢

In4 Player Gamesach side is divided [ Tun 1] Player 1] Units %
into Snipers and Units. So that ea¢hTurn 2 | Player2| Units %
player controls one of this Divisions, | Turn3 | Player 3| Sniperst
Itis played by teams. Turn4 | Player 4| Snipersk

The round is divided into 4 turns, itn 3 Player Games player leads the
which the corresponding player (catwo Divisions on the same side.

only MOVE (in his entire Front) or useTe previous action limitation must k
action from the cards of their Divisionmaintained in each turn.



