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� Place card on top of draw deck on top of 

discard deck

� Turn over top card of draw deck

Is top card of 

discard deck 
Propaganda?

Was it 2nd 

Propaganda card in 
a row?

Yes

Ignore 2nd 
Propaganda card

Yes

Check for Victory:

� Govt: [Total Support] > 18 and all Cities have Active Support

� 26 July: [Total Opposition] + [26 July bases] > 15

� Directorio: [Directorio bases] + sum of [Population controlled 

by Directorio] > 9

� Syndicate: [Open Casinos] > 7 and [Syndicate Resources] > 30

Final 

Propaganda 
round?

Calculate Victory margin

� Govt: [Total Support] - 18

� 26 July: [Total Opposition] + [26 July bases] - 15

� Directorio: [Directorio bases] + sum of 

[Population controlled by Directorio] - 9

� Syndicate: Take lower of 

� [Open Casinos] - 7 or

� [Syndicate Resources] - 30

Highest Victory margin wins

� Tie-breakers:

� Non-player Faction(s)

� Syndicate

� Directorio

� 26 July

Place Sabotage marker on each Economic 
Center where:

� [26 July Guerrillas + Directorio 

Guerrillas] > [Troops + Police]

� Max of 1 Sabotage marker 

per Economic Center

� Limited by no. of markers

+ [Govt Resources] = 8 - [value of Economic Centers w/Sabotage]
+ [Govt Resources] = [Aid] 

+ [26 July Resources] = [26 July bases]

+ [Directorio Resources] = [spaces w/Directorio Guerrillas or Bases]
+ [Syndicate Resources] =

� [Population of each City] where [Syndicate Guerrillas] > [Police]

� + [value of each un-Sabotaged Economic Center] where 

[Syndicate Guerrillas] > [Police]

� + 2x [Open Casinos]

� Max Resources of 49

� Max Aid of 49

Remove Cash:

� 26 July

� Directorio

� Gov’t 

� Syndicate

� for each:

� +6 to Resources or

� base where Cash was

� adjust Total Opposition + Bases

� adjust DR Pop + Bases

� Max Resources of 49

� Max 2 bases of all non-Syndicate 

Factions in 1 City or Province

� Max of 2 Casinos in 1 City or Province

� Syndicate may:

� establish Open Casino or

� open Closed Casino

� adjust Open Casinos

Govt Civic Action:

� any no. of spaces

� May target same space more than once

� Cost = 4 Resources per space:

� Govt-controlled City or Province 

and

� has both Troops and Police

Does space have 
Terror marker?

Remove Terror 

marker

Move Support 1 level 

toward Active Support

� Adjust Total Support

Yes

No

26 July Agitation:

� any no. of spaces

� May target same space more than once

� Cost = 1 Resource per space:

� 26 July-controlled City or Province

Does space have 

Terror marker?

Remove Terror 

marker

Move Support 1 level 

toward Active Opposition

� Adjust Total 

Opposition + Bases

Yes

No

Free Rally for Directorio:

1 space w/:

� No Active Support

� No Active Opposition 

and

� Uncontrolled or

� Directorio-controlled

� Troops in Economic Center or Province w/out Govt 

base must move to:

� Govt-controlled City or

� Govt-controlled space w/Govt base or

� Havana (if other conditions don’t apply)

� Other Troops may move to same

� Police may move to Economic Centers or Govt-

controlled spaces

� All Factions � Eligible

� Remove markers:

� Terror

� Sabotage

� Gov’t Momentum cards to 

discard pile

� All Guerrillas go 

underground

� All Casinos open

� Adjust Open Casinos

No

Is this the last 
Propaganda card?

No Yes

No

Key

Rule

Exception

Test

Control: [Troops, Police, Guerrillas, 

Bases of Faction] > [Troops, Police, 

Guerrillas, Bases of all other Factions 
combined]

� Closed Casinos don’t count

Support/Opposition of/to 

Govt in Cities and Provinces:

� Active Support

� Passive Support

� Neutral

� Passive Opposition

� Active Opposition

Always Neutral (no marker):

� Economic Centers

� [Total Support] = 

� 2x [Population in Active Support] + 1x 

[Population in Passive Support]

� [Total Opposition] = 

� 2x [Population in Active Opposition] + 1x 

[Population in Passive Opposition]

� [Opposition + Bases] = 

� [Total Opposition] + [26 July Bases on map]

� [DR Pop + Bases] = 

� Sum of [Population] of spaces controlled by 

Directorio + [Directorio bases on map]

Negotiations:

� Must be open

� May only transfer:

� Resources

� Cash

� Only to or from active player

Available = in 

holding boxes

� Players pay for Operations 

space by space as they go

� Once targeted, Faction pieces 

affected to max extent possible

At any time: 

Cash owner may 
transfer 

ownership to 

another Guerilla, 
Police or Troop 

in same space

Skim

� Syndicate gives 2 

Resources to 

controlling Faction

Any space w/Open 

Casino(s) and space 

not controlled by 
Syndicate?

Yes

Is [Total 

Support] < 19?

Support:

� Shift US Alliance 

down 1 (if possible)

� -10 to Aid

Yes

Yes

No

Did > 1 Faction 

achieve Victory 
conditions?

Yes

Did any Faction 

achieve Victory 
conditions?

Yes

That Faction wins the game

No

No

No

No



In symbol order, 
top of card in 

discard deck:

Faction in Eligible 
box?

That Faction 
does nothing

No

Does 1st Eligible Faction on 
top of card in discard deck 

want to:

� Play Event

� Do Operation (only)

� Do Operation w/

Special Activity or

� Pass?

Yes

Operation (only)

� Mark spaces selected w/black pawns

� May remove own pieces to available 

forces

� Guerrillas go underground

� May not select space more than 1x

� Last Event before final Propaganda card:

� Only Limited Operations

Limited Operation

� May remove own pieces to 

available forces

� Guerrillas go 

underground

� Operation in just 1 space

Limited Operation

� May remove own pieces to 

available forces

� Guerrillas go underground

� Operation in just 1 space

Pass

� +3 Resources (Govt)

� +1 Resource (other 

Factions)

Event

� May remove own pieces to 

available forces

� Guerrillas go underground

Event

� May remove own pieces to 

available forces

� Guerrillas go underground

Operation w/Special Activity

� Mark spaces selected for Operations w/black 

pawns

� Mark spaces selected for Special Activities 

w/white pawns

� May remove own pieces to available forces

� Guerrillas go underground

� Operation or Special Activity may come first, 

or during the other

Operation w/Special Activity

� Mark spaces selected for Operations w/black pawns

� Mark spaces selected for Special Activities w/white pawns

� May remove own pieces to available forces

� Guerrillas go underground

� Operation or Special Activity may come first, or during the other

Not on last Event before 

final Propaganda card

� May not select space 

more than 1x

� Not on last Event before 

final Propaganda card

Does any Faction want 

to remove own Cash to 

allow current eligible 
Faction a free Limited 

Operation?

Does any Faction want 

to remove own Cash to 

allow current eligible 
Faction a free Limited 

Operation?

Does any Faction want 

to remove own Cash to 
allow current eligible 

Faction a free Limited 
Operation?

� Not by 1st or 2nd Eligible Faction 

unless that Faction spent 
Resources in Operation

� Max of 1 derived from Cash 

removal per card per benefiting 
Faction

� Not by 1st or 2nd Eligible Faction 

unless that Faction spent 

Resources in Operation

� Max of 1 derived from Cash 

removal per card per benefiting 

Faction

� Not by 1st or 2nd Eligible Faction 

unless that Faction spent 

Resources in Operation

� Max of 1 derived from Cash 

removal per card per benefiting 

Faction

Pass

� +3 Resources (Govt)

� +1 Resources (other 

Factions)

Pass

� +3 Resources (Govt)

� +1 Resources (other 

Factions)

Pass

� +3 Resources (Govt)

� +1 Resources (other 

Factions)

Yes

Yes

Limited Operation

� May remove own pieces to 

available forces

� Operation in just 1 space

Yes

� Factions that executed 

Operation or Event � Ineligible

� Other Factions � Eligible

Did last Eligible 

Faction Pass?

Next Eligible Faction on top of 
card becomes 1st Eligible Faction

No Yes

Next Eligible Faction on top of 

card becomes 2nd Eligible Faction

Next Eligible Faction on top of 
card becomes 2nd Eligible Faction

Next Eligible Faction on top of 

card becomes 2nd Eligible Faction

Did last Eligible 

Faction Pass?

Did last Eligible 

Faction Pass?

Did last Eligible 
Faction Pass?

No

No

No

Does 2nd Eligible 
Faction want to:

� do Limited 

Operation or

� Pass?

Does 2nd Eligible 
Faction want to:

� do Limited 

Operation or

� Event or

� Pass?

Does 2nd Eligible 

Faction want to:

� do Operation w/

Special Activity or

� Pass?

Limited

Operation

Pass

Limited
Operation

Event

Pass

Operation w/
Special Activity

Pass

Operation (only)

Operations w/

Special Activity

Event

Pass

Yes

Yes

Yes

� Not if pieces unavailable

� Remove instead of replace if 

replacements unavailable

� Max 2 bases of all non-Syndicate 

Factions in 1 Province or City

� Max of 2 Syndicate bases (casinos) 

in 1 Province or City

� No bases in Economic Centers

� No Aid > 49

� No Resources > 49

� Not if Operation unavailable to 

that Faction

� Not if Special Activity unavailable 

to that Faction

Was ‘Insurgent 
Capabilities’ 

Event used?

Place corresponding marker in 

Insurgent Capabilities box

� Effects last for rest of game Was ‘Gov’t 
Momentum’ 

Event used?

Place card near Gov’t 

part of board

Yes

Yes

Event that would remove Casino 
instead:

� Open Casino -> Closed

� Closed Casino -> no effect

Is there a 2nd 

Eligible Faction?

Is there a 2nd 

Eligible Faction?

Yes

No

Yes

Is there a 2nd 
Eligible Faction?

Yes

No



Train (Govt Operation):

� Cost = 2-4 Resources per space, per 

US Alliance track

� Place <= 4 Troops and/or Police in:

� Province w/Govt base or

� City

� Limited: single space

Establish Govt base in 1 space:

� Replace any 2 Troops and/

or Police w/1 Govt base

Max 2 bases of all non-
Syndicate Factions in 1 

Province or City

And

or

Garrison (Govt Operation):

� Cost = 2-4 Resources per US Alliance 

track

� Move any no. of Troops and/or Police 

to any Economic Centers or Cities

� Limited: single destination

Sweep (Govt Operation):

� Cost = 2-4 Resources per destination 

space, per US Alliance track

� Move any no. of Troops to adjacent 

destination Provinces or Cities

� May Sweep in place (move not 

required)

� Limited: single destination

� Forest: activate 1 Guerrilla for 

every 2 Troops/Police in space 

(rounded down)

� Non-Forest: activate 1 Guerrilla 

for every Troop/Police in space

Assault (Govt Operation):

� Cost = 2-4 Resources per space 

assaulted, per US Alliance track

� Remove 1 Active Guerrilla:

� City or Economic Center: per 

Troop/Police in space

� Mountain: per 2 Troops in space 

(rounded down)

� Other spaces: per Troop in space

Does space have 

enemy base(s) and 
no Guerrillas for 

targeted faction?

Remove 1 enemy base:

� City or Economic Center: per 

Troop/Police in space

� Mountain: per 2 Troops in space 

(rounded down)

� Other spaces: per Troop in space

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Yes

Rally (26 July, Directorio, Syndicate 
Operation):

� Cost = 1 Resource per Province or 

City

� Limited: single Province or City

Does space 

already have 
friendly base?

� Place 1 available friendly Guerrilla or

� Replace 2 friendly Guerrillas w/1 

friendly base

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Max 2 bases of all non-

Syndicate Factions in 1 
Dept or City

Flip friendly Guerrillas 

there underground 

Yes or No

Yes

March (26 July, Directorio, Syndicate 

Operation):

� Cost = 1 Resource per destination City 

or Province

� Cost = 0 Resource per destination 

Economic Center

� Move friendly Guerrillas to adjacent 

spaces

� Limited: single destination

Max 1 move per 
Guerrilla

� Is destination 

Economic Center 
or 

� Does destination 

have Support and

� Are [friendly 

Guerrillas now 
there] + [Troops/

Police] > 3?

Friendly Guerrillas that 

moved there become active
Yes

26 July: not spaces 

w/Support

Transport (Govt Special Activity):

� Move <= 3 Troops from 1 City or 

Base to 1 space 

Air Strike (Govt Special Activity):

� Only in tandem w:

� Garrison

� Sweep or

� Assault

� Any 1 Province or Economic Center

� Remove 1 active Guerrilla Does space have 
enemy base(s) and 

no Guerrillas for 
targeted faction?

Remove base instead

� Adjust Total 

Opposition + Bases

� Adjust DR Pop + 

Bases

Yes

Not if US Alliance 

is Embargoed

Reprisal (Govt Special Activity):

� Only in tandem w:

� Garrison

� Sweep or

� Assault

� in 1 Gov’t-controlled space

� Place Terror marker

� Move 1 Guerrilla there to adjacent space

Does space have 
Opposition?

Shift 1 level 
toward neutral

Yes

Did removed 
Guerrilla have 

Cash?

Are there other 

Guerrillas, 
Troops, and/or 

Police in space?

Cash owner moves Cash to other 

Guerrilla, Troop, or Police

Cash 
removed

Yes Yes

No

Did removed 

Guerrilla have 

Cash?

Place Cash w/

Assaulting Troops 
or Police

Yes

Did removed 

Guerrilla have 
Cash?

Are there other 
Guerrillas, 

Troops, and/or 

Police in space?

Cash owner moves Cash to other 

Guerrilla, Troop, or Police

Cash 
removed

Yes

Yes

No

Build Govt Support:

� Cost = 4 Resources (may repeat)

� 1 space:

� Govt-controlled City or Province and

� has both Troops and Police

Does space have 
Terror marker?

Remove Terror 

marker

Move Support 1 level 

toward Active Support

� Adjust Total Support

Yes

No

� Activate 1 Guerrilla for each Troop/

Police in same Economic Center

� May Assault 1 Economic Center (no cost)

� Limited: must be in destination 

Economic Center

Casinos not removed:

� Open -> Closed

� Closed -> no effect

26 July: Place available friendly Guerrillas = 2x 

[friendly bases there] + 2x [Population of space]

Directorio: Place available friendly Guerrillas = 

[friendly bases there] + [Population of space]

Or

Or

Directorio: not spaces 
w/Active Support or 

Active Opposition

Casinos not removed:

� Open -> Closed

� Closed -> no effect

Does space have 
Open Casino?

Place 1 available 
friendly Guerrilla 

� Place 1 available friendly 

Guerrilla or

� Flip friendly Guerrillas 

there underground 

No

Yes



Attack (26 July, Directorio Operation):

� Cost = 1 Resource per space

� Space has:

� >= 1 friendly Guerrilla

� >= 1 enemy piece

� Activate all friendly Guerrillas

� Roll die

� Limited: single space

Is [die roll] <= 

[friendly Guerrillas 

in space]?

Remove 1 or 2  

enemy pieces

Does space have 

enemy base(s) 
and no other 

enemy pieces?

Remove enemy base(s)

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Yes

Yes
Was [die roll] 

= 1?

Place 1 friendly 

Guerrilla there

Yes

Terror (26 July, Directorio, Syndicate 
Operation):

� Cost = 1 Resource per target City or 

Province

� Cost = 0 Resource per target 

Economic Center

� Activate friendly underground 

Guerrilla in each space

� Limited: single target

Is target City/
Province or 

Economic 

Center?

� Place Terror marker

� Shift Support or 

Opposition toward Neutral

� 26 July: shift toward 

Active Opposition

� Limited by no. of 

markers

City/Province

Place Sabotage 
marker

� Max of 1 Sabotage marker 

per Economic Center

� Limited by no. of markers

Economic Center

Infiltrate (26 July Special Activity):

� Only in tandem w/:

� Rally or

� March

� Any 1 space w/:

� >= 1 friendly underground 

Guerrilla in or adjacent to space

� Remove 1 Police, or 1 Troop if no 

Police or

� Replace 1 Police, or Troop if no Police, 

w/26 July Guerrilla

Ambush (26 July or Directorio Special 

Activity):

� Space selected for Attack

� Space w/>= 1 friendly underground 

Guerrilla

Attack succeeds (instead of normal 
Attack procedure)

� Activate 1 friendly Guerrilla

� Remove 1 or 2  enemy pieces

� Place 1 friendly Guerrilla

Does space have 
enemy base(s) 

and no other 

enemy pieces?

Remove enemy base(s)

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Yes

Kidnap (26 July Special Activity):

� 1 space:

� Was/will be selected for Terror 

this operation and

� [26 July Guerrillas] > [Police] and

� City, Economic Center, or Open 

Casino

� 26 July takes [Resources] = [die 

roll] from targeted Faction

� Close 1 Open Casino there

Targeting Faction 

w/Cash?
No

Place Cash w/26 July 
Guerrilla

Yes

Assassinate (Directorio Special Activity):

� 1 space

� Was/will be selected for Terror 

this operation and

� [Directorio Guerrillas] > [Police]

� Close Open Casino

� Adjust Open Casinos or

� Remove 1 enemy piece 

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Profit (Syndicate Special Activity):

� Only in tandem w/:

� Rally 

� March or

� Construct

� 1 or 2 spaces w/Open Casino:

� Place 1 Cash w/any Guerrilla, 

Police or Troop

� Or, +3 Resources per:

� Casino Closed

� Adjust Open Casinos

� Casino-owned Cash removed

Did removed 

Guerrilla have 
Cash?

Place Cash w/Attacking 

Guerrilla(s)
Yes

Did removed 

Guerrilla have 

Cash?

Place Cash w/

Attacking Guerrilla(s)
Yes

Did removed 
Guerrilla have 

Cash?

Place Cash w/
Directorio Guerrilla

Yes

Bribe (Syndicate Special Activity):

� 1 space

� Cost = 3 Resources

� Remove 1 or 2 Troops/Police or

� Remove 2 enemy Guerrillas or

� Flip 2 enemy Guerrillas from 

Underground to Active or 

� Remove 1 enemy Guerrilla and flip 1 

enemy Guerrilla to Active or

� Remove enemy base

� Adjust Total Opposition + Bases

� Adjust DR Pop + Bases

Are there other 
Guerrillas, 

Troops, and/or 

Police in space?

Cash owner 

moves Cash to 

other Guerrilla, 
Troop, or Police

Remove Cash

Yes

No

Did removed 

Guerrilla, Police 

or Troop have 
Cash?

Yes

Casinos not removed:

� Open -> Closed

� Closed -> no effect

Casinos not closed until space has no:

� Syndicate Guerrillas

� Troops or

� Police

Construct (Syndicate Operation):

� Cost = 5 Resources per space

� Cities or Provinces controlled by:

� Gov’t or

� Syndicate

� In each space:

� Place Closed Casino or

� Open Closed Casino

� Adjust Open Casinos

Max 2 Casinos in 1 
Province or City

Not in space w/Support

Did removed 
Police/Troop 

have Cash?

26 July Guerrilla takes 
Cash

Yes

Casinos not removed:

� Open -> Closed

� Closed -> no effect

Subvert (Directorio Special Activity):

� Only in tandem w/:

� Rally or

� March

� Any 1 Province w/Directorio control

� +[Province Population] to Directorio 

Resources

� Province Support -> Neutral

Muscle (Syndicate Special Activity):

� Only in tandem w/:

� Rally 

� March or

� Construct

� 1 space w/Open Casino or Economic 

Center:

� in City: move 1 or 2 Police from 

any spaces to City

� in Province or Economic Center: 

move 1 or 2 Troops from any 

spaces to Province or Economic 
Center 


