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IMPORTANT CONCEPT?
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TYPES OF UN

CHARACTER

() Beast 1N cowen
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Allunirs can move any number of resource tokens:

WORKERS

x

(1 FADDUCE RESHIACES
& VEPLOT MECES
AR VWLD STRUCTURES

By default, units can move 1 térritory and can’t move 4erogs rivers or onto lakes,

Whenever on your turn your character/mechs force anopponent s worker(s) to
retreat (through mevement or eombat). you lose ane popularity per retreating workes:

I comibat, attacker wins ties, Loser guins 1 combat card of they revealed >0 power.
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RIVERWALK CARD
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HOW T0 WIN: Have the mast coins,
including end -game coins from
the Popularity Track and structure
honus.

TERRITORIES: You control a territory
(hex) if you have at least one unit or
structure there.

RESOURCES: Resources remain on the
board, Spend resources from only
territories you contrel.

YOUR TURN: Choose ol 4 sections on
player mat (different than previous
turn). In order. take either the top-
row action, the hottom-row action,
hoth, or neither. First pay the full
cost of the action (red boxes), then
gain the benefit (green hoxes).

QUICK-START SUGGESTIONS

FIRST TURN: Take one of the top-row
actions that no one else has tried.

SECOND TURN: Work towards taking
both a top- and bottom-row action
on the same turn.
THIRD TURN; Use your faction ability (if
possiblel, i
FOURTH TRN: Look at your objective
cards and pick one to pursue,
FIFTH TURN: Pick 1 of the 1o different
ways to place a star and try to
accomplish it

Foeus on being good a1 6 specific
things so you can place your 6 stars
hefore anyone else.

ENEMY FACTION RIVERWALK
ACCESS TO HOME AREAS
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MOVING INTO OPPONENT-CONTROLLED TERRITORIES:

CONTROLLED BY WORKERS

a -~ °

CONTROLLED BY A STRUCTURE

SE

CONTROLLED BY CHARACTER AND/OR MECHS

a ”~ °

oo o)

HOME BASE:

Z 13
ENCOUNTERS:

E

NO LIMIT:




TOP-ROW ACTIONS

* Q BOLSTER
BOLSTER B8 : 7 e ?
- POWER: .. e

NEHUMENT

COMBAT CARM(S):

TRADE
. 7 € .
RESOURCES. e Z : ‘

POPULARITY:



TF” \

Nl e

e =
| MILL

ST A
e

S3dAL NIVHd3L AdVINILd

MOUNTAIN

(0p3

ML

- @

-IEEEN0|
=2

FACTORY

FARM
‘ TUNDRA g
‘ FOREST @
‘ VILLAGE *
/ -

@ LAKE




- :‘k‘*l ._ s Bk P S *’{'.,v-:_":".
BOTTOM-ROW ACTION:
\
JHL'L
L] u A 3 u
e "
OVERLAPPIN® TURNS: . . a st G B
7A i n 5 "
SR LS ¥ . !
z
COINS:
- . RECRUITS: ) S (e
° 3, Z e S
i E E : ”
° 2 Z .f‘
§ ‘




DEPLOY
Z

N«

. mEae .

SAXONY

RIVERWALK:

UNDERRASS:

(V514

SPEED:

%0



__ll_ ® _:Eﬂll__

BOTTOM-ROW ACTION:

RUSVIET
RIVERWALK: PEOPLE’'S’ARMY: € o
<
TOWNSHIP o . . S
. T /€ €
S S ’
€ o
Z" Z° .. SPEED:
® % £ ®
NORDIC
RIVERWALK: . .
«Ke °
SEAWORTHY: ) i
. § . Z ¢ °
. : ARTILLERY: £
. S °
~ [ ] [ ] Z ¢ [ ] [ ]
Q 1]
. : SPEED:
%o €



CRIMEA

RIVERWALK:

WAYFARE:

SCOUT:

SPEED:
%0

. mEae .

POLANIA

RIVERWALK

SUBMERGE:

«e

CAMARADERIE:

SPEED:
%0



| e @® I T

BOTTOM-ROW ACTION:

BUILD
Z .
. . o}
LIMIT 1 PER THRRIEORY: %0 i °

STRUCTURE GONTRQL:
i i
a i a i

N«
U

TERRITORY @®ONTROL:

PERMANBEBCE:
FACTORY:
PLACES YOU CAN’'T BUILP: i

ONGOING BONYS: e &

® . . ®

MONUMENT: MILE: . MINE: & ARMORY: .
_ € .

END-GAME EONUS:



(7213

™



ENLIST

ONE-TIME BONUS:

™ (02) —

ONGOING BONUS:
™ o,e

PROCLAMATION:
S
™ (02) —

TWO-PLAYER RULES:

(E f—

™

™



FACTION ABILITIES

RUSVIET (RELENTLESS): e @©
Z(
™
° ° ™
o} 7"
2 13
CRIMEA (COBRCION): €
€
€

NORDIC (SWIM):
¥ .

ZS

POLANIA (MEANDER):
« & | - e

SAXONY (DOMINATE):
S
%o S i <
° %0 S

¢
N

o ! ° A%os



i B Z
c i
i i
e
z
.f 1
NO REQUIREMENTS: f

L f
I

ATTACKER ADVANTAGE:

E

SELECT POWER
%0 .
” Z

€1

ADD COMBAT CARD(S) (OPTIONAL):

z |
€
f

16
12

® (. T |

COMBAT

POWER DIAL ASSEMBLY
E



REVEAL
z
. R 7 i 8
WINNER: z
€ °
.Z [ ] i
[ ] € [ ]
E
LOSER: 7
o 7
7 .
CE
@® . . +

LIMITED STARS AND GAME END:S
. Z S
%o S

BATTLE IN A& kAKE:
e o Y °

~

€ e Z

STRATEG TIP:

yA
®®



N EEE © C L]
ENCOUNTERS

REQUIRED COST AND OPTIONAL BENEFIT:

i
z L] L] € L]

~

S °
BENEFIT LOEATION:

4
ISOLATED COST AND BENEFIT:
™ (02 —
COMBAT:

e °
NUMBER:

¢



P ENEEE © C L]

THE FACTORY
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PLACING STARS
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GAME END AND SCORIM
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SCORING CATEGORIES
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WANT TO WATCH A HOW-TO-PLAY VIDEO?

WANT THE RULES IN ANOTHER LANGUAGE?

HAVE A QUESTION WHILE PLAYING?
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NEED A REPLACEMENT PART?
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WANT A BIGGER BOARD?
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