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INTRODUCTION

Rubble Town is intended as a quick play game to give you an
appreciation of some of the issues faced by troops in urban
combat, both in the modern day and in WW2. Whilst Rubble
Town is a solo game (i.e. one player per game) it has been
designed to encourage competitive play with a group of players
competing one after another to see who can get the best score.
With a play time of only 20-30 minutes, a group of 4-6 should
each be able to play a game within a couple of hours, probably
over a beer or two!

If there is any conflict between the rules in different
components then cards trump the PAC, PAC trumps the QRS
and QRS trumps the rules — but military common sense trumps
the lot!

GAME COMPONENTS
Rubble Town consist of the following components:

e Adeck of 18 main road cards

e Adeck of 3 start cards

e Adeck of 6 objective cards

e Aset of 27 unit cards

e Aset of 60 event cards

e 12 element counters (printed 16 per card*)

e 3 cards each holding 16 counters covering RUBBLE,
REMOVED RUBBLE, LOSS-1, TASKED, USED, SUPPRESSED,
WRECKED and SEALED

e One turn counter card (Turn, +20 and Penalty counters
on one of the above cards)

(Iltems marked * should be cut out before use — see the
Print’n’Play Guide)
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In addition you will need dice in two colours (referred to as
Large Calibre and Small Calibre dice, red and blue would match
card colours), about 6-12 of each, or access to the Rubble Town
dice roller at
http://taunoyen.com/resources/apps/rubbletownroller.html

You may wish to use coloured blocks, stones or other markers
instead of the rubble and damage counters.

Note:

e  Where the rules say D6 this means roll one dice (of any
colour), and 2D6 means roll two dice (of any colour) and
add the results together.

e  +1D means add an extra dice to the roll, -1D means
remove one dice from the roll.

e  Target numbers for rolls (after any modification) are
shown as N+ (e.g. 7+) which means the roll is successful if
it is equal to or greater than the target number (i.e. is 7
or more in this example).

e Theroad and junction cards are referred to as “tiles” in
the rules.

SCALES

The game has no explicit time and space scale. The street cards
represent the ground you are fighting over, and if you assume
that each infantry unit is a Platoon then it might be reasonable
to assume that each card is about 50-100m and each turn
about 30-60 minutes.

UNIT AND EVENT CARDS

Unit and Event cards have the same format, showing a title,
image, description and details of their in-game effects.

Your own and the enemy troop cards show some or all of the
following 4 characteristics:

e Small Calibre Ranged Combat (RC), used in firing (shown
in Blue to match suggested dice).

e Large Calibre Ranged Combat (RC), used in firing. (shown
in Red to match suggested dice).

e Resilience (shown in purple), showing the number of
Losses a unit can take before it is eliminated as explained
below.

e (lose Combat (CC) value used in Assaults.

In addition, at top left the attacker cards show a points cost,
which is used in building your force, and the defender cards
show a priority number which is used to sequence their effect.
Cards without a number take their actions as part of the
normal Ranged Fire and Assault phases.

@  standard Platoon

A standard Blue platoon which can form
the core of your force.

You must fight and defeat this card
before moving on

Your core unit. Any assault must be led
by a Platoon.

SmallCal: 2
C/Combat: 1

Reslience: 1

Cards may also have one of more icons top right, with
meanings shown below:

Bin Discard the card once played — not

Keep the card until needed.

Radio The asset needs radio
communications to work

-
[III used again in the game.
’ Pin

Cued The asset is used during the
Task/Cue phase

Recycle | Recycle the card once played —i.e.
put on used pile and reshuffle once

out of cards.

Shield Hold until triggered by an enemy
action.

ey
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Ticklist Card has a set number of uses.
Track using the STEP-1 counters
and discard once finished.

STREET CARDS
Street cards have the following information on them:

e  The current Rubble level, 0-4, shown by the number
of filled in Rubble boxes.

e  The Protection Value of the buildings, from 0 (open
space) to 3 (solid stone)

e A man-hole cover (advanced game) — used by
infiltrating units

e  Acode bottom right that can be used to create
specific scenarios.

AIM OF THE GAME

The aim of the game if to fight your way through to the
Objective tile and clearing all enemy units in the fewest turns
whilst losing the fewest troops, generating the minimum
amount of rubble, and minimising civilian casualties. Details for
calculating your final score are given below. Then see if you, or
your friends, can beat that score!

You automatically and instantly lose if your only/last infantry
unit is destroyed. If at any point your route becomes so
blocked that you can’t progress then the game is also over and
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you have lost (and it may be time to play the Side Streets
optional Advanced rule next time!)

FINAL SCORE
To calculate your final score at the end of the game:

e Take the number of turns you took (including any penalty
turns — e.g. for making reinforcement requests)

e Add 1 for each extra rubble counter on the board

e Add 2 for each point of damage you have at the end

e Add 5 for each of your elements destroyed

e Add 10 for each civilian counter destroyed

e Add 2 for each point in your starting Combat Team above
5 (WW?2) or 10 (Modern).

e Deduct 2 for each point in your starting Combat Team
below 5 (WW?2) or 10 (Modern).

There are Turn and Penalty counters so you can keep track of
some of this during the game. You can just count things with
the Turn counter, or keep the Turn counter for “real” turns and
use the Penalty counter for penalties (!), and just sum the two
at the end.

Based on the target number of tiles in your game we reckon
that a fair assessment of your performance is:

Tiles x5 x4 x3 x2 x1

Result V.Poor Poor | Average | Good | V.Good

If at any point your last INFANTRY unit is reduced to 0 strength
then it is game over and you have lost.

If at any point your route becomes so blocked that you can’t
progress then the game is also over and you have lost (and it
may be time to play the Side Streets optional Advanced rule
next time!)

SET UP

For your first game(s) remove any cards in the Event deck
which do not have a small dot lower left on them (i.e. dot =
introductory game), and shuffle all of the remaining Event
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cards and place in a pile face down. After your first game(s) (or
as directed by a scenario) feel free to add as many of the other
cards back into the deck as you want.

From the introductory game Unit Cards (again those with a dot)
select cards up to a value of 5 points (WW2) or 10 points
(Modern) which will represent your combat team. This points-
based approach lets you try out different troop mixes in the
combat team by selecting different cards. You can also make
the game easier (or harder) by changing your points budget.
Each card in your team is referred to as an ELEMENT.

For the street cards separate the Main Street, Start, and
Objective decks (again remove any cards without the dot in
bottom left if playing an introductory game) and then shuffle
each deck individually.

Randomly draw a Start card, place it face up on the table, and
place your Combat Team marker, or element markers, on the
card. Note: Rather than using the card markers feel free to use
miniature models — 6mm or 10mm soldiers and tanks work
well!

The length of the game is set by how many street tiles
(including the Objective card but not the Start card) you decide
to fight through. The minimum for a meaningful game is
probably 5 tiles, with 7 or 9 being more standard. Games of 11
or more are only for masochists - you should have learnt the
lessons before then and more shorter games are probably
more fun. Reckon on about 4-5 minutes play per tile.

So, choose now how many street tiles you are going for, e.g. 5,
7 or 9, then deal out that many less 1 (for the Objective) Street
cards, and 1 random Objective card, placing them FACE DOWN
in a row leading out to the right of the START card.

Draw 2 Events Oraw 3 Events Draw & Events

RUBBLE RUBBLE l RUBBLE
TOWN TOWN

STREET STREET
CARD

TURN SEQUENCE

Each turn follows exactly the same sequence:
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e TASK Engineer, AFV or Anti-Tank gun units for
Engineering work — these should be marked TASKED and
may not engage in fire or combat. Cue/deploy any UAVs
of similar assets.

e If the tile in front of your Combat Team is face down then
you may turn it over, but if you do so it must be
immediately resolved as detailed below, i.e. you can’t
peak ahead and then hold off. If you turned the card over
then:

o Draw a number of Event cards as specified for the
section of the road you are on from the table on the
QRS, or as specified in any scenario, and place them
face up by the tile.

o Work through the Event cards (both freshly drawn or
left over from the previous turn) in the order given
below and on the QRS. This will include the enemy
firing at you.

e The enemy may then fire at you.

e You then have the option to fire at the enemy — this
includes the use of FIRES assets.

e You then have the option to assault the enemy.

e The enemy may assault if you did not (advanced game).

e Any TASKED elements can the attempt to clear mines,
rubble and wrecks, or block a manhole etc.

e Remove any TASKED or SUPPRESSED markers.

e If the tile in front of you is now empty of enemy units
(not mines etc) and you are not blocked move into the
vacated tile.

e Any elements lagging behind your lead element may
rejoin it — as long as rubble allows — see below.

e You can then roll to recover any damage, and/or request
reinforcements.

e Then move on to the next turn.

Note that in the BASIC game your combat team MUST stay
together and can’t split itself onto multiple cards, unless forced
to by the rubble or being TASKED to clearance operations.

There is a turn track on the PAC, and a turn-track marker.
When you gain “penalty” turns (e.g. requesting
reinforcements) you can either track these with the same
marker, or use the separate penalty maker on the same track,
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and just add the two together at the end to work out your
score.

EVENT CARDS

The EVENT cards that you draw for each new street tile
represent the problems that your Combat Team needs to deal
with as it progresses down the street. Note that you typically
draw more cards the closer you get to the enemy’s main
defensive position (typically starting at 2 and peaking at 4).
Note also that amongst the cards are DUMMY cards, these just
mean that they don’t represent an event, so even with a
knowledge of the card draw profile you still won’t know exactly
how many challenges you will face each turn.

Challenges should be dealt with in the priority order shown top
left on the cards (1 first, 5 last), NOT the order drawn. Cards
marked F apply to Fire combat, and those marked C to close
combat.

Each event indicates what happens to it after use - whether it
stays on the board (STAYS/pin) until dealt with, is recycled back
to the deck via a discard pile (RECYCLE/recycle arrow), or is
removed from the game (REMOVE/Trashcan). If you get to the
end of the deck shuffle the discard pile and continue.

Tile Shift

There is a bit of sleight of hand in RubbleTown in order to
make things easier to play. Even though you draw event
cards for the tile in front of where you are, their non-unit
effects (e.g. barricades, mines, IEDs, boobytraps etc) take
place on the tile you are on. Any enemy units are on the tile
they are drawn for, but if firing at you and if you are not on
their tile use your PV and RUBBLE values. It can help to think
of mines etc as being on the boundary between the two
tiles — but even that’s not perfect! See below for more
information on how to interpret mines.

FIRING

These rules are used both for when you fire at the enemy and
for when they fire at you. Just follow the process on the QRS.
Note that:

e You may only have 1 infantry unit, one AFV and one
support weapon firing each turn.

e Elements on tiles behind your front line cannot join in the
combat.

e Elements either roll Large Calibre or Small Calibre dice as
denoted by the colour of the left hand, Ranged Fire, value
(Red for Large, Blue for Small). Each element may only
use one calibre each turn.

e The number of Large and Small Calibre dice are rolled
together for of all the units involved in the attack

e Due to rubble etc dice are removed first from Small
Calibre and then from Large Calibre based on the
circumstance of the attack — see QRS.

e Once damage (if any) is determined any doubles, triples
or quads in the Large Calibre dice (only) have an impact
on Rubble or civilian casualties as detailed in the QRS.

SUPPRESSION AND DAMAGE

Enemy action typically has one of two impacts on your
elements:

. : Place a SUPPRESSED marker on the affected
element’s card. It cannot move, fire or participate in an
assault (either make it or receive it) for the rest of the
turn. If the unit is TASKED (e.g. for mine clearance) it
cannot complete its task and the TASKED marker is
removed. SUPPRESSED markers are automatically
removed at the end of the turn. Armoured vehicles are
never SUPPRESSED.

e  LOSS: Each element (including the enemy’s) has a
Resilience marked on its card in Purple. Each Loss taken
reduces this by one —add a Loss marker (I know they
should be purple counters for consistency but red is more
obvious!) to show this. This reduces both its ATTACK and
DEFENSE strength by 1 for each loss. Once it has taken
losses equal to its original Resilience the element is
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combat ineffective and removed from the game. If this
was your only/last infantry unit you have lost!

Note that you do not the enemy as it is assumed
that each engagement represented is being fought through til
the enemy is destroyed.

ASSAULT

Your assault and the enemies defence happen simultaneously,
but it is optional whether you attack (and if you don’ t the
enemy won’t attack you). The process is similar to that for
ranged fire but you use the Assault/Close Combat, values (Red
for Large, Blue for Small). You may only have 1 infantry unit,
one AFV (if it has a Close Combat value) and one support
weapon engaged in Close Combat/Assault each turn. Work out
what damage you cause to the enemy, and then what damage
they cause to you (but using their initial strength before your
attack).

If you have destroyed the enemy then you can move fully onto
the vacated tile. If you inflicted more damage on them than
they did on you, you may move onto their tile (which may be
advantageous in terms of PV), but otherwise stay as you are. If
any enemy infantry or AFVs remain then you will have to fire at
and possibly assault them again next turn, but note that some
support weapons and AFVs will automatically pull back if left
without infantry, allowing you to move in.

RUBBLE

As mentioned above each card has a starting RUBBLE state —
caused by previous fighting or bombardment. When you roll
doubles or triples on Large Calibre dice (see QRS) you add to
RUBBLE, as do some other actions (e.g. anti-tank mines or
Fires). RUBBLE provides a defensive bonus against incoming
Fire combat. It can also limit the movement and firing of tanks.
In the BASIC game if a tile has a total of 4 RUBBLE (the
maximum) then:

e  Atank cannot move onto the tile, or if already on it leave
the tile, until the RUBBLE has been reduced to below 4.
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e  Atank cannot fire into or out of a tile with RUBBLE 4. It
may fire at an enemy on the same tile as itself.

RUBBLE is removed by tasking Sappers, or even by tasking
Tanks or Anti-Tank guns and getting them to blow it away.
Tasking is done at the beginning of the turn, and the attempt at
removal in the CLEARANCES phase at the end of the turn.

PUSH-BACK/WITHDRAWAL

If any enemy event card withdraws down the street (e.g. some
support cards won’t stay without infantry support, or anti-tank
cards might wait until a tank catcges up) then place it by the
next unturned tile. It then activates at the same time as any
new event cards drawn for that tile.

CLEARANCES

At the end of turn, units that were TASKED at the beginning of
the turn and are NOT SUPPRESSED can be used to remove
rubble, wrecks and mines. Just follow the process on the QRS.

PERSISTING MINES

If any mines (or persistent IEDs) are not cleared in the
CLEARANCE phase, then they persist into future turns. This has
a number of implications:

e  During the Event Card phase of the next turn they will
activate in the normal order against units on their
tile.

e Inthe Consolidation phase you may choose to send a
Sapper unit, possibly with some protection, forward
onto the mined tile, to be ready to be tasked to clear
them in the next turn. The presence of the team will
NOT activate the next (hidden) card in the street. In
fact, activating the next card is always an optional
choice, but failing to take it obviously delays your
progress.

e  You may also choose to move your remaining forces
back up the street so as to be off the mined tile.

e  Atthe end of a combat, if there is a mine on the tile
you may elect NOT to take the consolidation move
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onto that tile (including if it still has defenders), or to
make it with only sappers and a protecting force.

CONSOLIDATION

If the tile in front of you is now free of enemy units (but not
necessarily mines etc) then you can move onto it, and if viable,
and trailing AFVs and Engineers can catch up if the street is
now clear.

RECOVERY

Suppression is automatically recovered. Elements that were
Tasked have their Task marker removed.

At the end of a turn if any of your infantry elements are not at
full strength you can attempt to recover them (i.e. reduce their
Loss counters)— reflecting the chance to regroup, regain nerve
and redistribute ammo. Only elements NOT on the same space
as an enemy unit can attempt recovery.

OPTIONAL RULES

The following optional rules may be played by mutual
agreement, but get to know the basic game first.

Reinforcements

You may call for reinforcements, upto 1 per turn during the
Recovery & Reinforcement phase. Each call costs 1 turn penalty
(move the turn counter on one). Roll for the success of your
request, and if successful add an appropriate card to you
Combat Team during the Recovery & Reinforcement Phase of
the next turn.

Infantry Section 3+

Specialist Element or AFV not listed below 4+

MBT or 90mm-+ gun platform (e.g. SPG, MGS) 5+
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Side Streets

If you feel that your main route is too blocked then you may try
and find a side street. A dedicated “side streets” expansion is in
development but for now do the following:

° In the Recovery Phase, roll 6+ to find a side street
from your current tile. If you succeed then proceed as
detailed below. If you fail then next turn you can try
again but on the previous street tile, and roll a 5+ for
success. And so on each turn back down the street.

Once a side street is identified lay a new road out to a new
Objective tile parallel to your existing street start from the tile
identified as having a side street. Take a 2 turn penalty and
move your Combat Team onto the new side street.

FAQs

e What happens with mines next go?

o Any units on a tile with mines at the start of their
next go must make another mine test. This
continues until cleared. Note that there is nothing
to stop you moving beyond mines and just leaving
them there.

e  Caninfantry assault AFVs?

o Ifthe AFV does not retreat then yes. Count as an

ordinary assault and hope you get 6s.
e How do I select a RANDOM unit?

o Justroll a dice and assign 1-3 to one element, 4-6 to
the other, or 1-2 to the first, 3-4 to the second, 5-6
to the third etc

e What happens if only a non-MBT AFV is left on the
Objective tile?

o The AFV is assumed to withdraw, so the Objective is
yours.

e  What happens if the tile in front of me has an enemy
card but no enemy infantry or armour?

o Most enemy support cards tell the element to
withdraw one tile or be destroyed if left alone
without support. As a result the tile should have been
empty and so during the consolidation phase you
should have moved onto the tile. If any odd situation
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arises just try and think through what would happen
in a real situation.

GLOSSARY

A few words have special meaning in Rubble Town, and these
are detailed below.

Available A unit (typically Sapper) which is not
TASKED and not SUPPRESSED and in the
relevant tile.

The force you have to fight down the
street with

Combat Team

Element A force/weapon/team shown on a card.
Elements go together to make up your
Combat Team

Anything which isn’t an AFV is a foot
element — so typically infantry and
engineers.

Foot element

Infantry An infantry platoon or section.
Element

Weapons with a significant HE/blast
effect. Shown in RED and can cause

Large Calibre

RUBBLE.
Small Calibre Weapons which typically rely on kinetic
effect. Shown in BLUE and don’t cause
RUBBLE.
Support Any card for a specific weapon carried by
Weapon or accompanying the team, but not an
infantry or sapper unit or AFV.
Suppressed The unit cannot take part in any firing or

assault, and if an engineer can’t work on
a task.

EXAMPLES OF PLAY, and FURTHER QUESTIONS

There are some examples of play (both text and video) and an
FAQ at www.taunoyen.com/games/rubbletown.

If your questions is not answered there just email
david@burden.name.

SCENARIOS AND EXPANSIONS

| hope to post some expansions and scenarios for Rubble Town
reflecting different periods, options for side streets, different
types of urban fight and issues such as Subterranean, Rules of
Engagement etc at www.taunoyen.com/games/rubbletown.

TRAINING NOTES

Whilst intended as a “beer and pretzels” game, there may be
some scope for using Rubble Town to introduce junior soldiers
(and other stakeholders) to some of the issue of tactical urban
conflict. In this case here are some suggestions as to how
Rubble Town can be used:

e It may be useful in the early play-throughs to have
the participants working in pairs, each pair
controlling one combat team for each game in order
to encourage peer discussion.

e  DON'T tell players the best starting combat team
composition — let them each choose their own in
secret and then discuss their choices as a group
BEFORE play.

e  Aseach player plays the game provide a commentary
on their actions (or get them to debate in pairs), and
in particular get them to think through the real-world
sensations and actions that would follow from each
event that is revealed.

e Atthe end of the game do a quick AAR, first getting
the player’s view (both on what they did and how
they might do it differently — particularly what team
choices they might make), then that of the observers
before giving your own. Try and relate observations
to the soldiers own training experiences or historical
combat examples.

e  One all players have had a go have a summative
debrief and then ideally let players have another go
with their “improved” combat team composition.
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DESIGN NOTES

The rules derive from the popular Storm Over... series (which
started with Avalon Hill’s Storm Over Arnhem), and particular
as enhanced (in terms of Rubble) by Christmas in Hell (High
Flying Dice Games) and protection values (Storm Over Port
Arthur - Nakamura, 2003). From playing these games |
developed Festung:Ortona, a game on the 1943 Battle of
Ortona, and whose rules may have scope for other WW2 urban
battles. However, full battles take a relatively long time but
many of the key learnings about rubble, combined armes, civil
population, IEDs, mines etc are learnt in the first few turns. It
also takes a lot of effort to create new scenario maps. By
extracting the key learning elements and using a randomly
generated linear map, hopefully much of the learning of
Festung:Ortona can be accomplished quickly and in a more fun
experience. My other games, e.g. City & CEMA, are the place
to go to though if you want to understand the larger
complexities of a modern urban battle.

There is a fuller set of design notes at
www.taunoyen.com/games/rubbletown.

COPYRIGHT AND IMAGES

Please note that the images which illustrate the cards have
been sourced from across the web and from the UK MOD
Defence Imagery website — those images being © UK Ministry
of Defence CROWN COPYRIGHT, 2025. As a result although the
game is released under Creative Commons 4.0 BY NC SA, the
images in the game are not, and you should replace these
images with your own if making any derivative games.

@oEle)
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RUBBLE TOWN QRS v250620

REVEAL NEXT TILE

If there are no enemy on the tile with your lead element and the
street tile in front of you is face down then turn it over. Place any
pushed back enemy units on it.

TASKING & CUEING

TASK Engr/AFV/Sp Wpn for Rubble/Mine clearance or manhole
blocking in RECOVERY phase. Places a TASKED counter on them.
They may not participate in firing or combat.

CUE and use support assets such as UAVs, Precision Fires etc.

EVENT CARDS
If there is a newly turned over tile in front of you draw a number
of EVENT cards as specified by the scenario. The default is:

First 2 tiles Other tiles Last 3 tiles (if 9+ tile game)
(after start) Last 2 if 7 tile, last 1 if 5 tile.
2 3 4

Now resolve the EVENT cards (including any left over from the
previous turn on other tiles — e.g. mines) in the order from 1to 5
as by the circled red number on the cards. If not priority marked
then cards are used during the Fire and Assault phases. Cards of
the same priority can be evaluated in any order you choose. The
effects of all cards are detailed on the card.

STACKING

There is no limit to how many elements you can have on a tile but
only 1 Infantry, 1 AFV and 1 Sp Wpn may attack across any tile
edge or within a tile per turn. (Scenarios may relax these limits).

CONSOLIDATE AND CATCH-UP

Main force may move onto any empty tiles to their front, and any

elements delayed can move up to join your main force if the route

is now cleared or tasking over. Note that:

e AFVs must end move at RUBBLE3, but can move next turn.

e AFVs must stop at RUBBLE4 and can’t move forward until its
reduced to RUBBLE3 or less.

o If pass over or enter a tile with MINES they must make a mine
test (and yes, another one at the start of next go if they end on
a mine!)

FIRE COMBAT

units cannot fire. All permitted elements combine
their fire into one roll. AFVs can’t fire to/from RUBBLE4. Each
element may only use one calibre in the firing. For procedure see
the PAC. is spread across elements but Loss Markers
are applied to one unilt (selected as instructed) until it is
destroyed, then to another element etc.

Note that:

e Whilst the defender may the attacker, the attacker
only ever inflicts Loss Markers on the defender.

e Loss Markers are not deducted from Large Calibre firing as
these are typically single weapons.

. has no effect on AFVs, and is treated as a Loss
Marker.

After firing, if all tiles are now free of enemy units you may move
all your units into any empty tile in front of you and skip the Close
Assault phase.

If any AFV is destroyed then mark as WRECKED, and blocks any
further AFV movement until cleared.

CLOSE COMBAT ASSAULTS
Close Combat Assaults are how you move from the tile you are on
into a tile occupied by the enemy. The assault must be led by an
infantry unit. AFVs and Support Wpns must have a Close Combat
rating to support an assault. units can’t start or
support Close Combat. Treat all units on a tile as a single combat.
Your assault (although assault is optional) and the enemy’s
defence are simultaneous. Note that:

e AFV can’t help support an assault to/from RUBBLE4.

o If AFV on own may also withdraw to next tile (on 3+).

If you inflict more Loss Markers than the defender, or eliminate
them, you may move onto their tile.

Note that some defender units may auto-withdraw if left without
Inf or AFV sp and enemy present, or auto-eliminated (e.g. Sappers,
Sp Wpns), so you may then advance onto the empty tile.

RESET
All units automatically remove suppression. All
TASKED removed.

CLEARANCES
All clearance tasks require elements to have been TASKED, to be

, and for there to be no enemy units on the tile.
Elements can only do one task per turn, and only one task of each
type per tile.

Rubble Sappers/ Roll 1D6 and halve the result
Engineers (rounding up) and reduce the
or Tanks or RUBBLE count by that many to a
A/T Guns. minimum of the tile value or 1,

whichever greater.

Mines Sappers/ Roll D6 and add the number of
Engineers engineer units. Clear ALL mines on a

tile on 5+. Add 1 to the dice roll for
each failed attempt — add TASKED
chits to keep track. RECYCLE the
mine card.

Wrecks Sappers/ Roll D6 + number of tasked units
Engineers (max 2). Clear wreck on 3+. Add 1
or AFVs to the dice roll for each failed

attempt.

Manhole | Sappers/ Automatic. Marked SEALED.
Engineers

Others See cards

FINAL SCORE

To calculate your final score:
e Take the number of turns you took (inc. penalties)
e Add 1 for each additional rubble counter generated
e Add 2 for each step loss you have at the end of the game
e Add Cost for each Combat Force card destroyed
e Add 5 for each civilian counter destroyed (10 if media)
e Add 2 for each point in your Combat Team above 5/10
e Deduct 2 for each point in your Combat Team below 5/10

There are Turn and Penalty counters so you can keep track of
some of this during the game.

Based on the target number of rows in your game we reckon that
a fair assessment of your performance is:

Tiles x5 x4 x3 X2 x1

Result V.Poor Poor | Average | Good V.Good
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TURN COUNTER

TURN SEQUENCE

1 11
2 12
3 13
4 14
5 15
6 16
7 17
8 18
9 19
10 20

Rubble Town v250620 http://www.taunoyen.com/games/rubbletown

TASK units and CUE
support assets and
confirm order of march

Reveal Next Tile (if
enemy defeated)

Draw and Execute
Event Cards

Enemy Firing

Friendly Firing

Close Combat

Clearances

Reset SUPPRESSED and
TASKED

Consolidate,
Reinforcement and
Recovery

RUBBLE TOWN PAC v250620

FIRE COMBAT

Only 1 Infantry, 1 AFV and 1 Sp Wpn may fire across any tile
edge or within a tile per turn

Total LARGE CALIBRE (Red) Ranged Fire values and take that
number of coloured dice. Remove:
e 2 dice if firing with AFV/Arty but no Infantry elements.

Total SMALL CALIBRE (Blue) Range Fire values (less Loss
Markers) and take that number of differently coloured dice.

Then, starting with SMALL CALIBRE dice, remove dice as follows:
-1 per RUBBLE on target tile
-1 per Protection Value (PV) of target tile

Then remove or add dice as specified by any cards.

Roll all the remaining dice. You always roll at least 1 dice.

For each 5: Choose RANDOM foot unit:
e Defender Firing: First 5 SUPPRESSES, further 5s each inflict 1
Loss Marker.
e Attacker Firing: Each 5 inflicts 1 Loss Marker.

For each 6 (max 1 SMALL CALIBRE 6): Choose RANDOM AFV if
possible, else against RANDOM foot:

o Defender Firing: All hits are Loss Markers, unless against
foot when SUPPRESSES on first, Loss Markers on
subsequent.

o Attacker Firing: All hits are Loss Markers.

If any AFV is destroyed then mark as WRECKED and blocks any
further AFV movement until cleared.

For the LARGE CALIBRE dice only:
e |f one DOUBLE then +1 RUBBLE
o |f 2 DOUBLES or any TRIPLES or more then +2 RUBBLE.

EVENT CARDS (DEFAULT)
First 2 tiles | Other tiles Last 3 tiles (if 9+ tile game)
(after Last 2 tiles (if 7 tile game)
START) Last tile (if 5 tile game)
2 3 4
8

CLOSE COMBAT ASSAULT

Only 1 Infantry, 1 AFV and 1 Sp Wpn (if they have CC values) may
assault across any tile edge or within a tile per turn

Total SMALL CALIBRE (Blue) Close Combat values (less Loss
Markers) and take that number coloured dice.

Add or subtract any of either dice as specified by the cards,
subtracting SMALL CALIBRE dice first, if not otherwise specified.

If assaulting from one tile to another, compare the Protection
Value (PV) of the two tiles:
e If the target tile has the higher PV then subtract dice equal
to the difference in PVs if attacker, and add if the defender.

Note that Rubble does not affect the assault.
Roll all the remaining dice. You always roll at least 1 dice.

Any 4,5 or 6 creates a Loss Marker. 6s must be applied against
AFVs if possible. Otherwise apply Loss Markers against RANDOM
Inf then Support Weapons.

Repeat for the enemy (before any losses are applied).

There is no RUBBLE created as no Large Calibre weapons are used
in the assault itself.

RUBBLE COUNTERS
2 or less No effect.
3 Ends AFV movement for that turn.

4 or more AFV can’t move onto, past or out.
AFVs can'’t fire to/from RUBBLE4.
AFVs can’t support an assault to/from RUBBLE4

RECOVERY

For each Infantry unit not on the same space as enemy unit roll
2D6 and removes 1 Loss Marker on:

e 10+ if no adjacent enemy,
e 11+ if adjacent enemy or enemy behind the element
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