


















Le  Réve i l  de  l ’Ours  !  -  Russ ie  1941-42
�/�H�V���F�D�U�W�H�V���G�¶�D�F�W�L�R�Q���S�H�X�Y�H�Q�W���r�W�U�H���M�R�X�p�H�V���S�D�U���O�H���M�R�X�H�X�U���D�F�W�L�I���H�W���R�X���V�R�Q���D�G�Y�H�U�V�D�L�U�H�����/�H�V���F�D�U�W�H�V���D�\�D�Q�W���X�Q���F�R�€�W���H�Q���$�3���G�R�L�Y�H�Q�W���r�W�U�H���M�R�X�p�H�V���V�X�U���O�¶�X�Q�L�W�p���R�X����
�O�H���J�U�R�X�S�H���D�F�W�L�Y�p���T�X�L���D���S�D�\�p���S�R�X�U�����/�H�V���F�D�U�W�H�V���J�U�D�W�X�L�W�H�V���R�X���S�D�\�p�H�V���H�Q���3�&���S�H�X�Y�H�Q�W���r�W�U�H���M�R�X�p�H�V���V�X�U���Q�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p����
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Action de commandement (x12)	 Carte #2
�$�F�W�L�R�Q�����1�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p���R�X���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���X�W�L�O�L�V�p���R�X���Q�R�Q��
�X�W�L�O�L�V�p���S�H�X�W���H�I�I�H�F�W�X�H�U���X�Q�H���D�F�W�L�R�Q��

Auto-Ralliement (x2)	 Carte #3
�$�F�W�L�R�Q�����1�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p���R�X���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���X�W�L�O�L�V�p���R�X���Q�R�Q��
�X�W�L�O�L�V�p�� �S�H�X�W�� �L�P�P�p�G�L�D�W�H�P�H�Q�W�� �V�H�� �U�D�O�O�L�H�U���� �&�H�U�W�D�L�Q�V�� �P�D�U�T�X�H�X�U�V�� �G�H��
�G�p�J�k�W�V���G�H���Y�p�K�L�F�X�O�H�V���Q�¶�R�Q�W���S�D�V���G�¶�R�S�W�L�R�Q���G�H���U�D�O�O�L�H�P�H�Q�W���H�W���Q�H���S�H�X��
�Y�H�Q�W���G�R�Q�F���S�D�V���X�W�L�O�L�V�H�U���F�H�W�W�H���F�D�U�W�H��

Tentative de ralliement (x2)	 Carte #4
�$�F�W�L�R�Q�����1�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p���R�X���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���X�W�L�O�L�V�p���R�X���Q�R�Q��
�X�W�L�O�L�V�p���S�H�X�W���I�D�L�U�H���X�Q���M�H�W���S�R�X�U���W�H�Q�W�H�U���G�H���V�H���U�D�O�O�L�H�U��

Se déplacer de 2 hex (x2)	 Carte #5
�$�F�W�L�R�Q�����1�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p���R�X���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���X�W�L�O�L�V�p���R�X���Q�R�Q��
�X�W�L�O�L�V�p�� �S�H�X�W�� �V�H�� �G�p�S�O�D�F�H�U�� �G�¶�X�Q�� �P�D�[�L�P�X�P�� �G�H�� ���� �K�H�[���� �/�H�V�� �U�q�J�O�H�V��
�F�R�Q�F�H�U�Q�D�Q�W�� �O�H�� �G�p�S�O�D�F�H�P�H�Q�W�� �G�H�V�� �X�Q�L�W�p�V�� �F�D�F�K�p�H�V�� �V�¶�D�S�S�O�L�T�X�H�Q�W����
�1�H���S�H�X�W���S�D�V���r�W�U�H���X�W�L�O�L�V�p�H���V�X�U���G�H�V���X�Q�L�W�p�V���L�P�P�R�E�L�O�L�V�p�H�V�����F�O�R�X�p�H�V��
�D�X���V�R�O���R�X���F�K�R�T�X�p�H�V�����/�H�V���R�E�V�W�D�F�O�H�V���D�I�I�H�F�W�H�Q�W���O�H���P�R�X�Y�H�P�H�Q�W���G�H��
�O�¶�X�Q�L�W�p��
�(�[ �����O�¶�X�Q�L�W�p���V�H�U�D���T�X�D�Q�G���P�r�P�H���D�W�W�D�T�X�p�H���S�D�U���O�H�V���P�L�Q�H�V��

�0�D�U�T�X�H�U���F�R�P�P�H���X�W�L�O�L�V�p�H�����[����	 �&�D�U�W�H������
�$�F�W�L�R�Q�����5�H�W�R�X�U�Q�H�]���X�Q�H���X�Q�L�W�p���H�Q�Q�H�P�L�H���V�X�U���V�R�Q���F�{�W�p���X�W�L�O�L�V�p�����/�¶�X�Q�L��
�W�p���D�I�I�H�F�W�p�H���Q�H���S�H�X�W���S�D�V���r�W�U�H���D�F�W�L�Y�p�H���R�X���X�W�L�O�L�V�H�U���G�H�V���$�3���S�R�X�U���O�H��
�U�H�V�W�H�� �G�X�� �W�R�X�U���� �(�O�O�H�� �S�H�X�W�� �F�H�S�H�Q�G�D�Q�W�� �H�I�I�H�F�W�X�H�U�� �G�¶�D�X�W�U�H�V�� �D�F�W�L�R�Q�V����
�&�H�W�W�H���F�D�U�W�H���Q�H���S�H�X�W���S�D�V���r�W�U�H���M�R�X�p�H���V�X�U���X�Q���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V��

�����'�����S�R�L�Q�W�V���G�¶�D�F�W�L�R�Q�����[����	 �&�D�U�W�H������
�$�F�W�L�R�Q�����8�Q�H���X�Q�L�W�p���R�X���X�Q���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���D�F�W�L�Y�p���S�H�X�W���O�D�Q�F�H�U���X�Q��
�G�p���S�R�X�U���D�Y�R�L�U���S�O�X�V���G�¶�$�3��
�(�[ �����X�Q�H���X�Q�L�W�p���D�F�W�L�Y�p�H���j���X�W�L�O�L�V�p���W�R�X�V���V�H�V���$�3�����/�H���M�R�X�H�X�U���G�p�F�L�G�H���G�H��
�M�R�X�H�U���F�H�W�W�H���F�D�U�W�H�����S�D�\�H�������3�&���H�W���O�D�Q�F�H���X�Q���G�p���S�R�X�U���D�Y�R�L�U obtenir 
�G�H�V���$�3���V�X�S�S�O�p�P�H�Q�W�D�L�U�H�V��

+1D6 points de commandement (x2)	 Carte #8
�$�F�W�L�R�Q�����8�Q�H���X�Q�L�W�p���R�X���X�Q���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V���D�F�W�L�Y�p���S�H�X�W���O�D�Q�F�H�U�����'����
�G�H���3�&���V�X�S�S�O�p�P�H�Q�W�D�L�U�H�V�����$�M�R�X�W�H�]���O�H�V���j���F�H�X�[���G�L�V�S�R�Q�L�E�O�H�V�����L�O�V���S�H�X��
�Y�H�Q�W���r�W�U�H���X�W�L�O�L�V�p�V���S�D�U���G�¶�D�X�W�U�H�V���X�Q�L�W�p�V��

Puissance de feu +2 (x2)	 Carte #9
�$���M�R�X�H�U���H�Q���F�R�Q�M�R�Q�F�W�L�R�Q���G�H���Q�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���D�W�W�D�T�X�H��
�$�M�R�X�W�H�U���������j���O�D���)�3���G�¶�X�Q�H���X�Q�L�W�p���D�S�U�q�V���D�Y�R�L�U���D�S�S�O�L�T�X�p���W�R�X�V���O�H�V���P�R��
�G�L�¿�F�D�W�H�X�U�V���H�W���D�Y�D�Q�W���O�H���O�D�Q�F�H�U���G�H���G�p�V�����-�R�X�H�U���F�H�W�W�H���F�D�U�W�H���Q�¶�H�V�W���S�D�V��
�X�Q�H���D�F�W�L�R�Q�����&�H�W�W�H���F�D�U�W�H���S�H�X�W���r�W�U�H���X�W�L�O�L�V�p�H���V�X�U���X�Q���J�U�R�X�S�H��

�$�W�W�D�T�X�H���G�R�X�E�O�H�����[����	 �&�D�U�W�H��������
�8�Q���M�R�X�H�X�U���S�H�X�W���H�I�I�H�F�W�X�H�U���G�H�X�[���D�F�W�L�R�Q�V���G�¶�D�I�¿�O�p�H�����V�D�Q�V���T�X�H���O�¶�D�G��
�Y�H�U�V�D�L�U�H�� �Q�H�� �S�X�L�V�V�H�� �U�p�D�J�L�U���� �-�R�X�H�U�� �F�H�W�W�H�� �F�D�U�W�H�� �Q�¶�H�V�W�� �S�D�V�� �X�Q�H�� �D�F��
�W�L�R�Q���� �8�Q�� �M�R�X�H�X�U�� �G�R�L�W�� �D�Q�Q�R�Q�F�H�U�� �O�¶�X�W�L�O�L�V�D�W�L�R�Q�� �G�H�� �F�H�W�W�H�� �F�D�U�W�H�� �D�Y�D�Q�W��
�G�¶�H�I�I�H�F�W�X�H�U���O�D���S�U�H�P�L�q�U�H���D�F�W�L�R�Q�����&�H�W�W�H���F�D�U�W�H���S�H�X�W���r�W�U�H���X�W�L�O�L�V�p�H���V�X�U��
un groupe.

Défense improvisée (x2)	 Carte #11
�$�F�W�L�R�Q���� �8�Q�� �R�X�� �S�O�X�V�L�H�X�U�V�� �S�L�R�Q�V�� �© �'�p�I�H�Q�V�H�� �L�P�S�U�R�Y�L�V�p�H �ª�� �S�H�X��
�Y�H�Q�W�� �r�W�U�H�� �S�O�D�F�p�� �V�X�U�� �Q�¶�L�P�S�R�U�W�H�� �T�X�H�O�O�H�� �X�Q�L�W�p�� �R�X�� �J�U�R�X�S�H�� �G�¶�X�Q�L�W�p�V��
�X�W�L�O�L�V�p�H���V�����R�X���Q�R�Q�����G�R�Q�W���O�H�V���Y�p�K�L�F�X�O�H�V�������,�O���Q�¶�H�V�W���S�D�V���S�R�V�V�L�E�O�H���G�H��
�S�O�D�F�H�U���X�Q�H���S�R�V�L�W�L�R�Q���G�p�I�H�Q�V�L�Y�H���V�X�U���X�Q�H���X�Q�L�W�p���H�Q���F�R�U�S�V���j���F�R�U�S�V��

 
COST 0APs or CAPs
A player may take 1 FREE 

action or reaction with any unit. 

Command Action

CoH: Awakening the Bear      #2

 
COST 2APs or CAPs
As an action, automatically 

rally any unit, even if in 
close combat. 

Auto-Rally

CoH: Awakening the Bear      #3

 
COST 0APs or CAPs

As an action, attempt to rally 
any unit not in close combat.

Must roll for effect.

Rally Attempt

CoH: Awakening the Bear      #4

 
COST 0APs or CAPs
As an action, any unit may 

move 2 hexes over any 
passable terrain.

Move 2 Hexes

CoH: Awakening the Bear      #5

 
COST 2AP or CAP
As an action, mark any 

unit as used.

Mark as Used

CoH: Awakening the Bear      #6

 
COST 1CAP

As an action, add 1D6 to 
the actived unit’s APs.

+1D6 APs

CoH: Awakening the Bear      #7

 
COST 2APs

As an activated unit’s action, roll 
1D6 and add this # to the CAPs 

track for use this turn. 

+1D6 CAPs

CoH: Awakening the Bear      #8

 
COST 0APs or CAPs

�$�G�G���������W�R���W�K�H���¿�U�H�S�R�Z�H�U
of any attacking unit.

+2 Firepower

CoH: Awakening the Bear      #9

 
COST 1CAP

Player activates two units in a 
row, skipping the opponent.

Dual Attack

CoH: Awakening the Bear   #10

 
COST 0APs or CAPs
As an action, place a hasty 

defense counter over ANY unit 
immediately.

Hasty Defense

CoH: Awakening the Bear   #11

Sniper (x2)	 Carte #13
�$�F�W�L�R�Q���� �/�¶�D�G�Y�H�U�V�D�L�U�H�� �S�H�U�G�� �L�P�P�p�G�L�D�W�H�P�H�Q�W���G�H�V�� �3�&�� �S�R�X�U�� �F�H�� �W�R�X�U��
�V�H�X�O�H�P�H�Q�W ��
����� �������3�&
��������� �������3�&
��������� �������3�&
����� �������3�&

Arrêt (x1)	 Carte #20
�$�F�W�L�R�Q�����,�P�P�R�E�L�O�L�V�H�]���Q�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���Y�p�K�L�F�X�O�H���X�W�L�O�L�V�p�H���R�X���Q�R�Q�����/�H��
�P�D�U�T�X�H�X�U���G�¶�L�P�P�R�E�L�O�L�V�D�W�L�R�Q���H�V�W���U�H�W�L�U�p���j���O�D���¿�Q���G�X���W�R�X�U�����&�H�W�W�H���F�D�U�W�H��
�Q�H���S�H�X�W���S�D�V���r�W�U�H���M�R�X�p�H���V�X�U���X�Q���J�U�R�X�S�H��

Unité(s) repérée(s) (x2)	 Carte #30
�$�F�W�L�R�Q�����&�K�R�L�V�L�V�V�H�]���X�Q�H���G�H���Y�R�V���X�Q�L�W�p�V���H�W���O�¶�D�G�Y�H�U�V�D�L�U�H���G�R�L�W���U�p�Y�p�O�H�U��
�W�R�X�W�H�V���O�H�V���X�Q�L�W�p�V���F�D�F�K�p�H�V���G�D�Q�V���X�Q���U�D�\�R�Q���G�H�������F�D�V�H�V�����P�r�P�H���K�R�U�V��
�G�H���/�2�6��

Poser des mines (x2)	 Carte #40
�$�F�W�L�R�Q�����1�¶�L�P�S�R�U�W�H���T�X�H�O�O�H���X�Q�L�W�p���X�W�L�O�L�V�p�H���R�X���Q�R�Q���S�H�X�W���S�R�V�H�U���G�H�V���P�L��
�Q�H�V�����P�r�P�H���G�D�Q�V���V�R�Q���S�U�R�S�U�H���K�H�[�����P�D�L�V���S�D�V���G�D�Q�V���X�Q���K�H�[���R�F�F�X�S�p��
�S�D�U���O�¶�H�Q�Q�H�P�L�����/�H���F�K�D�P�S���G�H���P�L�Q�H�V���S�H�X�W���r�W�U�H���S�O�D�F�p���F�D�F�K�p�����V�L���K�R�U�V��
�G�H���W�R�X�W�H���/�2�6���H�Q�Q�H�P�L�H�����,�P�S�R�V�V�L�E�O�H���j���M�R�X�H�U���H�Q���&�&�����1�H���S�H�X�W���S�D�V��
�r�W�U�H���S�O�D�F�p���S�D�U���G�H�V���X�Q�L�W�p�V���F�D�F�K�p�H�V���R�X���G�H�V���J�U�R�X�S�H�V���G�¶�X�Q�L�W�p�V��

Déminage (x1)	 Carte #41
�$�F�W�L�R�Q���� �1�¶�L�P�S�R�U�W�H�� �T�X�H�O�O�H�� �X�Q�L�W�p�� �X�W�L�O�L�V�p�H�� �R�X�� �Q�R�Q�� �S�H�X�W�� �H�Q�O�H�Y�H�U�� �X�Q��
�S�L�R�Q���F�K�D�P�S���G�H���P�L�Q�H�V���V�X�U���V�R�Q���K�H�[���R�X���X�Q���K�H�[���G�L�U�H�F�W�H�P�H�Q�W���D�G�M�D��
�F�H�Q�W���j���V�D���S�R�V�L�W�L�R�Q�����,�P�S�R�V�V�L�E�O�H���j���M�R�X�H�U���H�Q���F�R�U�S�V���j���F�R�U�S�V���R�X���S�D�V��
�X�Q���J�U�R�X�S�H���G�¶�X�Q�L�W�p�V��

�:�H�D�S�R�Q���&�D�U�G�V�����&�D�U�W�H�V���G�¶�D�U�P�H�V�������[����
�&�H�V���F�D�U�W�H�V���V�R�Q�W���G�H�V���D�F�W�L�R�Q�V���S�R�X�Y�D�Q�W���r�W�U�H���M�R�X�p�H�V���S�D�U���Q�¶�L�P�S�R�U�W�H��
�T�X�H�O�O�H���X�Q�L�W�p���V�X�U���O�D���F�D�U�W�H��
�‡���&�R�F�N�W�D�L�O���0�R�O�R�W�R�Y�����[����
�‡���*�U�H�Q�D�G�H�����[����
�/�H�V�� �P�R�G�L�¿�F�D�W�H�X�U�V�� �G�X�� �W�H�U�U�D�L�Q�� �V�¶�D�S�S�O�L�T�X�H�Q�W���� �&�H�V�� �D�U�P�H�V�� �S�H�X�Y�H�Q�W��
�r�W�U�H���X�W�L�O�L�V�p�H�V���H�Q���V�R�X�W�L�H�Q���G�H���������)�3���O�R�U�V���G�¶�X�Q���W�L�U���G�H���J�U�R�X�S�H��
�‡���7�H�O�O�H�U�P�L�Q�H�����[����
�3�H�X�W���r�W�U�H���X�W�L�O�L�V�p���S�D�U���X�Q�H���X�Q�L�W�p���j���S�L�H�G���S�R�X�U���D�W�W�D�T�X�H�U���X�Q���Y�p�K�L�F�X�O�H��
�H�Q�Q�H�P�L���V�L�W�X�p���G�D�Q�V���O�H���P�r�P�H���K�H�[��
�/�H�V�� �7�H�O�O�H�U�P�L�Q�H�V�� �S�H�X�Y�H�Q�W�� �p�J�D�O�H�P�H�Q�W�� �r�W�U�H�� �S�O�D�F�p�H�V�� �F�R�P�P�H�� �X�Q��
�F�K�D�P�S���G�H���P�L�Q�H�V���G�D�Q�V���X�Q���U�D�\�R�Q���G�¶�X�Q���K�H�[���D�X�W�R�X�U���G�H���O�¶�X�Q�L�W�p�����5�q�J�O�H��
�L�G�H�Q�W�L�T�X�H���j���O�D���F�D�U�W�H�����������© �3�R�V�H�U���G�H�V���P�L�Q�H�V �ª��

Artillerie hors-carte (x2)
�&�H�W�W�H�� �F�D�U�W�H�� �U�H�S�U�p�V�H�Q�W�H�� �G�H�V�� �U�H�V�V�R�X�U�F�H�V�� �K�R�U�V�� �F�D�U�W�H�� �G�L�V�S�R�Q�L�E�O�H�V��
�S�R�X�U�� �O�H�V�� �M�R�X�H�X�U�V���� �/�H�X�U�� �S�X�L�V�V�D�Q�F�H�� �G�H�� �I�H�X�� �H�V�W�� �L�Q�G�L�T�X�p�H�� �G�D�Q�V��
�O�D�� �]�R�Q�H�� �J�U�L�V�p�H���� �8�Q�� �M�R�X�H�X�U�� �G�R�L�W�� �Q�R�W�H�U�� �V�¶�L�O�� �X�W�L�O�L�V�H�� �G�H�V�� �I�X�P�L�J�q�Q�H�V��
�O�R�U�V�T�X�¶�L�O���F�L�E�O�H���D�X���F�R�X�U�V���G�H���O�D���V�p�T�X�H�Q�F�H���S�U�p���W�R�X�U��
�‡���2�E�X�V�L�H�U���$�O�O�H�P�D�Q�G���G�H�������������F�P�����[����
�‡���2�E�X�V�L�H�U���6�R�Y�L�p�W�L�T�X�H���G�H�����������P�P�����[����

Fin de partie (x1)
�&�H�W�W�H�� �F�D�U�W�H�� �Q�¶�H�V�W�� �X�W�L�O�L�V�p�H�� �T�X�H�� �G�D�Q�V�� �O�H�V�� �V�F�p�Q�D�U�L�R�V�� �O�¶�L�Q�G�L�T�X�D�Q�W����
�/�R�U�V�T�X�¶�H�O�O�H���H�V�W���W�L�U�p�H�����O�D���S�D�U�W�L�H���V�H���W�H�U�P�L�Q�H���L�P�P�p�G�L�D�W�H�P�H�Q�W��

Objectifs 1-4 (x4)
�/�D���F�D�U�W�H���G�¶�R�E�M�H�F�W�L�I���H�V�W���J�D�U�G�p�H���V�H�F�U�q�W�H���H�W���L�Q�G�L�T�X�H���J�p�Q�p�U�D�O�H�P�H�Q�W��
�X�Q���R�E�M�H�F�W�L�I���R�X���X�Q�H���G�L�U�H�F�W�L�Y�H���S�D�U�W�L�F�X�O�L�q�U�H���F�R�P�P�H���F�H�O�D���H�V�W���L�Q�G�L�T�X�p��
�S�D�U���O�H���V�F�p�Q�D�U�L�R��

 
COST 0APs or CAPs

As an action, roll 1D6.  
Opponent loses CAPs equal to:

Roll 1 = 0CAPs, 2-3 = 1CAP,
4-5 = 2CAPs, 6 = 3CAPs.

Sniper
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COST 0APs or CAPs

As an action, immobilize any 
vehicle for the rest of the turn.

Stop Vehicle
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COST 1AP or CAP

As an action, any hidden 
enemy unit within 2 hexes of a 

designated unit is revealed.

Reveal Hidden
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COST 2APs or CAPs

As an action, place a landmine 
within 1 hex of any unhit friendly 

unit not in close combat.

Lay Land Mine
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COST 2APs or CAPs
As an action, remove any 

landmine within 1 hex of any 
unhit friendly unit not in 

close combat.

Defuse Land Mine
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Hand Grenade
Stielhandgranate ‘24

COST 0AP or CAP 
Used as an infantry weapon.

�1�R���F�O�R�V�H���F�R�P�E�D�W���)�3���P�R�G�L�¿�H�U�V����
�5�H�V�R�O�Y�H���D�J�D�L�Q�V�W���À�D�Q�N���'�5������  

FP 5/2 0
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Molotov Cocktail

COST 0AP or CAP 
�%�R�W�W�O�H�V���¿�O�O�H�G���Z�L�W�K���D���J�D�V�R�O�L�Q�H��

�P�L�[�W�X�U�H���X�V�H�G���D�V���D�Q��
�L�Q�I�D�Q�W�U�\���D�Q�W�L���W�D�Q�N���Z�H�D�S�R�Q��

�1�R���F�O�R�V�H���F�R�P�E�D�W���)�3���P�R�G�L�¿�H�U�V��������
�5�H�V�R�O�Y�H���D�J�D�L�Q�V�W���À�D�Q�N���'�5����

FP 4/3 0
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Off -Board Artillery 
105mm Field Howitzer 18

Target new artillery hexes during 
this turn’s pre-turn sequence. 
Fire for effect during the next 

turn’s pre-turn sequence.  
Artillery affects the target hex 
and its 6 surrounding hexes.

�5�H�V�R�O�Y�H���D�J�D�L�Q�V�W���À�D�Q�N���'�5�� 

FP 5
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Game ends immediately! 
Both players add up their 

victory points.

Game Ends
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�2�E�M�H�F�W�L�Y�H�V���D�U�H���V�S�H�F�L�¿�H�G���L�Q���W�K�H��

�¿�U�H�¿�J�K�W���V�H�W�X�S���L�Q�I�R�U�P�D�W�L�R�Q��

Objective #1
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