

COLONIAL LEGIONS AND MERCHANT MARINES

         

          ALL SIDE NOTES IN THE ORIGINAL DOCUMENT WILL BE IN ITALICS!!         



         Expansion Set for

         SUPREMACY

         The Game of the Superpowers

         

        

         Use Your Colonies to Supply Resources and Men

         When you build armies, the number of troops you can deploy is limited by the number

         of territories you occupy. Now your colonies are important for their raw resources and

         manpower. The more countries you occupy, the more men you can send to war. When

         you need troops, you can draft any rogue from any colony.

         

         Get Resources Quick, But Not Cheap

         Use your merchant marine to ship your grain, oil or minerals in a hurry. You can even

         get your precious cargoes when you're under attack. The more merchant ships you

         own, the more resources you can ship. If you have the ships and the money, you can

         buy anything, from anywhere.

         

         Secure Your Sea Lanes or Else

         Beware! The enemy may use his warships and subs to sink your merchant ships. Your

         days of war are numbered if you're cut you off from your supplies of grain, oil and

         minerals. Remember: no ships, no sales, no money, no victory.

         

         “All was ruled by that harsh and despotic factor shipping."

        -Winston Churchill 1950 

�        Game Board and Playing Equipment

         

        How to Use this Expansion Set

         This expansion set can be used with your basic Supremacy game, or with the Mega

         Supremacy Rule Book.

         

         The following rules have been written to integrate this product with the other Supremacy

          expansion sets. Please disregard any references to rules relating to expansion sets that

          you do not yet own.

         

         Use six-sided dice for all rules that require dice.

         

         Note: All examples In the rules refer to the basic game board.

         

         Playing Equipment

         Colonial Legions and Merchant Marine come in eight different sets of cubes and

         oblongs, color matched to a superpower or middle power. Each cube represents one

         colonial legion or army. Each oblong represents one merchant ship or navy.

         

         Decals with the letter "M" are provided to identify merchant ships. Each player receives

         twenty decals and places one decal on each of his merchant ships.

         

         Mushroom clouds are black and are shaped like mushrooms. A cloud is used to mark

         where a nuclear bomb has exploded.

         

         

         Setting Up

         Place Armies and Navies

         The players receive (in the color corresponding to their superpower) their armies and

         navies. They may place one army on each of their home territories, as well as any

         foreign territory where they have resources.

         

         Each player gets three navies. They may place them in any light blue sea that is next to

         one of their home territories with a port. However, a player may not place a navy in a

         sea where an opponent has more ports. If two or more players have the same number

         of ports on the same sea, then no one may place a navy in that sea.

         

         For example on the Sea of Japan, China has three ports, and the USSR and Japan

         have one port each. Therefore, in the Sea of Japan, only China can place one or more

         navies.

                  

         Warlord Ports of Control

         If you are using the warlord and pirate expansion set, the pirates will occupy any sea

         where the warlords have the most or equal number of ports on the same sea.

         

         For example, the USSR has one port on the Black Sea. If Greece is occupied by

         Europe, Turkey by China, and Romania is controlled by a warlord, then the warlords

         control the Black Sea. They control that sea because they have the same number of

         ports as each of the superpowers.

�         Setting Up

         Establish Sea Lanes

         The players receive (in the color corresponding to their superpower) their colonial

         legions and merchant ships.

         

         Colonial legions are not placed now, but are used later in the game. The players must

         place their merchant ships according to the rules below.

         

Dark Blue Sea Lanes

         Each player must place six merchant ships in one or more dark blue seas. Two or more

         players may place their merchant ships in the same dark blue sea.

         

Light Blue Sea Lanes

         Land-Based Resources

         Each player gets one merchant ship for every company he has in a foreign territory.

         They must place one merchant ship near a port in the light blue sea, next to the territory

         where the company is located.

                                                                  

         Sea-Based Resources

         Each player gets one merchant ship for every company he has in a light blue sea. They

         must place one merchant ship in the light blue sea where the company is located.

         

         Two or more players may place their merchant ships in the same light blue sea.

         

Light Blue Territorial Seas

         A player may place a merchant ship in a light blue sea even it that sea is occupied by

         another player's navy warship.

         

Pirate Infested Sea Lanes (PIFS)

         

         Merchant ships may be placed in seas occupied by pirates.

         

         Note: Each merchant ship can carry a maximum of three resource units.

           

         Reroute Merchant Ships

         Some players may want to reroute one or more of their merchant ships in the dark blue

         seas to one or more light blue seas, or vice versa.

         

         There is no cost to reroute a merchant ship.

         

         Light Blue Reroutes

         A player may need more ships in a light blue sea in order to transfer all the resources

         from a large producer in a foreign territory. Or, he might want to reinforce a merchant

         ship in a pirate infested sea where pirate attacks can occur during stage 2.

         

         For example, suppose a player has the Baqa Oil company in Arabia, one merchant ship

         in the Arabian Sea and three merchant ships in the South Pacific Ocean.

         

         He needs two merchant ships in the Arabian Sea, to transfer the five units produced by

         the oil company. The player may reroute one or more of his merchant ships in the South

         Pacific Ocean to the Arabian Sea. Or, he could reroute a ship to the Red Sea.

         

         

         � 



        Stage 1 Pay Salaries and Loans to Bank

         

         Dark Blue Reroutes

         A player may want more ships in the dark blue seas, in order to transfer more resources

         to or from the market during stages 2 and 7. He may reroute one or more of his

         merchant ships from the light blue seas.

         

         Bonus Armies, Navies and Merchant Ships

         The players now receive twelve more armies, navies and/or merchant ships. Each

         player secretly writes down the type and number of forces he wishes to receive and

         where he plans to place them. Bonus armies, navies and merchant ships are subject to

         the same placement rules as noted in the rules.



         STAGE 1 - PAY SALARIES AND LOANS TO BANK

         Phase D - Pay Salaries

         Each player must pay the salaries for their colonial legions and merchant ships to the

         bank.



         Colonial Legions    $10 million each.

         Merchant Ships $10 million each.

         

         If a player does not pay the salaries of his legions and/or ships, then he must remove

         them from the board. If all of his merchant ships are removed, then a player's ability to

         transfer, sell and buy resources is limited on subsequent stages.

         

         STAGE 2 - TRANSFER PRODUCTION UNITS TO SUPPLY CENTER      

         Trip Max

         Each merchant ship may make only one transfer (trip) during each phase of this stage.

         

         Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip. If a

         company produces more than three units, then the player must use two ships to

         transfer the resources.

         

         For example, if a player owns the Toowomba Mines in Eastern Australia, he would

         need two merchant ships to transfer the five resource units to his supply center. One

         ship would transfer three units and the other two units.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship. For example,

         if a player has a two-unit grain company and a one-unit oil company in the same

         territory, he needs two merchant ships to transfer their resources.

         

         Freight Rates

         There is no cost to transfer resources during this stage.

         

         Pirate Infested Seas (PIFS)

         If a player transfers resources through a sea occupied by pirates, then he must follow

         the "Pillage and Plunder" rule that follows.

�         Stage 2  Transfer Production Units to Supply Center

         Blockade and Siege

         If a player transfers resources through a sea that is under blockade or siege, then he

         must follow the "Blockade and Siege" rule found under tactics.

                

         Phase A -     Transfer Production Units From Companies

                 Under Your Control

         

         Transfer Resources from Home Territories

         First, the players transfer resources from companies located in their home territories.

         They do not need merchant ships to transfer these resources.

         

         Transfer Resources From Foreign Territories

         Next, the players may transfer resources from their companies located in foreign

         territories. They must have merchant ships to transfer foreign resources by sea.

         A player may transfer resources from one of his companies in a foreign territory, if he

         has a merchant ship in a sea next to the territory where the company is based. That

         territory must also have a port on the sea where the merchant ship is located.

         

         For example, if a player has a company in Egypt, and a merchant ship in the

         Mediterranean Sea, then he can not transfer the resources of that company to his

         supply center. However, he may transfer those resources to his supply center if he had

         a merchant ship in the Red Sea.

         

         Transfer Resources From Light Blue Seas

         Now the players may transfer resources from their companies located in light blue seas.

         They may transfer the resources if they have a merchant ship in that sea.

 

         “Without supplies neither a general nor a soldier is good for anything."

         -Clearchus of Sparta 401 BC



         Phase B -  Transfer Production Units From Companies

                 Under the Control of Warlords and/or Pirates

         

         If you are using the warlords and pirates expansion set, then the following rule applies.

         

         Transfer Resources from Warlords

         If a player transfers his resources through a sea occupied by a pirate, then he must

         follow the "Pillage and Plunder" rule below.

         

         Transfer Resources from Pirates

         If a player has resources in a light blue sea, which is occupied by a pirate, then he must

         also follow the "Pillage and Plunder" rule below.

                  

         Phase C - Transfer Bonus Production Units (BPU's)

         You may only get bonus resources if you are using a High-Tech Edge expansion set

         No Ships No Bonus

         A player may transfer his bonus resources if he has enough ships to carry them. If the

         seas are occupied by pirates then he must also follow the "Pillage and Plunder" rule

         below. Merchant ships are not required for transferring bonus resources from companies

         in a player's home country.         

         

         Pillage and Plunder

         When a player transfers resources through a sea occupied by pirates, he rolls one die

         once to determine his result from the table below. He must roll for each resource card.

�         Stage 2 Pillage and Plunder

                                  Number

                                 of Pirates

         	                   in the Sea                	Die Roll		Result

           	 		1                     	1 - 4			Resources get through.

5			Pay pirate 50 per cent of the 

market price for the resources.

                        				6			1 merchant ship is sunk.

            	

		2          		1-3         		Resources get through.

4-5          		Pay pirate 50 per cent of the 

market price for the resources.

6			1 merchant ship is sunk.



3		1-2			Resources get through.

3-4			Pay pirate 50 per cent of the 

market price for the resources.

5-6			2 merchant ships are sunk.



             		4		1			Resources get through

2-3			Pay pirate 100 per cent of the 

market price for the resources.

                     				4-5-6			3 merchant ships are sunk.



             		5       		1-2-3         		Pay pirate 100 per cent of the 

market price for the resources.

4-5-6         		3 merchant ships are sunk.



6 or more  	1-2          		Pay pirate 100 per cent of the 

market price for the resources.

3-4-5-6         		4 merchant ships are sunk.

        Note: The player pays the money for the pirate to the bank.

        

        No Pay No Ship

        If a player doesn't pay the money to the pirate, then the ship(s) is sunk.

         

        Player's Choice

        When a ship(s) is sunk, the player decides which ship is removed if more than one are

        in the same sea.

         

        STAGE 3 - SELL RESOURCES

        Phase F - Sell Resources to the Market



        Dark Blue Sellers

        Only merchant ships in the dark blue sea lanes can be used to sell resources to the market.

         

        No Ships No Sales

        If a player does not have any ships in a dark blue sea then he can not sell any

        resources to the market.

         

        Trip Max

        Each merchant ship may make only one transfer (trip) during this phase.

�        Stage 3  Sell Resources



        Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship.

         

         Freight Rates

         A player must pay $50 million to the bank per ship, whenever he uses a merchant ship

         to transport resources during this stage.

         

         

         Phase G - Sell Resources to the Other Players



         Dark Blue Sellers

         Only merchant ships in the dark blue sea lanes can be used to transfer resources to the

         other players.

         

         No Ships No Sales

         If a player does not have any ships in a dark blue sea then he can not sell any

         resources to the other players.

         

         Customer Pick Up

         The buyer may use his merchant ships located in the dark blue seas to pick up

         resources.

         

         Trip Max

         Each merchant ship may make only one transfer (trip) during this phase.

         

         Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship.

         

         Freight Rates

         A player must pay $50 million to the bank per ship, whenever he uses a merchant ship

         to transport resources during this phase.

         

         STAGE 4 - ATTACK

         Phase F - Attack with Forces and Weapons



         When a player attacks a merchant ship, he must delete a set of supplies and follow the

         steps of the battle drill.

         

         The defender does not delete supplies or follow the battle drill, because merchant ships

         can not defend themselves. However, if the defender has navy warships or subs

         escorting the merchant ships, then the attacker must follow the "Merchant Escort" rule

         under defensive tactics.

         

         

         How to Attack Merchant Ships

                                                                          

         Army units in a territory may attack merchant ships in an adjacent light blue sea.

        �         Stage 4  Attack

         Navy units and boomers in a light blue sea may attack merchant ships in the same light

         blue sea or in an adjacent light blue sea. However, they may not attack a merchant ship

         in an adjacent dark blue sea.

         

         Navy units and boomers in a dark blue sea may attack merchant ships in the same dark

         blue sea or in an adjacent light blue sea.

         

         Step D - Roll the Dice and Count the Losses

 

         It takes two points to sink one merchant ship.         

         

         Step E - Move Reinforcements

         

         During this step, the attacker and the defender may transport resources or reroute their

         merchant ships. If a merchant ship is used to transport resources, then it can not be

         rerouted during this step or vice versa.

         

         A player must transport resources or reroute merchant ships before he moves his

         armies and navies. The defender is the first to play this step.

         

Transport Resources

         During this step, a player may use his merchant ships to transport resources to his

         supply center from the market or the other players. Or, he may transfer resources to the

         supply center of another player. If a player buys resources from the market the price

         must be adjusted.

         

         Dark Blue Suppliers

         Only merchant ships in the dark blue sea lanes, can be used to transfer resources to a

         player's supply center during step E.

         

         No Ships No Supplies

         If a player does not have any merchant ships in a dark blue sea, then he can not

         transfer resources to his supply center.

         

         Trip Max

         Each merchant ship may make only one transfer (trip) during this step.

         

         Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship.

         

         Freight Rates - Danger Pay

         A player must pay $500 million to the bank per ship, whenever he uses a merchant ship

         to transport resources during this step.

         

Reroute Merchant Ships

         A player may relocate one or more of his merchant ships in any sea to any other sea.

         There is no cost to move merchant ships.

         

         For example, suppose a player has only one merchant ship in a dark blue sea and two

         ships in the Bay of Bengal. If he wants three merchant ships in the Mid Pacific he may

         reroute the two merchant ships in the Bay of Bengal to the Mid Pacific. He now has the

         capacity to transfer nine resource units to or from the market or the other players.

�         Stage 4  Tactics



         Offensive Tactics

         Amphibious Assault

         A player may use his merchant ships to convoy armies and tanks during an amphibious

         assault. When a merchant ship is used to convoy forces, oil units must be deleted.

                                                                 

         Each merchant ship can convoy one or two armies or one tank. The cost is one oil unit

         per sea that the armies or tank cross or enter. Armies and tanks must board at a port.

         Delete one oil unit when the army(s) or tank boards the merchant ship. Armies may

         board the ship from two different territories, if they border the same sea. Armies and

         tanks may land on a territory from a light blue sea where there is a port.

         

         During step A of the conventional battle drill, the attacker may use merchant ships to

         convoy armies and tanks to the territory which is the target of the attack. He must delete

         one oil unit for each sea the armies and tanks cross or enter.

         

         During step C, the attacker does not get any firepower points for his merchant ships.

         

         During step D, the defender may choose to remove the attacker's merchant ships

         involved in the battle.

         

         During step E, the attacker may reinforce his armies in the territory he attacked, even if

         he did not capture it. Or, he may withdraw his forces from that territory to a merchant

         ship in an adjacent light blue sea, if there is a port.

         

         Engaged Merchants

         If a player used a merchant ship to make an amphibious assault, then he may not use it

         to transport any resources during step E. However, he may reroute that merchant ship

         during step E.

                  

         Blockade and Siege - Tables of Interdiction

         If a player wants to put an opponent under blockade or siege, he must announce it

         during the attack stage.

         

Blockade - Table of Interdiction

         During stage 2, the player must roll for each of his foreign territories under blockade. He

         must roll one die once for each territory and determine his result from the table below.

         

           Number of

         Enemy Navies

         	in the Sea		Die Roll		Result

            	1        			1-4           		Resources get through.

             			5           		1 merchant ship is sunk.

                       			6           		1 merchant ship is captured.



            	2        			1-3           		Resources get through.

                       			4-5         		1 merchant ship is sunk.

6          			1 merchant ship is captured.



3 			1-2         		Resources get through.

                       			3-4         		1 merchant ship is sunk.

                       			5-6         		1 merchant ship is captured.

�Stage 4  Tactics



Number of

         Enemy Navies

             in the Sea     		Die Roll		Result

4          			1          			Resources get through

                                		2-3          		2 merchant ships are sunk.

                               		4-5-6         		2 merchant ships are captured.



5       			1-2-3         		3 merchant ships are sunk.

                               		4-5-6         		3 merchant ships are captured.



6 or more   		1-2         		4 merchant ships are sunk.

                              		3-4-5-6        		4 merchant ships are captured.



            Blockade Decoys

            If the player under blockade has more merchant ships in the sea where his opponent

            has navies putting his territory under blockade, then he may deduct one point from his

            die roll for each extra merchant ship.

         

            For example, suppose a player has four merchant ships in the Arabian Sea and his

            opponent has two navies putting his territory under blockade. If the player rolls a five,

            he deducts two points from his die roll and follows the result for a die roll of three.

    

            Blockade Spoils

            Ships

            The player may use any merchant ship he captures. He may move it to a sea of his

            choice when rules permit reroutes.

         

            Cargoes

            The player may transfer any captured resources to his supply center.

         

Siege - Table of Interdiction

            If all of the player's home ports are blockaded by one or more enemy navies, then he

            must follow this rule.

         

            During stages 2, 3, 6 and 7, the player under siege must roll a die to determine if the

            siege is holding. Resource companies in a player's home country are not affected by a

            siege. A player under siege may not buy or sell weapons during stage 6.

         

            The player rolls one die once to determine his result from the table below.

         

                      Number

                   Enemy Navies

                   Making Siege 	Die Roll     		Result

                       1         		1-4         		The siege has no effect.

                                 		 5 			Half-Siege. Player may get resources 

from his foreign companies and buy or 

sell weapons. He can not trade resources at the market or with other players.

                                 		6			Siege holds. Player can not get any

resources form his foreign companies,

trade resources at the market or with the

other players or buy and sell weapons.

             �Stage 4  Tactics

Number

         Enemy Navies

          Making Siege             	Die Roll 		Result

                                                                 

         2        			1-3	 		The siege has no effect.

4-5 			Half-Siege. Player may get resources 

from his foreign companies and buy or sell weapons. He can not trade resources at the market or with other players.

6 			Siege holds. Player can not get any

resources form his foreign companies,

trade resources at the market or with the

other players or buy and sell weapons.

         3        			1-2 			The siege has no effect.

3-4 			Half-Siege. Player may get resources 

from his foreign companies and buy or 

sell weapons. He can not trade resources at the market or with other 

players.

				5-6			Siege holds. Player can not get any

resources form his foreign companies,

trade resources at the market or with the

other players or buy and sell weapons.



          4         			1 			Half-Siege. Player may get resources 

from his foreign companies and buy or 

sell weapons. He can not trade 

resources at the market or with other 

players.

2-3-4-5-6 		Siege holds. Player can not get any

resources form his foreign companies,

trade resources at the market or with the

other players or buy and sell weapons.

                  

         5 or more			------ 			Siege holds. Player can not get any

resources form his foreign companies,

trade resources at the market or with the

other players or buy and sell weapons

         

         Siege Decoys

         If the player under siege has more merchant ships in the dark blue seas than his

         opponent's have navies putting his country under siege, then he may deduct one point

         from his die roll for each extra merchant ship.

         

         For example, suppose a player has six merchant ships in the Indian Ocean and his

         opponents have three navies putting his country under siege. If the player rolls a five,

         he deducts three points from his die roll and follows the results for a die roll of two.

         

         Reroute Intercepts

         If the player wants to reroute one or more merchant ships from or to a sea that is part of

         a blockade or siege, then he must follow the blockade rules. In this case where the

         table says resources get through, just the ships get through, as they don't have any

         cargoes.

�         Stage 4 Tactics



         Defensive Tactics

         Convoys and Escorts for Merchant Ships

         A player may use his navies and/or boomers to protect his merchant ships from sea-

         based and land-based attacks.

         

         When a player attacks a merchant ship with his navies, boomers and/or armies, he

         must roll one die at the beginning of step D to determine if he has avoided detection by

         the escorts.

         

         Light Blue Escorts

         If a player has a navy or boomer in the same light blue sea as his merchant ship(s),

         then it is assumed that they are escorting the merchant ship. The attacker must

         proceed to the Table for Convoy Detection and Interception.

         

         Dark Blue Escorts

         A player may attempt to protect his merchant ships in a dark blue sea from attack by

         placing one or more navies next to his merchant ship(s). He must tell the other players

         that those navies are escorts.

         

         If a player is using a boomer to escort merchant ship(s) in a dark blue sea, then he

         must make a note in his admiral's registry that the boomer is on an escort mission. He

         may keep this a secret until an attack occurs.

         

         Engaged Escorts

         If a player uses an escort to make an attack, then it is assumed that they are no longer

         escorting the merchant ships, for the remainder of stage 4.

         

Table of Convoy Detection and Interception

         

         When a player attacks a convoy with either his boomers, navies and/or armies, he must

         roll one die at the beginning of Step D to determine if he has avoided detection by the

         escorts.

         

         The detection and interception table below shows that the attacker's chances of

         attacking the convoy first increase, if he has more edge points than the defender. If the

         attacker has fewer edge points, he must attack the escorts first. The attacker must

         continue with the attack, regardless of the die roll result.

         "Whoever wins control of the merchant shipping lanes wins the war."

          -James F Dunnigan 1993

         Number of Attacker's 			Die Roll Required

         Edge Points 				To Attack Convoy First

         Less than the defender   			The attacker does not roll the die,

             he must attack the escorts first.

         

         Same as defender				6

         

         1 more than the defender			5-6

         2 more than the defender			4-5-6

         3 more than the defender			3-4-5-6

         4 more than the defender			2-3-4-5-6

         5 more than the defender			The attacker does not roll the die,

he may attack the convoy first.

�         Stage 5  Move Forces        

 

         Phase F - Move Army and Naval Units

         Reroute Merchant Ships

         A player may relocate one or more of his merchant ships in any sea to any other sea.

         There is no cost to move merchant ships.

         

         For example, suppose a player has the Taranaki Oil company in New Zealand, one

         merchant ship in the Tasman Sea and three merchant ships in the Mid Pacific. He

         needs two merchant ships in the Tasman Sea, to transfer the five oil units. The player

         may relocate one or more of his merchant ships in the Mid Pacific to the Tasman Sea.

         

         Common Carriers

         A player may pay sub-contractors to move his armies during this stage. He pays the

         market price for the grain or oil required to make the move, plus $100 million for the

         service. After he pays the money to the bank, he may move his army. The market price

         for the resources is adjusted accordingly.

         

         For example, suppose a player wants to airlift an army from Brazil to Nigeria. If the

         market price for oil is $25 million, then he would have to pay for two oil units plus the

         cost for the service, for a total of $150 million. The market price for oil would rise to

         $50 million.

         

         STAGE 6 - BUILD FORCES AND WEAPONS

         Phase C - Build and Deploy Conventional Forces

         

         How to Build Basic Armies and Navies

         

         Basic Versus Mega Builds

         If you are using the basic game board (the one that came with your game), then each

         player may build a maximum of three armies per turn for each territory they occupy.

         

         If you are using the mega map, then each player may build a maximum of one army per

         turn for each city they occupy.

         

         There is no limit to the number of navies, tanks or merchant ships you can build per

         turn. Follow the established rules for building these units.

         

         Note: All examples that follow refer to the basic game board.

         

         Home Forces Global Deployment

         If a player has four home territories in his superpower, then he may build a maximum of

         12 armies per turn. He may place the armies in any territory he occupies.

         

         Colonial Forces Local Deployment

         If a player occupies a foreign territory, then he may build three more armies. However,

         the armies must be placed in their respective colonies.

         �

        Stage 6  Building Forces and Weapons

         

         For example if the American player occupied the Middle East and Japan, he could build

         three armies in Japan and another three in the Middle East. On subsequent turns, he

         may move his colonial forces to other territories.

         

         How to Build Merchant Ships

         

         A player may build merchant ships by deleting supplies from his supply center and

         paying money to the bank. He may build any number of merchant ships, on each turn,

         as long as he has the supplies and money to do so.

         

         A player may build three merchant ships for each set of resources he deletes. He must

         also pay $50 million to the bank for each merchant ship he builds.

         

         Mixed Builds

         A player may build any combination of armies, navies and merchant ships for each set

         of supplies he deletes.

         

         For example, if a player deletes one set of supplies, he may build one army, one navy

         and one merchant ship after he pays $250 million to the bank.

         

         Where to Build Merchant Ships

         A player may place merchant ships in any sea.

         

         

         Phase F - Arms Bazaar

         Buying and Selling Merchant Ships

         Payers may sell merchant ships to each other for whatever terms they can agree to.

         

         The buyer exchanges the ship for one in his color and returns the seller's ship which is

         now out of play.

         

         STAGE 7 - BUY OR PROSPECT FOR RESOURCES

         Phase F - Buy Resources from the Market 

         Dark Blue Buyers

         Only merchant ships in the dark blue sea lanes, can be used to buy resources from the

         market.

         

         No Ships No Buys

         If a player does not have any ships in a dark blue sea then he can not buy any

         resources from the market.

         

         Trip Max

         Each merchant ship may make only one transfer (trip) during this phase.

         

         Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship.

�         Stage 7  Buy or Prospect for Resources

         Freight Rates

         A player must pay $50 million to the bank, whenever he uses a merchant ship to

         transport resources during this phase.

         

         Phase G- Buy Resources from Other Players

         Dark Blue Buyers

         Only merchant ships in the dark blue sea lanes can be used to transfer resources to the

         other players.

         

         No Ships No Buys

         If a player does not have any ships in a dark blue sea, then he can not buy any

         resources from the other players, unless the seller agrees to drop ship. Please see the

         "Drop Ship" rule below.

         

         Drop Ship

         The seller may use his merchant ships located in the dark blue seas to ship resources

         to the buyer.

         

         Trip Max

         Each merchant ship may make only one transfer (trip) during this phase.

         

         Tonnage Max

         Each merchant ship can transfer a maximum of three resource units per trip.

         

         No Mix Cargoes

         A player may not transfer more than one type of resource in each ship.

         

         Freight Rates

         A player must pay $50 million to the bank per ship, whenever he uses a merchant ship

         to transport resources during this phase.

         

         

         Other Rules of Play

         Spoils of War

         When a player loses his last home territory his merchant ships become the property of

         the victor. The ships remain on the board.

         

         The Destruction

         If the last territory of a player's home country is nuked, then all of his merchant ships

         are removed from the board.

         

         

         Winning the Game

         

         If the game ends in Detente the merchant ships are valued at $25 million each.

         

         

         Rules Relating to Other Expansion Sets

Warlords and Pirates

         Pirates do not buy merchant ships.

�Other Rules

         

Neutron Bombs and Killer Satellites

         When determining the destruction of military assets one point will destroy a

         merchant ship.

         

Unconventional Forces

         Transferring Officers

         Officers can be transferred to merchant ships. However they can not lead an attack nor

         defend from a merchant ship.

         

         Saboteurs

         Saboteurs may attack merchant ships. It takes four points to destroy one merchant ship.

         

         Envirowar

         Only Operation Harvest Wind can be used against merchant ships. It takes three points

         to destroy one merchant ship.

         

Fortuna

         

         Typhoons

         If a player has merchant ships in the affected sea, then he must roll once for his navies

         and another roll for his merchant ships. However, twice as many merchant ships are

         removed according to the instructions on the card.

         

          For example, when typhoon Fatima hits the Arabian Sea, the card says, "Roll one die

          and sink one navy for every four points." In this case, the player would roll again for his

          merchant ships and sinks two ships for every four points. If he rolls less than four points

          none of his ships are lost.

         

          If other players have merchant ships in that sea, then they must also roll.

         

          Pirate Attacks

          if there aren't any navies in the sea, the pirates will attack the merchant ships. However,

          twice as many merchant ships are removed according to the instructions on the card.

         

          For example, when Pirate Jambi Mentok attacks the Java Sea, the card says, "Roll one

          die and sink one navy for every three points." In this case, if there aren't any navies in

          the sea the player rolls for his merchant ships and sinks two ships for every three points.

          If he rolls less than three points none of his ships are lost.

         

          If a player has a boomer on an escort mission in that sea, then follow the rule for

          convoys and escorts first.

         

          If other players have merchant ships in that sea, then they must also roll.
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