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�Foreword to the Field Marshall

Our thanks to those of you who wrote to us and for your encouraging comments. With this handbook, we hope to answer your questions and to add more realism to the play of the game.



The Field Marshall's Handbook includes questions and answers about the rules, rule variants, strategy and tactics, rules for a two-player game, and tournaments.



This handbook contains new information to digest and test in future games. It will also help and guide you in developing a Grand Strategy for the conquest of the world.



Part One Questions and Answers: This is in response to letters re�ceived since the game was introduced in November, 1984. This section should help to settle most disputes about rule interpretation.



Part Two Rule Variants: This section outlines rules that vary play. Some rule variants are: Raising the High-Tech Stakes, Cartels, Multi-Theater Attacks, Nuclear Systems Failure and Rocket Technology.



.Part Three Strategy and Tactics: Here, you will learn how to develop a

-Guns or Butter" policy during the order of play. It discusses the basic elements of a Grand Strategy economic, political and military. How to choose an objective. Why extend foreign aid? What is the perfect economy of force? When attacked, should you retreat, capitulate or escalate? Some military operations including Operation Hub of Europe and Operation River Ob East are described.



Part Four-Rules for a Two-Player Game: You will find this section helpful for times when you can find only one opponent.



Part Five Tournament Rules: This section will be useful at the next game convention you attend, whether as a participant or an organizer of a Supremacy Tournament. TPAS, the Tournament Point Allocation System, maximizes the action since players are awarded points for the territories they conquer.

I trust that you will find this handbook informative and fun. Take care, and keep us informed of your progress.



Robert J. Simpson

Commander in Chief

SGHQ



Toronto, July, 1987.�
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         �Part One

         

Questions and Answers About the Rules

         

Introduction

         

This section answers many of the questions asked by players who

want to know more about Supremacy. The questions are listed in

sections according to subject matter - consult the Table of Contents.  If you have additional questions (or suggestions) which are not covered here or elsewhere in this handbook, please write to Supremacy.  We will be pleased to hear from you.

         

Object of the Game

         

How do I bankrupt a superpower?

When a player is unable to pay the salaries of his companies, armies or

navies, he is bankrupt. He does not have any resources to transfer to his

supply center and must remove his armies and navies from the board. His country is then open to occupation by other players.

         

At this point in time, the opportunity of occupation is his only lever of

power. The player who occupies his last home territory will take the Spoils of War. One of the other players may wish to offer foreign aid to the impoverished player to avert his fall to the enemy.

 

Game Board and Playing Equipment

         

Why aren't there any 10 million dollar bills?

We chose the $5 million denomination as it is useful for making change for transactions of both less and more than $10 million.

         

Why do some territories (such as Japan) not have any

resource cards?

The resource deck reflects the real world. Some countries (such as

Pakistan) have no natural resources, but do have strategic importance

because of their location. For example, the player who occupies Pakistan

could attack Iran (a major oil producer) or site his navy in the Arabian Sea

to cut off the oil from both Iran and Iraq. In Supremacy, territories without

natural resources are Greenland, Egypt, the Middle East, Pakistan, Indo-

China, Japan and Tibet.

 



�Why doesn't Supremacy include any playing pieces to represent the

air force?

Because the air force is represented by army and navy air divisions.

Armies can attack navies in an adjacent light blue sea using their air

divisions. Navies can also attack armies from a light blue sea by deploying their air divisions.



Why was the Panama canal omitted?

The canal is a narrow body of water. We decided that since Supremacy

navies include large aircraft carriers which cannot navigate the canal,

navies would not be able to pass through Central America.

         

Setting Up

         

If less than six superpowers are in play, do those not in play become

neutral territories?

Yes.

         

What happens to the resource cards of the unused superpowers?

Unused cards are returned to the resource deck.

         

Starting the Game

         

The person who plays first seems to have two advantages. He can

sell his resources at a high market price and/or move his armies into

several of the most promising neutral territories. How can this be

overcome?

We recommend that you use the rule Simultaneous Random Play in the

Strategy and Tactics leaflet.

         

How can you speed up the time it takes for a player to have his turn?

use the rule Simultaneous Random Play (in the Strategy and Tactics

leaflet). Because everyone does the same stage at the same time, all

players remain involved and the turns tend to go faster. It also reduces rule mistakes since all players are concentrating on the same stage at the same time.

         

         

         

         

                       "To accumulate wealth the money maker

                                                     must be lucky ...”     

						-H.L. Hunt

         

         �

What is the time frame represented by each turn?

The game was not designed with a particular time frame per turn in mind

with regards to the real world. However, one year would probably be a

reasonable approximation.



Stage 1 - Pay Salaries and Loans to the Bank

         

Are other players entitled to know how much cash I have?

No. This is your business alone. keep your money out of sight, in your

pocket, or anywhere you like.

         

Can I pay the salaries of just some of my armies and navies?

Yes, if you have three armies in New Zealand and you're low on cash, for

example. You could pay the salaries of all your forces except for the three

armies in New Zealand. However, you must remove those armies from the board.

         

May I pay the salaries of just a few companies?

Yes, however you can use only the resources from the companies which

have been paid.



If I turn a resource card face-down and don't pay the salaries, can my armies remain in that territory?

Yes.

         

When I pay back my loan (principal) at Stage 1, do I still have to pay

the interest due for that turn?

Yes, because you have had the use of the money for all or part of your last turn.

         

If I borrow money during Stage 1, must I pay interest on this turn?

No, your first interest payment is due on the next Stage 1.

         

How much money can I borrow at one time?

You may borrow the maximum amount listed in your supply center - 12

billion dollars.

         

When I capture another player's last home territory, I can use his

supply center. Does this mean I can now borrow up to 24 billion

dollars at one time?

Yes.

         

If I borrow money from two different supply centers, how do I deter-

mine the interest payment?

You add the two interest payments together and pay that amount to the

bank.

 �If I default on my loan, may I sell production units to the other

players?

Yes. You may sell to the other players, but not to the market.

 

Stage 2- Transfer Production Units to Supply Center

         

Must I be occupying a territory (home or foreign) to collect the

production units?

No. However, another player could occupy the vacant territory during the

move stage and take your resource card under the Squatter's Rights rule.

         

When transferring production units to my supply center, do I pay for

them according to the current market price?

No. If you paid the salaries of your companies at Stage 1, then you are

entitled to transfer production units to your supply center during Stage 2 at no extra cost.

         

Are the market meters moved when production units are transferred

to the supply center?

No. The market meters are moved only during Stages 3 and 7, when

resources are sold or bought at the market.

         

Can you store the production units from your resource cards in your supply center on every turn?

Yes. If you paid the company salaries during Stage 1, you may transfer the production units to your supply center during each Stage 2.

         

Why are the surplus production units lost?

Because there is nowhere they can be stored and processed. The supply

center also represents your grain mills, metal smelters and oil refineries. In fact, it represents your industrial capacity.

         

Stage 3 - Sell All, Some or None of the Supply Units

         

If I sell some of my grain units to the market, can I also sell some of

my oil and mineral units?

Yes.

         

Can I sell resources to the market as well as to the other players?

Yes, you can sell to both.

         

What is the maximum number of units I can sell to the market?

You can sell everything in your supply center.

         

         

         

         

�Is Stage 3 the only time the market meters are moved?

No, the market meters can also be moved during Stage 7. When a player

sells resources to the market during Stage 3, the market meters are moved down towards the bull pen. When a player buys resources from the market during Stage 7, the market meters are moved up towards the bear pit.

         

When a player sells resources to another player, are the market

meters moved?

No - the market meters are not moved. This is a private deal and does not affect the spot price at the market.

         

On the first turn, how can we limit the advantage of the player who is first to sell to the market.

If he sells a lot of resources to the market on his first turn, then you should plan to attack him on your second turn. A player who makes a big profit at the market does not have enough resources to build forces.

         

The best time to attack in the game is on the second turn, before players

have built too many armies or nukes. The player who sold resources to the market on the first turn cannot build as many armies or navies as you can, if you do not sell or make any moves. Sit tight and build as many armies and/or navies as possible. Then, on your next turn, attack the player who sold his resources. He will not have enough military strength to defend against multiple attacks.

         

I also recommend that you use the rule Random Open which is on the

Strategy and Tactics leaflet that came with your game. If offers a challenging variant for setting up the game.

         

Can I sell, trade or give resources to another player at any time?

No, just during Stages 3 and 7- the selling or buying stages. This allows

time for delivery. If you called Saudi Arabia today, your oil would not be

here tomorrow. It would take weeks or months. This delay in delivery

forces you to plan ahead and to develop an economic strategy.

         

Why doesn't the market price go down when I sell to another player?

The market represents the world spot price for grain, oil and minerals. The spot price is for immediate delivery and is generally the highest price,

reflecting the current supply/demand situation for each resource. When

you sell three units of grain to another player, those units are not available to the world market. There is no change in market supply and no change in market price. A trade between players is a private deal.

         

For example: when many nations sent millions of tons of grain to Ethiopia, did the price of bread fall at the corner store? No, because the grain wasn't available on the open market.�Can I sell my surplus production units to the market or another

player?

No, the surplus units are lost, because there is nowhere to store or

process the extra grain, oil and minerals.

         

Can I sell resources to the market through an ally?

Yes, but it still counts as one of your three choices. You could sell to your

ally, who could then sell to the market on his turn. This can be useful in a

bear market (high prices) when neither player has enough resources to

make a big profit from the market on his own. This way one player can

make a major sale for a higher price. How players divide the money is up

to them.

         

Stage 4- Attack

         

Can I move my forces into position before attacking?

The only time that a player can move before attacking is during an airborne or amphibious assault.

         

May the armies (on my navy) attack other armies or navies out at

sea?

No. Their guns, tanks etc. are in the hold.

         

When I sink a navy convoying armies, what happens to the armies?

They are lost at sea.

         

If my navy attacks a territory and destroys all its armies, can my navy then occupy the territory?

No, a navy may never occupy a territory. However, in this situation the

attacker could occupy the territory by flying or marching an army to it.

         

What options does the defender have when attacked?

The defender has four options: resist, withdraw, surrender or nuke. They

are described in detail in the Strategy and Tactics leaflet.

         

If the defender chooses to surrender, what does the attacker do with the defender's forces?

The attacker changes the defender's pieces for those of his own color. The attacker can now use the captured forces. The defender keeps his pieces but they are out of play. The defender may use them the next time he builds armies or navies.

         

How many times can a player attack on his turn?

As many times as he wishes, as long as he has the resources and

weapons to do so.

         

         

         

How many times can I attack with the same armies and/or navies?

You may continue to attack with the same armies and/or navies as long as you have the resources and the weapons to do so.

         

Can the attacker change targets after his first attack?

Yes. The attacker may choose to attack another territory or sea.

         

May I attack a different player?

Yes. If you attack player A first, you can still attack any or all of the other

players.

         

Can the attacker change from conventional to strategic attacks or

vice-versa, on his turn?

Yes.

         

May two or more players attack another player with their armies and/or navies at the same time?

No. Each player must attack on his turn.

         

Can you sell, loan or give armies and/or navies to an ally during the

attack stage?

No, weapons may be transferred only during Stage 6. Please refer to the

rule Buying and Selling Weapons in your Strategy and Tactics leaflet.

         

Conventional Battle Drill

         

Step A - Identify the Theater of War

         

May a player attack from more than one territory or sea at a time?

No.

         

Can airborne, amphibious and overland attacks by directed at the

same target simultaneously?

No.

         

Is it possible to direct an airborne assault at a light or dark blue sea?

No.

         

Can I attack an unoccupied territory or sea?

No, that would be considered a move. You may move there during

Stage 5.

         

         

                        “All warfare is based on deception."

					-Sun Tzu

                                                    	400-320 B.C.

�Step B - Delete (Remove) Supplies and Deploy Forces

         

Do I delete supplies for each army or navy involved in a battle?

No. You delete supplies each time you attack.

         

If I don't delete supplies, can I still attack?

No.

         

Can the defender obtain help/support from his armies or navies in

adjacent territories or seas by deleting supplies and counting those

forces for his defense?

No.

         

Step C - Getting the Dice

         

Why does the defender get two dice?

In real warfare it is easier and safer to defend. The defender uses two dice because he is more secure than the attacker, who is taking chances.

         

If my navy is convoying armies, and I attack another player's navy, do my armies count towards getting dice?

You may attack the other navy, but the armies do not count. They have

their guns, tanks etc. in the hold of the ship.

         

Why does the player with the most L-stars get another die?

High-Tech High Ground:

Let me begin my explanation with a quote:

         

"Control of space will be decided in the next decade. If the Soviets

control space, they can control earth as in past centuries the nation

that controlled the seas dominated continents".

                                  				John F. Kennedy

         

If you are engaged in conventional or strategic warfare, command - control communications and intelligence (C31) are essential. The better the system, the better your chances for victory. In Supremacy, L-stars are

used for C31 during conventional warfare. The player with the best system has an advantage.

         

Step D - Roll the Dice and Count the Losses

         

Do I take off one of my opponent's men for each die I roll with three

or more points?

No. When you roll your dice, add up all the points and divide by three. The result is the number of armies or navies you can remove.

         

�For example, if you rolled two dice and the total is 8 points, you could

remove two of your opponent's armies or navies. If you rolled a total of 9

points, you could remove three armies and navies.

         

Who decides which armies/navies are destroyed in battle?

Each player decides which of his opponent's armies/navies are taken off

the board.

         

If I attack and destroy all of the defender's armies or navies, do I have

to pay the moving costs for my attacking forces?

Yes.

         

What happens during a conventional land battle if all of the attacking and defending forces are destroyed?

The resource cards do not change hands unless the attacker occupies the territory he attacked. During Step D, the attacker may occupy it by moving one or more armies from some other territory. If the attacker does not occupy the territory, then the defender may move reinforcements there during Step E.

         

If all of the attacker's forces are destroyed in a battle, can the defen-

der occupy the attacker's vacant territory?

Not then, but he could occupy it during the move stage.

         

After the players have rolled their dice at Step D, can the attacker roll again before going to Step E?

No. Both the attacker and defender roll their dice once, take their losses,

then move on to Step E.

         

Do the attacker and defender keep rolling the dice until one of them is the winner?

No. After they have each rolled the dice once, both the attacker and

defender must go to Step E. After Step E, they move to Step F, where the

defender decides if he is going to counterattack. If he decides that he will,

he proceeds to Step A of the battle drill for either conventional or strategic

forces. He now becomes the attacker.

         

When I capture a territory, do I also take the resource cards still in the deck for that territory?

No. You only take the defender's cards for the territory you capture - leave the others in the deck.

         

                  "The advantage of sea-power used offensively

                   is that when a fleet sails no one can be sure

                   where it is going to strike."

					Winston Churchill

                                                         		1949�Step E - Move Reinforcements

         

Can I reinforce any territory or sea?

Yes. In January 1988, we revised Step E of the Conventional Battle Drill to read as follows: "The defender may move his armies and navies to

reinforce any territory or sea. After the defender has moved his reinforce-

ments, the attacker may do the same. Both must pay the standard moving costs." This rule allows players to move into territories or seas which they already occupy, or others that are vacant.

         

When reinforcing, can you move through unoccupied territories or

seas?

Yes.

         

Step F - Defender may Counterattack

         

Why is the defender able to counterattack anywhere or anyone?

Anywhere, because he may want to counterattack the other player at a

weaker point. Anyone, because he may want to counterattack another

player who is allied with the attacker. For instance, this other player may

be selling resources or nukes to the attacking player, making the

defender's life more difficult.

         

If the defender counterattacks a player other than the one who

attacked him, may that player also make a counterattack?

Yes. Any player who is attacked is entitled to one counterattack. After all

counterattacks, play resumes with the player who made the first attack.

         

How many times can the defender counterattack?

Once for each time he is attacked.

         

Can the defender counterattack with his conventional or strategic

forces?

Yes, with either.

         

If the last territory of a player's home country is captured, can he

counterattack?

Yes. Once, with either his conventional or strategic forces. If he recaptures one of his home territories with his armies, then he is still in the game. If he chooses to fire his nukes, then that is his last attack and he is out of the game because he has lost all the territories in his home country.

         

Whose turn is it after the defender counterattacks the attacker?

It is the attacker's turn. He may attack any player.

�Strategic Battle Drill

         

Why are the resource cards that are destroyed in a nuclear attack

returned to the deck?

So that the cost of finding radiation-free resources will increase with the

number of territories destroyed.

         

         

Step A - Identify Target of Nuclear Attack

         

Can you fire nukes at more than one player?

Yes.

         

Can I fire nukes at a navy in a dark blue sea?

No.

         

Can a player nuke an unoccupied neutral territory?

Yes, but the other players may protect it if they wish. Please refer to the

rule L-star Champion in your Strategy and Tactics leaflet.

         

Can a player nuke his own country?

Yes.

         

         

Step B - Declare Tactics

         

What is a solo attack?

This is when you fire one nuke at one target.

         

What is a cluster attack?

When you fire two or more nukes, at the same time, at one or more

targets.

         

During a cluster attack, is there a way to keep track of which nukes

are going where?

The attacker should put the nuclear clouds on the targets upside down,

two here, one there, etc. Then the defender rolls his dice and removes the nuclear clouds he shoots down. Any remaining clouds show that the

territory is destroyed.

         

         

Step C - Launch Nukes

         

Is it possible to abort a nuke after it is fired? How?

Yes, simply tell the attacker that you have aborted the missile. This

decision must be made before the L-star screen.�Step-D - L-star Screen

         

If the attacker fires nukes at more than one target, does the defender have to decide which target he is going to defend before he rolls the dice?

Yes. The defender rolls once for each L-star and shoots down one nuke for every roll under 6. For example, Russia fires four nukes: two at the

Midwest, one at the Eastern U.S.A., and one at Alaska. The U.S. player

with three L-stars decides to protect the Eastern U.S.A. first. He rolls a 3

and a 6. He decides to roll once more to protect the east and gets a 4. He

saved the east but lost the Midwest and Alaska. If his first two rolls had

saved the east, then he could have tried to save one of the other territories with his third L-star.

         

Do I fire my L-stars one at a time?

Yes.

         

If a player misses a nuke with his first L-star, can he fire at the nuke

again with his other L-stars?

Yes, he may make one attempt with each L-star.

         

How many nukes can one L-star defend against, per attack?

One L-star can defend against one nuke per attack.

         

If player A fires four nukes at player B who has three L-stars, who

decides which nuke(s) get through?

Player B decides which nukes he is firing at. In the above example, one

nuke definitely gets through and the die roll will determine if any of the

others do. If player B rolls a 3,4 and 6, then two nukes would get through.

         

Does a player remove his L-star after using it to defend against a

nuclear attack?

No, the L-stars remain in play. He can use them again to defend against

another nuclear attack.

         

If the attacker has three nukes and the defender has one L-star, can

the defender attempt to destroy all the nukes or just one?

The defender can attempt to shoot down just one nuke. If he had two

L-stars, he could try to shoot down two nukes etc.

         

         

         

                              "One sword keeps another

                                  in its sheath."

                                                                          -George Herbert

                                                                               	1640

         

         �Step E - Defender may Counterattack

         

If the last territory of a player's home country is nuked, does he get to

counterattack?

Yes. He may launch one counterattack, either conventional or strategic. If

he recaptures one of his home territories, then he is still in the game. For a strategic counterattack, we assume that his nuclear forces are on a

Launch on Warning basis. However, that will be his last attack and he is

out of the game because he has lost his home country.

         

         

Stage 5- Move Armies and/or Navies

         

May I leave my home territories vacant?

Yes, however, another player could simply occupy them and take your

resource cards. If a player occupied your last home territory, you would be out of the game.



Do I need to own a company in a neutral territory before I move

armies there?

No. You can move an army there during Stage 5.

         

         

Armies - March

         

How far can I march my armies on one turn?

You may march your armies any distance provided you have the grain

units to delete.

         

Are the moving costs for marching per army or per territory?

The cost is per army and per territory. For example, the cost to march

three armies from the Western U.S.A. to Central America is three grain

units. If they marched on to Venezuela, then you would have to delete

another three grain units.

         

Can another player delete grain or oil units from his supply center, so

that I can move my armies?

No.

         

Can I march or airlift armies to a territory with a port, then convoy

somewhere else?

Yes, or you could do the reverse.

         

Can I march my armies from Egypt to the Middle East or vice-versa?

No.

         �Airlift



Can I airlift more than one army on my move turn?

Yes, you can airlift armies as long as you delete two oil units for each. For

example, the cost to fly three armies from the Western U.S.A. to India is

six oil units.

         

May armies be flown to or from a navy?

No.



Convoy



Do you delete one oil unit for each army being convoyed?

No. Each navy can carry up to four armies. The cost is one oil unit for each sea the armies cross or enter. Therefore, the more armies you have on a navy, the cheaper the ride.

         

What would be the cost to move four armies from the Eastern U.S.A.

to Central America via one sea, the Caribbean?

One oil unit - because the armies crossed only one sea.

         

Do you delete one oil unit when your armies board a navy, but do not sail anywhere?

Yes, because the armies have entered a sea.

         

Must the armies disembark from their navy at a port?

No, for example, a navy in Santa Barbara Passage could land armies in

Central America. Other examples are: Egypt from the Mediterranean Sea, Scandinavia from the Barents Sea and Nanling from the Sea of Japan. 

        

However, you may not pick up armies from those seas. This is an impor-

tant consideration when launching an amphibious assault. If you do not

capture the territory, then your armies cannot return to their navy.

         

Can I land armies from my navy to a territory bordering on a dark

blue sea?

Yes. The Sahara and Nigeria are two examples of places where you can

land armies. Others are: Alaska from the North Pacific; Brazil from the Mid Atlantic; Greenland from the North Atlantic; Western Australia and Eastern Australia from the Great Australian Bight; Indonesia from the Mid Pacific; and, Yakutsk from the North Pacific. However, you may not pick up armies from those seas. This is an important consideration, when launching an amphibious assault. If you do not capture the territory, then your armies cannot return to their navy.

         

Must you delete grain units when your armies disembark from their

navy?

�No, they are at the beach head. If they march onward to another territory,

then you must delete a grain unit for each territory which they pass through or enter.

         

Could one of my allies convoy my armies on his navy? Who deletes

the oil?

Yes, provided the ally does it on his move turn in Stage 5. He must delete

the necessary oil units.

         

         

Navies

         

If I have a navy in the Sea of Okhotsk, one in the North Pacific and

another in Barkley Sound, could I convoy four armies from the

Yakutsk to Western Canada without moving the navies?

No. This is the way convoy movement is handled in another game - in

Supremacy, it is different. The navy in the Sea of Okhotsk must sail (be

moved physically) through the North Pacific and into Barkley Sound. The

cost would be three oil units.

         

Stage 6- Build Forces and Weapons: armies, navies,

nukes and L-stars

         

Can I build more than three armies or navies per turn?

Yes. The rules state that a player "may continue to build forces and

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

         

May I build two armies and one navy or vice-versa?

Yes.

         

Is there a limit to the number of armies, navies, nukes or L-stars that a player can build per turn?

No. As long as you have the supplies and the money, you can continue to

build.

         

Can I build armies on a navy?

No.

         

May I build less than three armies or navies?

Yes, but you must pay $100 million for each one. If you build just two

armies, then you would delete one set of supplies and pay $200 million to

the bank.

         

Can navies be built in a light blue sea which does not have a port?

No. For example, if you occupied Egypt, you could build navies in the Red Sea, but not the Mediterranean Sea. Egypt borders on both, but it has only one port (which is on the Red Sea).�If the Russian player occupies Kola, can he build navies in the

Barents Sea, even if the European player occupies Scandinavia?

The Russian player may build navies even though Scandinavia is occu-

pied, because kola has a port (access) on the Barents Sea and Scandinavia does not.

         

If I capture Tibet from China, may I build armies there?

No, because it does not have a port. Only the Chinese player can build

there. If you capture China, according to the Spoils of War rule, you may

build armies in Tibet.

         

If a player runs out of pieces, can he build more armies and navies by using another color?

No. He obtains more armies and navies by capturing the last home

territory of a superpower. In this case he takes all of the opponent's playing pieces, cards etc. Please refer to the Spoils of War in the rules.

         

Can I exchange one of my armies on the board for a navy, or vice-

versa?

No.

         

If one of my home territories is vacant, can I still build armies there?

Yes.

         

Do I have to occupy a foreign territory for at least one turn before I

can build armies there?

No, you do not need to wait.

         

         

How to Build Nukes and L-stars

         

When you research and develop a nuke or L-star, do you keep the

resource card?

No. The card is returned to the deck, so that the other players have a

chance to develop similar technology.

         

In order to build my second nuke or L-star, do I need to find the

technology card again?

No, once you have developed the technology for the first ones, you can

mass produce them. All you must pay for is the building cost, which is

noted on your supply center.

         

When do you research and develop strategic weapons?

During Stage 6.

         

Do players delete mineral units when researching and developing

their first nuke or L-star?

Yes. Delete one mineral unit for a nuke and two for an L-star.�After you have paid the research and development cost for your first nuke, do you still have to pay the building cost of $500 million?

Yes. You must pay both. The same applies to L-stars.

         

What happens if you don't have enough money to build the nuke or

L-star after you have paid for R&D?

You can build the nuke or L-star on another turn.



Can you research and develop nukes and L-stars, even if you don't

have any minerals?

No, you need the minerals for experimentation.

         

If I am doing R&D for an L-star, can I stop turning over cards and

start again, after reshuffling the deck?

No. On each turn (at Stage 6) you have two chances to research and

develop strategic weapons, one chance for nuclear technology, and one

for laser star technology.

         

If I decide not to research and develop nukes or L-stars, but buy them from another player, does this mean I can now build them?

No, if you do not do your own R&D, then you cannot build strategic

weapons. The money spent on R&D represents the educational/industrial

infrastructure required for high technology weapons. If you don't do your

own R&D, then you don't have the infrastructure necessary for mass

production. (Just because you can buy a car does not mean that you know how to build one).

         

         

Stage 7- Buy or Prospect for Resources

         

Buying

         

Can I buy more resources from the market than I am able to store in

my supply center?

Yes, but there's not much point since you can only store up to 12 units in

your supply center. Surplus units are lost.

         

Why buy from the market if the prices are high?

Generally speaking, you should not buy when prices are high. However,

there may be times when you need resources no matter how high the cost.

Sometimes you may want to drive the prices even higher so that an

opponent can't afford to buy.

         

Is Stage 7 the only time when a player may buy resources from

the market?

Yes.

         �Can I buy resources from the other players at any time?

No, just during Stage 7.

         

Can I buy resources from the market through an ally?

Yes, but it still counts as one of your three choices. Your ally could buy

from the market and you could buy from him. This can be useful in a bull

market (low prices) when your ally is first to buy. He may not need many

resources, but if you do, he can buy some for you.

         

Why would I buy from the market if I already produce enough re-

sources - it just drives the prices up and some other player might

make a lot of money?

There are two good reasons. Savings and quantities: Usually, it is a good

idea to buy from the market when prices are low because you can buy

resources for less than you can produce them. Also, you can buy enough

to fill your supply center. Then, at Stage 1, you would not have to pay your companies' salaries, because you do not need their resources.

         

Baiting the market: Sometimes, the high prices will cause an opponent to

sell many resources. This leaves him vulnerable to repeated attacks at

Stage 4. It doesn't matter how much money he has if he doesn't have

enough resources to put up a prolonged defense. Remember, you may

attack more than once on your turn.



         

Prospecting

         

Is prospecting the only way to obtain new cards from the resource

deck?

Yes. You do not get the resource cards for a territory just because you

occupy it.

         

Why prospect if the market prices are low?

You prospect for resources because it gives you alternative sources for

grain, oil and minerals. When the market prices are high, you have a

cheaper source of resources. Or, if one of your grain producing territories

is nuked, for example, you have a backup source of supply.



         

                          "There is no nation on earth so

                         dangerous as a nation fully armed,

                               and bankrupt at home."

                   				Henry Cabot Lodge

         �Does it matter If the other players see the cards that you turn over

and discard, when you are looking for your chosen resource?

Yes. Try not to let your opponents see the discarded cards. Then other

players won't know for sure which cards are still available - i.e. a major oil

producer, etc.

         

How many times can I prospect for the same resource?

A player may prospect up to three times on his turn at Stage 7. He can

make three attempts to find the resources of his choice, i.e. one of each

resource or two oil and one grain etc. If each attempt is successful, then

the player would have three more cards.

         

When prospecting, if I find a card that has to be returned to the deck

(nuked) does it count as one of my three attempts?

Yes.

         

If I prospect for oil, then stop before finding an oil card, does that

count as one of my three attempts?

Yes.

         

Before opening your company, do you have to occupy the territory

where it is located?

No. You may move your armies in before or after you open the company.

         

         

Other Rules of Play

         

Borrowing Money

         

Is $12 billion the borrowing limit?

Yes, unless you have captured another player's home country. In this case refer to the rule Spoils of War. This permits you to use the captured supply center. Then you can borrow up to $24 billion.

         

If I borrow $8 billion, can I borrow more money on another turn,

before paying back the first loan?

Yes.

      

May a player sell his resources to the market in order to raise cash to pay back a bank loan on which he defaulted?

No, once he has defaulted on a bank loan he can sell only to the other

players.

         

If I borrow money during Stage 1, do I have to pay interest that turn?

No, your first interest payment would not be due until your next turn.

         

         �Diplomacy

         

If I have a player under blockade or siege, can I let some of his

resources through without removing my navy?

Yes. If you wanted to, you could charge him or ask for some sort of

political consideration.

         

Can I ask a player to let me build in a sea that we both border?

Yes.

         

Under the diplomacy rule, would a treaty limiting or banning nukes be considered as delaying the game or breaking established rules?

No, however, you may have some difficulty trying to get people to adhere

to the treaty. Even if they make one, they can break it, just like they do in

real life.

         

         

Squatter's Rights

         

If I occupy a territory with one of my armies, I can take a player's

resource card which is located there. Then, with the same army, on

the same turn, could I move into another territory and take another

resource card?

No. Your army must remain in place for at least one turn in order to keep

the resource card. Otherwise, you were just passing through.

         

Can a player occupy the vacant home territories of an opponent

during Stage 5 move, or would this be considered an attack?

Yes, he can. This is not considered an attack.

         

When a player occupies a foreign territory, does he take the resource card(s) for that territory?

No. There are only two ways in which you can get more resource cards.

The first is to capture a territory from an opponent who has a resource card there. The second is to prospect for resources during Stage 7.

         

Can a navy occupy a territory for the purpose of Squatter's Rights?

No. A navy may never occupy a territory.

         

What happens if I find a resource card in a foreign territory but

another player occupies it before I do?

You only need to surrender it if the other player knows that you have it.

Otherwise, keep quiet, then attack him. After you have captured the

territory, prospect for that same resource on that turn. This way, when you open the company, your opponents won't know when you took the first card. If attacking isn't possible, then just sit on the card.�Spoils of War

         

If I capture an opponent's country, can I use his armies and navies

for building?

Yes.

         

Can two or more players share the Spoils of War?

Yes, in any manner they agree to. The player who captures the last

territory takes everything. It is up to him to share. If he changes his mind,

there is nothing the other players can do.

         

If I capture another superpower, then later in the game lose my home country, can I stay in the game?

No. If you lose your home country (the one you started with) you are out of the game.

         

If player A has occupied one of player B's home territories for several turns, and he or another player nuke all of the remaining home territories of player B, does player A get the Spoils of War?

No. The rules state, "When a player captures the last territory of a player's home country, he gets all of his opponent's cash... etc." Player A gets nothing.

         

If all of a player's home country has been nuked, is he out of the

game, regardless if he still has armies and navies on the board?

Yes. There is no one left to command the armies etc.

         

What happens to the supply center if I capture a former superpower

from the player who controls it?

The player who was the first to capture the superpower keeps the supply

center and all other spoils of war.

         

If another player captures one of my home territories, then later on in the game removes all of his armies based there, what happens to the territory?

Your people remain loyal to you. The territory would revert back to you

(including the resource cards). You may build armies there now. This

would not happen in any of the foreign territories.

 

         

                         "Diplomacy is the art of letting

                         someone else have your way"

                                                    Danielle Vare

                                                      1880-1956

         �What happens if I am attacked, and lose my last home territory, but

the attacker cannot occupy it because he does not have enough

armies or resources to do so? Am I still in the game?

Yes, you are still in the game until someone occupies your last home

territory. If you are able, you can reinforce that territory during Step E of

the battle drill.

         

         

Winning the Game

         

Who wins the game during détente, if we have the same amount of

cash?

Although this is not likely to happen very often, we recommend that you

use the scoring system called TPAS (Tournament Point Allocation Sys-

tem). TPAS can be found in the tournament rules.

         

         

Strategy

         

Basics of Business

         

Does the produce something (and lots of it!) strategy conflict with

Stage 2, where surplus units are lost?

Each player begins the game with a production capacity of five units per

resource. You should develop more sources by prospecting. Ideally, you

should be able to produce 12 units of each resource so that you can fill

your supply center in a hurry if you need to.

         

The extra production capacity will protect you from high market prices and the loss of companies during a conventional or strategic attack. Remember, you do not need to pay the salaries of your companies at Stage 1 if you do not need the resources. You can lay off your employees. When you capture an opponent, you will take his supply center and use it to store surplus production units.

         

         

Buy and Sell

         

How do you instigate a rise in market prices?

There are four ways to do this: buy, blockade, capture and destroy.

Buy: The quickest way is to buy resources from the market. This ensures

an immediate price rise.

Blockade: This cuts a player off from a major source of supply (i.e. oil). It

may force the blockaded player to buy from the market which will drive the prices up.

         �Capture/destroy: If you capture or destroy all of a player's grain producers,

this may force him to buy grain from the market which will drive the prices

up. Until he finds another grain company, he can only obtain grain from the market or the other players.

         

How do you instigate a drop in market prices?

To drive prices down sell all of the resources in your supply center. If all

players did this, the prices would hit the bull pen very quickly. (Remember, without resources you are extremely vulnerable to attack).

         

         

Growth

         

How can you make a profit selling resources if the market prices are

always low?

The best and surest way to make a profit from the market is to form a

cartel. This is when two or more players agree to buy and sell in the

market as partners and share the profits.

         

One player buys from the market, driving prices up. His partner sells his

resources to the market and both share the profits (A cartel can include

more than two players).

         

         

Tactics - Offensive

         



Amphibious Assault

         

Should amphibious assaults occur during the move or attack stage?

You are permitted to move before attacking only when you are conducting an amphibious or airborne assault during Stage 4- Attack.

         

Must armies be landed in a territory with a port?

No. For example, a navy in the Mediterranean Sea may land armies in

Egypt. However, your navy cannot pick up those armies.

         

Can my navy land armies from a dark blue sea?

Yes. However, you may not pick up armies from those seas. This is an

important consideration during an amphibious assault. If you do not

capture the territory, your armies cannot return to their navy.

         

Remember also that your navy cannot assist in the battle. You may not

count it when determining which player has the greatest number of forces

in the battle.�During an amphibious assault, do you pay the standard moving costs and delete supplies for the battle?

Yes. You must delete oil units for convoying the armies to the target of the attack and one set of supplies for the battle.

         

Do you count your navy when getting dice?

Yes.

         

Can the defender choose to sink my navy when I attack him?

Yes.

         

What happens to my armies if I can't continue to attack or withdraw

to my navy because it has been sunk?

Your armies must surrender to the defender.

         

Can I sail another navy over to withdraw my armies?

Yes.

         

Can I withdraw my armies by airlifting them out?

No.

         

Can I move my navy during an amphibious assault?

Yes. You may move your navy to the target of the attack; you do not need

to be adjacent. This will give you tremendous flexibility and the benefit of

surprise.

         

         

Airborne Assault

         

Can airborne assaults be launched from more than one area at the

same target?

Yes.

         

When do airborne assaults occur?

Airborne assaults can occur only during Stage 4. They count as attacks.

         

During an airborne assault, do you pay the standard moving costs,

plus delete supplies for the battle?

Yes, you must delete two oil units for each army that is flown to the target

of the attack and one set of supplies for the battle.

         

If a player is attacked in an airborne assault, and responds with his

nuclear first-strike option, can he nuke the territory where the armies originated, thus destroying them?

No, the armies are in transit.

         �Space Blast

         

If just one nuke gets through during a space blast, are all the L-stars destroyed?

Yes, each player may use all of his L-stars to try and shoot down the

nukes.

         

If player D creates a space blast and destroys all of the L-stars of

players A, B, and C, are the players permitted to counterattack

anyone, including themselves?

Yes, player A could counterattack B. Let us suppose that player D is at war with player A. He wants to destroy all of player A's L-stars to even the odds during conventional combat. Player A has three L-stars, player C has two and player B has one.

         

If player D fires six nukes at the L-stars, his chances of success aren't very good. However, if he convinces player B not to defend (in return for

compensation), then he is certain to destroy the L-stars. In this case,

player A may want to punish player B for his passive alliance with player D.

         

Who counterattacks first, if more than one player is attacked by a

space blast?

The players may sort that out amongst themselves to maximize the effect.  However, if there is a disagreement, then roll a die to determine the order.

         

         

L-star Clash

         

During an L-star clash, does the defender counterattack after each

roll, or when the attacker stops attacking with his L-stars?

After the attacker stops attacking with his L-stars.

         

         

Blockade

         

How is a blockade accomplished?

When a player moves a fleet into a light blue sea and stops access to the

only port in the territory, he has created a blockade. If the territory has a

port on another sea, then the player must also blockade the other port at

the same time.

         

Can two or more players co-operate to blockade a territory?

Yes. For example, if two players wanted to co-operate to blockade

Western Australia, one player could locate his navy in Shark Bay and the

other in the Timor Sea.�Is a foreign territory blockaded even if it has access to its home

country through friendly adjacent territories?

Yes. Because 80 per cent of the world's goods/resources are transported

by ship (it is much cheaper), closing access to its ports effectively block-

ades a territory.

         

If I place a player under blockade or siege, can I let some of his

resources through without removing my navy?

Yes. You could charge him or ask for some sort of political consideration if you wish.

         

         

Siege

         

If my home country is under siege, can I bring supplies through

friendly adjacent territories?

No.

         

Must I block a port in a territory that has been nuked to put an

opponent under siege?

No. For example, if Mozambique were nuked, you would simply have to

occupy the Gulf of Guinea and the Cape of Good Hope to put the African

player under siege.

         

If I nuke all of China's territories (except for Tibet) would this put

China under a perpetual siege?

Yes, because Tibet does not have a port.

         

Is Russia under siege when I have navies in the Sea of Japan, Sea of Okhotsk, Barents Sea, Baltic Sea and the Sea of Crete?

No. The Sea of Crete does not count. You would have to occupy the Black Sea. Remember also that occupying the North Sea does not give you control of the Baltic and Barents Seas. In Supremacy, siege means that you control access to all the ports of a player's home country. That is, your warships are positioned in front of his home ports, thereby blocking his commercial shipping.

         

         

         

Tactics - Defensive

         

Resist

         

Why would I resist, if I have the resources to put up a good fight?

To conserve your resources. If you are low on resources, you may want to stockpile them for building weapons later in the game.

         �Withdraw

         

Why withdraw from a battle when it makes it easier for an opponent

to capture my territory?

You may want to withdraw to one of your more important territories if you

think he will attack there later.

         

         

Surrender

         

Why surrender? Why not resist?

Generally speaking, you should always fight on. If you can't - resist.

However, surrendering can be useful in certain circumstances - to head off the total collapse of another player for example.

         

Suppose A lost his last home territory in a conventional attack to B. A is

entitled to one counterattack. If C controls one of A's home territories, then C may prefer to surrender to an attack from A, so that A's supply center does not go to B (who captured the last home territory). This ensures that A remains in the game.

         

You may wish to bog down the enemy as in the following example:

Suppose you are China, with six armies in Western Australia. Russia has

seven armies in Eastern Australia. If Russia attacked you and you surren-

dered, Russia would be required to replace your six armies with his own. If the game is well advanced, these could be the last of his armies. He would then not be able to build near China which would have posed more of a threat to you. Although he could fly or sail those armies to China this might be prohibitively expensive. In effect, you have bogged down a large part of his army in Western Australia.

         

         

Nuke

         

If I decide to nuke the territory or sea from where an opponent is

launching an attack, are his armies and navies destroyed before they

can reach me?

Yes. We assume his forces would not have time to move into your area in the 30 minutes it takes for your nukes to reach their target.

         

         

Simultaneous Random Play

         

Does the market price remain constant or change after each player

has sold or bought?

The market price changes each time. The SRP rule helps to vary who sells or buys first.

         �Buying, Selling or Closing a Company

         

Why can't I sell resource cards to the bank?

Because the bank is not interested in running companies. Their only

interest is in loaning you money.

         

         

Buying and Selling Weapons

         

Can players buy or sell weapons during Stage 4- Attack?

No, just during Stage 6.



         

                                     	"People of the same trade seldom meet

			together, even for merriment and diversion,

			but the conversation ends in a conspiracy

			against the public, or in some contrivance to

			raise prices."

                                                                                  -Adam Smith

                                                                                  1723-1790

 

         

         

                                 	"War is the trade of kings."

                                                                                  -John Dryden

                                                                                  1631-1700

         

			"War is a clash between major

			interests…  we could more

			accurately compare it to commerce,

			…and it is still closer to politics,

			which in turn may be considered

			as a kind of commerce on a larger scale."

                                                                             -Karl Von Clausewitz

                                                                             1780-1831

 �Part Two



Rule Variants

         

Introduction

         

In January 1988, we combined the Rules with the Strategy and Tactics

leaflet. This was done to improve the play of the game and to eliminate

arguments amongst players about what rules were in play. Now, all rules

are in play except for the Random Open, which is still an optional way to

set up the game. We include them again here because we believe they are the best way to play the game.

         

It is more realistic to start the game with Random Open than a balanced

and equal chess-like start. (Living in the real world is like joining a poker

game which is half over - you have to play the hand you are dealt as best

you can).

         

Two other rule variants are highly recommended: Nuclear Roulette and

Blind Bet Play. These variants were suggested to us by players and I

would like to congratulate them for their ingenuity. I think that all Suprem-

acy players will benefit from their contributions.

         

Before starting a game, be sure to let the other players know which

variants are being played. To avoid confusion and later disagreements,

keep a written record.

         

         

Setting Up

         

Random Open

The Random Open varies the initial resources of each player, providing an optional way for experienced players to set up the game. After the appointments have been made and all players have received meters and supply centers, these steps should be followed:

Sort resource cards: Sort the superpowers resource cards into six

       separate piles and place them face down on the board.

Pick the dealer: Each player rolls a die - the highest number is the

       dealer.

Dealer shuffles and rearranges the cards: Out of the sight of other

       players, the dealer shuffles each of the six piles of cards and 

       rearranges their order.

Choose a superpower: Everyone except the dealer rolls a die - the player with the highest number chooses a pile of cards. He keeps only the top

�three cards (the remaining three are returned to the resource deck).

Other players follow the same procedure taking their turn according to

the roll of their die.

Dealer's choice: Next, the dealer chooses a superpower. The remaining piles of cards are reshuffled and rearranged by one of the other players out of the dealer's sight. He chooses a pile and takes the top three cards.  The other three cards are returned to the resource deck, along with any remaining piles.

Dealer deals three more cards: The dealer now shuffles the resource deck and deals three more cards face up to each player (including himself). Players who receive a card located in an opponent's home territory must return it to the resource deck and take a new on If two players draw resources in the same foreign territory, they must return them to the resource deck and draw new ones. Nuke or L-star cards must also be exchanged for new cards.

Armies and navies: Each player receives (in his corresponding color) his armies and navies. The players may now place one army on each of their home territories as well as any foreign territory where they have resources.

Money: Each player rolls two dice and takes $1 billion for each point on the dice from the bank.

Store resources: Next, players store their resources in their supply centers. Starting with grain, each player rolls one die, once, and counts the appropriate number of grain spots in his supply center, then does the same for oil and minerals.

Pricing the market: The dealer then sets the market price for each resource. Starting with grain, he rolls two dice and counts the appropriate number of spots from left to right. For example, if he rolled a four and a two, the starting price for grain would be $100 million. He does the same for both oil and minerals.

Dealer starts: The dealer's role is now complete and he is the first to play.

         

         

Raising the High-Tech Stakes

This rule will raise the cost of nuke and L-star technology. When setting up the game, remove one nuke and one L-star card from the resource deck.  These two cards are set aside and not used in the game.

         

This is a good rule for a five or six player game, when there are fewer

resource cards in play. Fewer cards tend to reduce R&D costs.

         

Starting the Game

         

Simultaneous Random Play (SRP)

This is an optional way for experienced players to play the game. All

players must do Stages 1 and 2 together. They may then choose up to

three of the remaining five stages.�The Marshall asks who wants to do Stage 3- Sell. If two or more players

choose to sell, they must roll a die to see who sells first, second, etc. This

continues for each of the remaining stages. If a player does not win the die roll, he may change his mind about proceeding with that stage. However, it still counts as one of his three choices.

         

When a player chooses a stage, he must place one of his cubes oh that

stage (where it appears oh the board). This lets the other players know

when he has chosen three stages.

         

At Stage 7, players must choose either to buy or prospect. They buy first -

then prospect. This procedure is followed throughout the game.

         

         

Blind Bet Play

This rule should be used with the SRP rule. After the players have com-

pleted Stages 1 and 2 they bet (secretly) for each of the following stages

so that competitors do not know which stages they intend playing.

         

Each player uses six of his colored cubes to bet with at Stages 3 through

7. At the start of Stage 3 - Sell, each player holds zero to six cubes in his

hand. This is his bet for that stage. When the hands are opened, the player holding the most cubes chooses whether to go first, last etc. The player with the second highest number of cubes has second choice of play position, and so on. Ties are broken by the roll of a die. Players without cubes do not play that stage.

         

After the betting, each player places the cubes that he used on the board,

next to the stage being played. The cubes should be put in order, accord-

ing to who is playing first, second etc. When a player has no cubes left with which to bet, he cannot play any more stages on that round. On the next round, players get their cubes back, and can bet again. This rule gives the players a chance to put most or all of their efforts into one or two stages such as selling. For a desperate player, the chance to sell first may be the only stage that he wants that turn. In this case, he could bet all six cubes to be almost certain that he will be the first to sell.

         

 (This rule is a combination of suggestions from Field Marshalls Gerry Smit of Toronto, Ontario, and Bill Miller of Columbus, Ohio.)

         

         

Simple Blind D -6 Play

This is a simple way to determine which competitor plays first. All players

must do Stages 1 and 2 together. They then may choose up to three of the remaining five stages. Each player uses three of his colored cubes to bid with at Stages 3 through 7.�At the beginning of Stage 3- Sell, each player holds one cube in his hand.

This is his bid for that stage. When the hands are opened, the players with a cube may play that stage. If a player has no cubes in his hand, then he cannot play that stage. Those who are playing that stage roll a dice to see who plays first (highest number plays first). Play continues clockwise until each of the players has taken his turn.

         

After the bidding, each player places the cube that he used on the board,

next to the stage being played. The cubes should be put in order, accord-

mg to who is playing first, second, etc. When a player has no cubes left

with which to bid, he cannot play any more stages on that round. On the

next round, players get their cubes back, and can bid again.



         

Stage 1 - Pay Salaries and Loans to Bank

         

Piece Work Wages

The salaries for companies change from $50 million per company to $50

million per unit. If a resource card produces three units of oil, then you

must pay $150 million to buy the three resource units. If you wish, you may pay for just one or two units, or none at all.

         

         

Tribute

A player may collect money from foreign territories which he occupies. He

takes $100 million from the bank for each neutral territory, and $200 million for each superpower's home territory which he captures.

         

         

Strategic Forces Salaries

The players pay salaries to their nuke and L-star forces of $50 million for

each nuke and L-star held in a player's supply center.

         

         

         

         

         

         

                         "The success of war is not so much

                            dependant on arms, as on the

                                possession of money"

                                                                                    Thucydides

                                                                                 471-400 B.C.

         �Stage 2 - Transfer Production Units to Supply Center

         

Entropy

The Entropy rule variant is based on the principle that energy and re-

sources are diminishing. At the end of Stage 2, one of the players rolls a

die to determine which resource is going to be used up. Then he rolls

again to determine how much this resource supply has diminished. Only

he is affected. On the next turn, another player must roll the dice. This

continues throughout the game with each player taking his turn.

		Grain  	Oil   	Mineral

Determine

Resource 	1-2  	3-4  	5-6

If a player rolls a three, oil is the diminishing resource

         

Determine Amount:

Die roll 		Resource card to be removed

1    		1 unit producer

2    		2 unit producer

3    		3 unit producer

4    		4 unit producer

5    		5 unit producer

6    		Roll again

         

         

If the player rolls a three, then he must return one of his three unit oil card

to the deck. If the player does not have a three unit oil producer he must

discard the next largest producer. If he does not have any larger produc-

ers, he must discard the next smallest oil producer. He is exempt from

discarding a card only when he does not have any oil producers. The

discarded card can come back into play if it is found by a player while

prospecting later in the game.

         

Adjust the market meters: Market meters are moved up one spot for every unit of production lost. In the above example, they would be moved three spots.

         

(Entropy is a combination of suggestions by Field Marshalls John Simpson of Brockville, Ontario, and Stewart Simpson of San Anselmo, California).

         

         

Stage 3- Sell All, Some, or None of the Supply Units

         

Random Demand and Supply

This rule will create more selling and buying opportunities at the market.

Each time a player chooses to sell at Stage 3, he may make up to three

         

�grain sales to the market. He may make one sale of each resource (grain, oil, mineral) or three sales of one resource, i.e. grain, or two sales of one resource and one of another (two oil sales and one mineral sale).

         

First, the player states which resource he is selling, i.e. grain. He then rolls one die to determine market demand. If he rolls a four, he may sell four units of grain to the market. He may make two more sales of any resource to the market. In addition, he may sell to other players.

         

This same procedure is used when buying at Stage 7. In this case, when

you roll the die, it determines market supply - the number of units you can

buy.

         

This rule should be used in conjunction with the Simultaneous Random

Play rule.

         

         

RDS - Double Dice

You may play the above rule with two dice. However you are restricted to

one sale only of each resource.

         

         

Triple Round Trade

This rule divides the buying and selling of resources into three rounds. It

will give the players more chances to be first during the selling and buying

stages.

         

The players who wish to sell roll a die to see who sells first, second, etc.

The player with the highest number sells first. He can make one sale of

one resource (any quantity) to either the market or another player. The

rest of the players take their turns according to the roll of their dice.

         

This procedure is repeated two more times, then the selling stage is over.

The same procedure is used when buying at Stage 7.

         

(This rule was suggested by the Baltimore Area Game Club).

         

         

Stage 4- Attack

         

Multi-Front Attacks

The attacker may attack from more than one territory and/or sea if they are adjacent to the target. He must delete one set of supplies for each base of attack (territory or sea). During Step C of the baffle drill, he can count the forces in each territory or sea from which he attacks. During Step D of the battle drill, the defender may remove forces from any of the territories or seas involved in the attack.

         �Multi-Force Attacks

The attacker may combine airborne, amphibious and overland attacks

(simultaneously) at the same target. He must delete one set of supplies for each airborne and amphibious assault, as well as one set for each territory attacking the target.

         

         

Multi-Theater Attacks

This rule allows the attacker to launch conventional attacks at more than

one territory or sea at the same time. He must identify all theaters of war at Step A of the conventional battle drill and must also declare where he will

attack first, second, etc.

                                                               

The attacker and defender play the baffle drill from Steps A through E. The attacker then repeats the battle drill for the second theater of war, etc. He cannot change his mind about the target of his attack or cancel any battles.

         

When the attacker has completed all battles, the players who were

attacked may counterattack. They follow the battle drill from Step A

through E. They may counterattack once for each time they were attacked.  If two or more players are counterattacking, then the players take their turns in the same order as they were attacked.

         

This rule can be used with airborne assaults (multi-drop) and amphibious

assaults (multi-beach).

         

         

Battle Supply Orders

This rule can help either the attacker or defender obtain an extra die during Stage 4-Attack by committing more supplies to the battle. At Step A of the battle drill, both the attacker and the defender secretly make a note of how many sets of supplies they are deleting for the battle. Then, at Step B, they reveal their secret orders and delete the extra sets of supplies as indicated on their papers. The player who has committed the most sets of supplies to the battle gets another die.

         

         

Mega Force

This rule is used with conventional battle drill. It gives the player with the

larger force more power to destroy his opponent's forces. The Mega Force rule has two levels: MF-2X and MF-3X.

MF-2X: The player with twice as many forces in the battle takes off one of

his opponent's pieces for every two points on his dice.

MF-3X: The player with three times as many forces in the baffle takes off

one of his opponent's pieces for every one point on his dice.

         �Convoys & Escorts - Simple Interception

This rule will help a player to protect his convoys from sea and land-based attacks. The player could have another navy (escort) or more in the same sea next to the navy convoying his troops. The escorts try to protect the troopship.

         

When a second player attacks the convoy with his navies or armies, he

must roll one die (at Step D) to determine if he has avoided detection by

the escorts. If he rolls a 1, 2 or a 3, he may attack the convoy first. If he

rolls a 4, 5 or a 6, he must attack the escorts first.

         

         

Convoys & Escorts - Advanced Interception

This rule is an advanced version of the above. When a player attacks a

convoy with escorts, he first rolls a die to determine whether he must

attack the escorts or the convoy.

         

The following table shows that his chances of attacking the convoy first

increase if he has more navies and or armies than the defender's escorts.

         

Number of attacker's			Die roll required

navies and/or armies			to attack convoy first

         

Less than defender's escorts		6

Same as the escorts			5 or 6

1 more than escorts			4, 5 or 6

2 more than escorts			3, 4, 5 or 6

3 more than escorts			2,3,4,5 or 6

4 more than escorts 			The attacker does not roll the 

					die. He may attack convoy first.



(This rule was suggested by Field Marshall James McCormack of Las

Vegas, Nevada).

         

         

Targeted Nukes and L-stars

When a player fires nukes at an opponent, he must put the mushroom

clouds (upside down) on the territories he intends to nuke. He does this at Step A of the strategic battle drill. The attacker may put more than one

nuke on each territory.

         

At Step D, the defender must decide which nukes his L-stars are going to

target before he rolls the dice. More than one L-star may fire at a nuke. He cannot change the L-star target once he starts to roll the dice.

         

         �Nuking the Deep Water Navy

Nukes can be fired at navies in a dark blue sea. It takes one nuke to sink

one navy in deep water. If you fire two nukes at three navies in the Indian

Ocean, for example, the maximum number of navies you could sink is two.

         

Nuclear Systems Failure (NSF)

Each time a player fires a nuke, he must determine if any of his nuclear

systems failed to perform. Problems could occur during the launch with the guidance system or the warhead could be a dud. The player rolls one die for each nuke that he fires. For 1 through 5, all systems are OK. A six

means that the nuke malfunctioned and did not destroy its target.

         

         

L-star Champion

Any or all of the other players may come to the defense of a player

attacked by nukes. These players, who are known as champions, may use their L-stars to destroy the nukes. When the champions roll their dice to stop the nukes and roll a 4, 5 or a 6, it is considered a miss. The champions may not counterattack.

         

         

L-star Spies

This rule is to be used with the Nuke Bases rule, which can be found in

this section under Stage 6 - Build.

         

A player in Stage 4 may search for nuke bases in an opponent's territories.  He can spy on one territory per turn for each L-star he has in orbit (for three L-stars, he can spy on any three territories of one or more opponents).

         

The player asks the opponent occupying the territory where he is spying if

he has any nuke bases located there. The opponent must write down his

answer and hand it to the player. If the answer is yes, he must disclose the number of nuke bases located there. The 'spy' may keep this information private or sell/give it to some or all of the other players.

         

(This rule was suggested by Field Marshall Bill Annand of Toronto,

Canada.)

         

         

Stage 5- Move Armies and/or Navies

         

Motor Transport

Each army may drive to other territories. The cost is one oil unit for each

territory the army passes through or enters.

         �Red Sea Passover

This rule allows armies to cross over the Red Sea in the Suez Canal zone.  Armies may march from Egypt to the Middle East or vice-versa at a cost of one grain unit per army. If the Red Sea is occupied by an opponent you cannot cross it without his permission.

         

         

The Suez Canal

Under this rule, players must pay lock fees to the bank if Egypt is still

neutral (unoccupied). The lock fee is $100 million for each navy that

passes from the Red Sea to the Sea of Crete or the Mediterranean Sea, or vice-versa.

         

The player occupying Egypt controls the passage of ships and may charge other players as much as he wants for lock fees. He may also deny some players the right to use the canal. If you occupy Egypt, your lock fees are only $50 million per navy, which you pay to the bank.

         

         

Panama Passage

This rule allows players to sail navies through Central America. Players

may sail through the Panama Canal at a cost of one oil unit per navy. If

Central America is neutral (unoccupied) the lock fee of 100 million dollars

per navy is paid to the bank. The player occupying Central America

controls the passage of ships and may charge any amount for lock fees.

He may also deny some players the right to use the canal. If you occupy

Central America, then your lock fees are only $50 million per navy, which

you must pay to the bank.

         

         

Arctic Ocean Passage

Players may sail their navies through the Arctic Ocean. The cost is two oil

units for each navy. The Arctic Ocean borders on the North Pacific, North

Atlantic, North Sea and the Barents Sea. Players may sail to or from these seas.

         

         

Stage 6- Build Forces and Weapons: armies, navies,

nukes and L-stars

         

Lab Accident

This rule makes use of the trade mark card which is left in the deck. If a

player draws this card while doing research and development, it means

that he has had a major accident in his research labs. He must stop

seeking that particular technology and pay the bank for the cards he turned over, including the trade mark card.

(Rule suggested by Field Marshall John A. Pitts, Lexington, Kentucky).

         �Rocket Technology

This rule makes use of the trade mark card as well as the two L-star cards.  The trade mark card is left in the deck and represents rocket technology.  Each player must research and develop rocket technology before nuclear  or L-star technologies. Rocket technology provides the delivery system for firing nukes and launching L-stars. The cost is $200 million per card turned over, plus one mineral unit, and one oil unit.

         

Once a player has developed rocket technology, he should make a note of that fact on a piece of paper which the Marshall should validate (sign). This ensures players remember that he has completed R&D on rocket technology.

         

Rocket Test Failure (RTF)

The Rocket Technology and Rocket Test Failure rules can be used

together. If a player draws an L-star card before he finds the rocket

technology card, it indicates a major accident in his research labs. He must stop seeking rocket technology and pay the bank for the cards he turned over, including the L-star (accident) card.

         

         

Rocket Fuel

This rule increases the cost of building nukes and L-stars. To build a nuke now costs $500 million plus one mineral unit and one oil unit. L-stars are $1 billion plus two mineral units and two oil units.

         

         

Nuke Bases

Each time a player builds a nuke in his supply center, he secretly writes

down in which territory it is based. He may only base nukes in territories

which he occupies. If another player captures that territory, he takes the

nuke. If the territory itself is nuked, then the nuke based there is destroyed.  More than one nuke can be based in a territory.

         

         

D-6 Launch



The D-6 launch is used during Stage 6. The player must first build L-stars, then launch them. He cannot build more L-stars after the launch. Each time a player launches an L-star, he rolls one die to see if it was successful. For a 1 through Sit succeeds. If he rolls a six, the launch fails, burns up, and is destroyed.

         

         

              		"Political power grows out of

             		the barrel of a gun."

					Mao Zedong

                        				1893-1976�Factories

This rule limits the number of forces and weapons a player can build per

turn. Each player starts the game with two factories, one for building

armies, and a second for building navies. The players secretly write down

the location (in one of their home territories) of their factories on the

Factory Location and Production Table below. The factories cannot be

moved afterwards.

         

Building:

A player may build additional factories during Stage 6 in territories which

he occupies. He may not build more than the number allowed for in the

table below and must pay the factory cost to the bank. Navy factories must be built in territories with a port (i.e., China cannot build a navy factory in Tibet). The other basic rules for building forces and weapons still apply.

         

Secret Sites and Spoils:

Players may keep the locations of their factories secret. However, if the

territory is captured, their presence must be declared. The player who

captures a territory with a factory may use it. If the L-star Spies rule is

being used, players may search for the secret factory locations.

         

Buying and Selling Factories:

Players may buy and sell factories for any terms they wish.

         

Factory Demolition

Players may demolish a factory at any time - the cost is $50 million.

During Stage 4, you must make this decision at Step A of the baffle drill.

(The table below may be copied for repeated use)

         

Factory Location and Production Table

Factory   		       Location	cost of Factory	Production per turn



Army  		____________	$100 million   	12 armies

Army           	____________	$100 million   	12 armies

Army           	____________	$100 million   	12 armies



Navy           	____________	$100 million   	12 navies

Navy           	____________	$100 million   	12 navies

Navy           	____________	$100 million   	12 navies



Nuke           	____________	$200 million   	4 nukes

Nuke           	____________	$200 million   	4 nukes

Nuke           	____________	$200 million   	4 nukes



L-star         	____________	$500 million   	2 L-stars

L-star         	____________	$500 million   	2 L-stars

L-star              	____________	$500 million    	2 L-stars

�Stage 7- Buy or Prospect for Resources

         

Futures:

You can sell surplus production units to the other players at Stage 3 but

only if you made a written agreement with them during the previous

Stage 7.

         

At the end of Stage 7, if you know you are going to have a surplus of

resources, take orders from your allies or opponents for delivery on the

next Stage 3. If they do not place their order at Stage 7, you cannot deliver it at Stage 3. The price and quantity must be agreed at Stage 7. This should be agreed in writing on a futures agreement form which you make up based on the information below.

         

There is no way to force players (countries) to honor the deals they make.  It is suggested therefore that when you prepare your futures agreement, choose the 'terms' you want to apply very carefully.  Be sure that both parties sign the agreement - otherwise, it is void.

(Copies of the following can be made for repeated use)

         

         

         

Futures Agreement

This agreement made between ___________________________(seller)

and ___________________(buyer) in the city of ______________on the

______________day of _____________________ 19_____  is for the

delivery of the listed resources, according to the following terms.



Resource      	#of units  	Price per unit     Subtotal

         

Mineral		__________	__________	__________

Oil		__________	__________	__________

Grain		__________	__________	__________



				Total Sale Price: __________

         

         

         

�Terms of Sale - Futures Agreement

Check, and fill in one of the following:

Full Payment up Front:

For $____________, paid in advance, the seller promises to deliver all of

the resources listed to the buyer at the next Stage 3. Even if he does not

deliver, the payment is non refundable.

         

Full Payment in Trust:

For $____________,which the buyer has deposited in trust with the

banker, the buyer agrees to purchase the listed resources from the seller

at the next Stage 3. If the seller does not deliver, the banker will refund the money held in trust to the buyer.

         

Non-refundable Deposit with Seller and Balance in Trust:

For $____________the buyer agrees to purchase the listed resources.

The buyer has deposited $______________ with the seller. The balance

of the bill has been paid to the banker in trust who will pay that sum to the

seller when the goods are delivered at the next Stage 3. In case of non-

delivery of all or part of the order, the banker will refund the money held in

trust to the buyer.

         

Non-refundable Deposit with Seller and Balance on Delivery:

For $____________, the buyer agrees to purchase the listed resources.

The buyer has paid $_____________ as a non-refundable deposit in

advance to the seller and will pay the balance ($___________) when the

resources are delivered at the next Stage 3. If the seller does not deliver,

he is not required to refund the deposit.

         

Refundable Deposit in Trust and Balance on Delivery:

For $____________, the buyer agrees to purchase the listed resources.

He has deposited $_____in trust with the banker who will pay this amount

to the seller when the full delivery is made at the next Stage 3. The buyer

will pay the balance ($__________) when the resources are delivered. In

case of non-delivery, the banker refunds the deposit to the buyer.

         

Full Payment on Delivery:

For $___________, the buyer agrees to purchase the listed resources at

the next stage 3 and will pay on delivery. If the resources are not delivered, no payment will be made.

         

Payment on Terms:

For $ _____________the buyer will purchase all of the listed resources.

The buyer will pay the sum of $ _________, according to the following

schedule                                                   

Agreed, by the seller:____________  Agreed, by the buyer:___________

Field Marshall of:_______________ Field Marshall of:______________

 

�Borrowing Money

         

Deficit Turnaround

If a player defaults on his bank loan, he may still sell his resources to the

market. However, all the money must go to the bank until all interest

payments in arrears have been recovered.

         

         

Diplomacy

The following treaty forms can be copied for repeated use. Although a

player signs a treaty, he cannot be forced to honor it. When a player

breaks a treaty, he may be punished by the other players through eco-

nomic sanctions, such as trade embargoes, or ultimately, by war.

         

         

         

                    "If a man does not know to what port he is

                          steering, no wind is favorable."

					-Seneca

                                   			4 B.C.-65 A.D.



                          "I have discovered the art of

	fooling diplomats: I speak the truth and they

                                 never believe me."

                                 			-Camillo di Cavour

                                                     	1810-1861

         

         

                  “ ... one has to be a fox in order to recognize

                     traps, and a lion to frighten off wolves."

                                			-Niccolo Machiavelli

                                     			1469-1527

                           

                  

                    "He who knows when he can fight and when he

                            cannot will be victorious."

                                     			-Sun Tzu

                                    			400-320 B.C.

         �The Trade Agreement

The following Trade Agreement must be signed by the players before

forming a cartel.

                                                                                                

Trade Agreement

This treaty, made between the following nations:

__________________, __________________,__________________,

__________________, __________________,__________________,

__________________ and ______________ in the city of ___________________________ on the __________ day of

___________________,19 _______ is for the mutual economic benefit of

the above countries.

         

Each leader agrees to buy and sell resources to the mutual benefit and

profit of his trading partners.

         

The trading partners will co-ordinate their production, buying and selling of resources, so that all of the partners make the maximum possible profit.

         

Each leader agrees to sell resources to a partner at prices equal to or less

than current market prices. The trading partners agree to supply resources to each other, to the best of their ability, provided it does not endanger the survival of their own country.

Agreed to and signed by:

         

Federation of African States		__________________________

         

Confederacy of South America		__________________________

         

League of European Nations		__________________________	

         

People's Republic of China		__________________________

         

United States of America		__________________________

         

Union of Soviet Socialist Republics	__________________________



Nation of Canartica			__________________________



Nation of Australasia			__________________________



�

The Alliance

Alliances must be recorded on the form provided. They are not binding, but must preclude any allied military operations such as L-star champion or convoying another player's armies.

         

Alliance Accord         

         

This treaty between _____________________________________and

__________________________in the city of______________________

on the ___________ day of ____________,19____,is for our mutual

protection.

         

Each leader agrees to assist the military pursuits of his ally, to the best of

his ability, provided it does not endanger the survival of his own country.

Each leader agrees, by signing below, to come to the other's defense in

the event of attack. In a nuclear attack, each ally will offer his assistance

as an L-star champion.

         

Agreed to by:	__________________________

 (sign here)	__________________________

country		__________________________

         

         

Agreed to by:	__________________________

 (sign by)	__________________________

country		__________________________



Non-Aggression Pact

         

This treaty made between ___________________________and

___________________in the city of _______________on the _____ day

of ________________________,19____is for our mutual protection.

         

Each leader agrees not to attack the other. They also agree not to trade

weapons or resources or to do anything that might assist another country

which is at war with the other.

         

Agreed to by:	__________________________

(sign here)  	__________________________

of:		__________________________

         

Agreed to by:	__________________________

(sign here) 	__________________________

of:		__________________________

         

�The Zero Nuke Accord (ZENA)

The following accord can be used to ban the construction of nuclear

weapons. Some or all of the players may sign it. However, you may find

they do not adhere to the treaty. Even if they sign it, they can break it, just

as nations do in real life.

         

THE ZERO NUKE ACCORD (ZENA) 

This treaty between:

 (list countries)

_________________________		_________________________ _________________________ 		_________________________

_________________________		_________________________ _________________________		_________________________



in the city of ______________________ on the _______________day of

_______________,19______,bans the construction of nuclear weapons.



         

The following signatories agree not to research, develop, or build any

nuclear weapons.

         

Federation of African States:		__________________________

         

Confederacy of South America:		__________________________



League of European Nations: 		__________________________



People's Republic of China: 		__________________________



United States of America:   		__________________________

         

Union of Soviet Socialist Republics.	__________________________



Nation of Canartica			__________________________



Nation of Australasia			__________________________

         

         

         

         

         

                                                       "The mere absence of war

                                                           is not peace."

                                                                              John F. Kennedy

         

         �The Weapon Free Space Pact (WFSP)

         

The following pact can be used to ban the building of laser stars. Some or all of the players may sign it. However, you may have some difficulty

ensuring that everybody adheres to it - it can be broken, just like in real

life.

         

This treaty made between: (check, if applicable)

         

                      Federation of African States

         

                      League of European Nations

         

                      United States of America

         

                      Confederacy of South America

         

                      People's Republic of China

         

                      Union of Soviet Socialist Republics

         

         	         Nation of Canartica



	         Nation of Australasia



in _______________,on the _________ day of _____________

19_____,bans the construction of laser stars.

         

The following signatories agree not to research, develop or build any laser stars.

 (please sign)

Federation of African States: 		__________________________  



League of European Nations:     		__________________________



United States of America:  		__________________________



Confederacy of South America:		__________________________



People's Republic of China:     		__________________________



Union of Soviet Socialist Republics:	__________________________



Nation of Canartica			__________________________



Nation of Australasia			__________________________

                                                                   

         

Squatter's Rights

         

Occupying the Neutrals

There are two ways to occupy neutral territories - trade and force. Trade is when you find a resource card located in an unoccupied territory. The card means that you have trade and political relations with that territory. You may move an army to the territory during movement at Stage 5. Force is when you do not have trade relations (resource cards) with the territory that you wish to occupy. In this case you must attack it during Stage 4.

         

When attacking, you must delete one set of supplies and any applicable

moving costs, e.g. airborne assault. One of the other players rolls two dice

for the neutral territory. For every three points on the dice, the attacker

loses one army. The attacker does not roll a die. The attacker may not

occupy the territory if all of his armies are destroyed. He would have to

attack again.

         

         

Spoils of War

         

Liberating Supply Centers

If another player has captured a superpower you may attempt to liberate

that supply center. You must capture all the territories he controlled in the

superpower. When you capture the last territory under his control, then you keep the supply center.

         

         

Destroying Supply Centers

If another player has captured a superpower, you may attempt to destroy

that supply center. You must nuke all the territories that he occupies in that superpower. When you do, the supply center is destroyed and is no longer in play.

         

         

         

         

         

                                                    "I do not deserve more than half the

                                                     credit for the battles I have won.

                                                     Soldiers generally win battles,

                                                     generals get the credit for them."

         

                                                                                 Napoleon I

                                                                                          1818

         

         �Winning the Game

         

Nuclear Roulette

This rule changes "Coup Final". After 12 territories have been destroyed by nukes, the following applies. When the 13th territory is destroyed, the

player who fired the nuke must roll one die. If he rolls a six, the game is

over, otherwise it continues. When the 14th territory is destroyed, the

player who fired the nuke must roll one die. If he rolls a five or a six, the

game is over - otherwise it continues.



         

The following table shows how this rule applies until "Coup Final" is

reached and nuclear winter sets in.

         

Nuclear Roulette Table

		Number of     			Die roll to

		territories destroyed    		end game

                            	13          		6

                            	14          		5 or 6

                            	15          		4, 5, 6

                            	16          		3, 4, 5 or 6

                            	17           		2, 3, 4, 5 or 6

                            	18          		Coup Final - Game over

         

(Rule suggested by Field Marshall Bill Annand of Toronto, Canada).

         

         

Tactics - Offensive

         

Space Blast - The Half Flight

This rule assumes that L-stars would have only half the time to react to a

space blast since nukes are exploding just above the atmosphere (a very

short distance). With this rule, when you roll for the L-star screen, a 4, 5 or a 6 is a miss.

         

L-star Clash - Advanced

You have to declare your tactics for an L-star Clash. There are two: Duel

and Volley.

The Duel: An L-star duel occurs when you attack your opponent's L-stars

one at a time. After each attack, the defender is entitled to a counterattack.

The Volley: An L-star volley occurs when you attack two or more of your

opponent's L-stars at the same time.

The attacker declares how many L-stars he is using for the attack. The

players must roll for each L-star committed to the attack. The attacker

cannot break off the attack before all of the dice have been rolled. Even if

         

         �the attacker is doing poorly, he must continue to roll the dice. When they

are finished rolling the dice, the defender may counterattack.

         

         

The Last Stand

This rule modifies the blockade and siege rules as follows:

         

Blockade: When a territory is under blockade, its armies can neither attack or be moved. If the territory is attacked, it can only resist. This is because supplies for the attack cannot pass through the blockade.

         

Siege: When a player is under siege, he cannot move or attack with any of his armies or navies in foreign territories or seas. If those areas are

attacked, they can only resist. He may move or attack with the armies

based in his home country. If his home territory is attacked, he can put up

a full defense.

         

         

Resource Crisis Speculation (RCS)

Blockade: When a territory is put under blockade, the market reacts to the news and the prices of the resources located in the territory begin to rise.  Only the resource cards in play are affected. For example, if Western Australia is blockaded, grain, oil and mineral prices at the market would rise one spot for each unit on the resource cards affected. In this case, grain prices would rise two spots, oil - two spots and minerals - three spots. One of the players would then roll one die once for each resource and the market prices continue to rise according to the roll of the die.

         

Siege: This procedure is repeated when a player is under siege.

         

Market corrections: If a blockade or siege is lifted, the prices fall. This

procedure is repeated, except that prices are lowered.

         

         

Tactics - Defensive

         

The Militia

This rule allows a player to defend his home country even when he does

not have any armies left there. We assume that the local militia would put

up a defense. In order to do this, the player must delete one set of sup-

plies. He is now entitled to roll one die.

         

 (Suggested by Field Marshall Kurt Loucks of Kitchener, Ontario).

         

         

         �The Demolition Directive

This rule permits you to destroy any of your own companies before they

fall into enemy hands. You may do this at any time. However, during Stage 4, you must make this decision at Step A of the battle drill.



If you decide to issue a demolition directive at Step A, you must write down the names of the companies which you want to destroy. Then, roll one die for each company targeted. The damage to the companies is determined by multiplying $200 million times the number on the die. Write this amount next to the name of the company affected. The company cannot produce any resources until this damage is repaired.

         

If you want the company to start producing resources again, you must

repair the damage. Do this by paying to the bank cash equal to the

damage done.

         

For example, let us assume that the defender decides to destroy his oil

company before it falls into the attacker's hands. If the defender rolls a

three, he has done $600 million in damages to the company before the

attacker captures it. Now, if the attacker wants to repair the company, he

must pay $600 million to the bank. The repairs can be made during Stage

6-Build.

         

         

Scorched Earth Lunatics

This rule is meant to determine whether or not your military personnel are

crazy enough to follow your order to nuke yourself. Sometimes this occurs when a player is on the verge of losing and wishes to take everyone with him, via "Coup Final". If this happens, the player must roll a die to see if his order is carried out. If he rolls a 1,2 or 3, it is. If he rolls a 4,5 or 6, it is not.

         

         

Miscellaneous Rule Variants

         

Mothball Costs

If you close a company, it will cost $200 million to reopen it later in the

game.



Nuclear Freight Fees

When players sell or trade nukes, either the buyer or the seller must pay

the moving costs. The cost is two oil units per nuke.

         

The Dutch Auction

This is an interesting way to sell companies, weapons or even resources.

The player who is selling offers the goods at an overvalued price, then

         

         �keeps dropping the price until someone offers to buy them. The first player to make an offer gets the goods.

         

If you were selling a resource card, you might start by offering it for sale at $5 billion. You would keep dropping the prices by $100 million until

someone buys it.

         

         

Nuclear Half-Life

Some players have wanted to bring territories which have been nuked

back into play. The table below shows the number of turns after the blast,

what can be done, and the cleanup cost that must be paid by the player to the bank.

         

Nuclear Half-Life Table

Turns			Activity 			Cleanup cost



3 turns 			march through only		$5 billion

6 turns 			march through & occupy	$5 billion

9 turns 			march through, occupy

 			and produce resources		$5 billion

         



Handicap-The Will of the People

At the start of the game, you must pre-determine the morals of your people and what they expect of you. As in the real world, you may have to deal with people whose morals leave something to be desired. Each player rolls a die and must play according to the following table. You may only abandon this handicap if you are defending your last home territory.

         

Handicap Table

		Die Roll 		Handicap

         		1 			One Star General

         		2 			Two Star General

                     	3 			Three Star General

		4 			Four Star General

		5			Five Star General	

                        	6			Roll Again 

         



				'Always mystify mislead and surprise

                                     			the enemy"

                                                                               -Stonewall Jackson

                                                                                   1824-1863



         �Part Three

         

Strategy and Tactics

         

Introduction

         

There are some tips on the order of play that we should cover before

discussing the basic elements of a Grand Strategy. Each turn, you have to develop what superpower strategists call a Guns or Butter policy. This

means that you will focus your efforts and resources towards either

building forces or making money.

         

         

Making the Right Choices at the Order of Play

Since you can choose to do only three of the five stages, you should be

careful about the combinations you make. Some combinations are better

than others. Stages 3 and 7 are economic decisions and Stages 4 and 5

are military ones. Stage 6 involves both an economic and a military

decision.

         

         

Guns Policy

A good combination for a military building policy is Stages 3, 5 and 6. This combination allows you to sell some resources to the market, move your armies and navies, then use the money and your remaining resources to build more forces.

         

If you wish to attack, then a combination of Stages 4, 5 and 6 is best. This combination permits you to attack, move into new positions, and rebuild your forces.

         

If you lose some of your resource companies in the battle, you should

substitute Stage 7 for Stage 5. This will allow you to replenish your supply

center. Generally, you should never sell resources and attack on the same turn. You will need all of your resources to attack, to reinforce, and to rebuild.

         

         

Butter Policy

The best combination for an economic policy is Stages 3, 6 and 7. This

combination allows you to sell most of your resources to the market. You

should keep some resources for defense, in case you are attacked. About three or four sets of supplies should be enough. If you are not attacked,

         

         

                                   �you can use the resources for building more forces. You can then buy

resources from the market at a low price.



Developing a Grand Strategy

The basic elements of a Grand Strategy are economic, political and

military. These elements are interrelated. As a superpower leader, you are more likely to achieve your objective if you use all three cords of power.

         

Choose an Objective (Determine your friends and foes)

Your purpose is to capture a supply center. Do not let pride or past rivalries sidetrack you. The second supply center will give you the economic foundation to conquer the remaining players. Therefore, pursue the best opportunity available.

         

Each player should undertake a realistic appraisal of who his friends and

foes might be. This appraisal should be based on the criteria of history,

geography and leadership.

         

History: Have any of the players been traditional adversaries when you

played before? If they were, there is a good chance that they will be again.  People like to attack others whose weaknesses and strengths they understand. This tends to limit any unpleasant surprises, like a player who might unexpectedly escalate a conflict to nuclear warfare.

         

Geography: The country closest to you will more than likely be unfriendly.

This is because neighboring countries are both a threat and an opportu-

nity.

         

They become a threat as soon as they start to build armies and navies

near your borders. China and Russia exemplify this almost inevitable

clash. Neighboring countries represent a good opportunity because it is

generally cheaper to wage war with a country next door than with one that

is farther away. Also, if you lose a war in a distant region, your home

country may be weakened and become an easy target for a powerful

neighbor.

         

Leadership: All leaders are not equal. Some players are better at developing and applying a strategy and at making surprising and effective counter-attacks. It is probably best to let others battle them, while you pursue less cable leaders.

         

You must come to a decision on who you intend to conquer, taking into

account the above factors. It need not be a neighboring country. However, before you start any long-distance wars, be sure that your borders are secure. Also remember, if your neighbors are short on supplies or engaged in battles elsewhere, it is not likely that they will attack you.�The Benefit of Being an Enigma

When you have decided who you plan to attack, keep this decision to

yourself. Keep everyone guessing about your war plans. You will then be

able to trade with all players until you go to war which will be to your

advantage.

         

Economic

         

Balance and Expand your Economy

If you use the Random Open rule, try to have all three resources producing at the same rate. If you are short of oil, prospect for more. The ideal production rate is 12 units of each resource per turn. This production rate allows you to fill your supply center on one turn without having to buy from the market. This is a major benefit when prices are high.

         

Resources from foreign territories will be of help to you if some of your

home territories and companies are captured or nuked.



Establish Trading Partners

Once you have determined who your potential friends are a good way to

establish a relationship with them is through trade. The most successful

trading relationship is the cartel. It allows the partners to make consider-

able sums of money with little or no risk. The cartel is explained below.

                  

Form a Cartel

Players may form cartels to make money. If player A buys resources from

the market at the end of his turn he drives the prices up. Then player B

sells resources to the market on his turn and shares the profits with player A.



(This tactic was first used by Field Marshall C. McDougall of Toronto,

Ontario).



Designer's note: Although this is a sure way to make money (providing

player B shares the profits), I suggest you use it sparingly. After all, money only has real value when you have lots and your opponents have very little. Remember, making your opponent wealthy is not the object of this game.



Form a Co-op

Players may form co-ops to save money when buying resources. This

works, for example, when player A is the first player to buy resources from the market; he buys more than he needs and stores them in his supply center. His allies can buy resources from him at the same price he paid to the market earlier in the game. This will save the allies a lot of money.

         �Playing the Market

You can create economic difficulties for opponents by selling resources to the market (thus depressing the prices) when you know they need to make money. Depressed commodity prices hurt players who are deeply in debt.  They usually must sell at almost any price just to meet their interest payments. Be careful not to drop the prices too low, as they may decide not to sell, default on their loans, and use the resources to attack you. In these circumstances they usually use nuclear weapons because they are more cost effective and they have nothing to lose.

         

On the other hand you can buy resources from the market when you know your opponent needs resources. Buy the resources, even if you cannot store them. The higher prices hurt players who are short of a particular resource such as minerals. Higher prices will reduce their cash reserves and limit their ability to build forces and weapons.

         

         

Resource Cards - Seek or Take

There are two ways for you to obtain more resource cards: prospect, or

capture them from another player.

         

The most effective way is to take them from your opponent. For example, if you have a three unit oil card and your opponent has a three unit oil card, your economies are equal in oil production. If you prospected for oil and found a two unit oil card, your oil production would be two units greater than your opponent's. However, if you capture your opponent's oil card, instead of prospecting, your oil production would be six units, while his would be none. The differences between your oil production is much

greater and you can exploit your economic advantage. Therefore, when

you have an opportunity to capture a resource card, take it.

         

Political

         

Peddle your influence to your advantage at every opportunity. This is the

cornerstone of most successful politicians' careers. This does not mean

that your deals should be of benefit only to you. What it does mean is that

when you make deals, be sure that they help you to achieve your objec-

tive.

         

         

Extend Foreign Aid

This is a good way to make friends. When you see a player in need of

money, you can offer him foreign aid. This helps to establish a relationship,

which you can later exploit, by coercing him to co-operate in your eco-

nomic and military plans.

         �You may be able to persuade him to blockade one of your opponents, or to sell resources to you at discount prices. Or, you may be able to influence him not to support or trade with the other players for fear of losing future foreign aid benefits. This kind of relationship is a delicate one to manage.  You must be careful about how and when to apply pressure. Your political instincts must guide you since every individual and situation differs.

         

Offer Passage Permits

Offer a potential ally permission to pass through seas or territories you

control. This gives you time to build trust. Later, you may need his help.

         

Establish an Alliance

Once you have built up a relationship you will find it easier to establish an

alliance. Do not do this, however, unless you are certain that the alliance

will work.

         

Once you ally yourself with one or two players, others become instant

enemies. They will feel threatened by your alliance. Their fears are well

founded and they will make war plans against you. They may also try to

break up the alliance by appealing to or threatening your (economic or

military) partner.

         

         

Disinformation - Fact or Fallacy

You will have to develop an ear for telling the difference between the truth

and a lie. This will help you to determine whether or not you can trust your

trading partners.

         

If your partner is handling the selling for a cartel, you must be able to trust

him to give you your share of the profits. At other times, you may want to

determine the true intentions behind a player's move into a neighboring

territory, or find out why his ships are cruising off your coast. His answers, or his silence, must be correctly interpreted.

         

Reputation and Trust

If you make a promise, you should keep it. It is harder to make friends than it is to lose them. You never know when you may need their help again. If you get a reputation for not keeping your word, you will find it very difficult to make a deal, or to get others to honor their deals with you.

         

Resolution or Resignation - The Power of the Will

When things are going badly (economically or militarily) you should resolve to survive the bad times. This will accomplish two things. The first is that it will challenge you to come up with inventive solutions to your problems.

         �Even a long shot might pay off and turn the tide of your misfortune.

Secondly, if you succeed, your allies may respect you more and want to

remain associated with a winner. Also, your foes will take notice of your

abilities and or luck and may change their minds about attacking you and

move on to easier prey.

         

Military

         

There are some priority tasks you should complete before you implement

your war plans.

         

Fortify Home and Foreign Resources

Your first military priority is to protect your home and foreign sources of

natural resources. Build armies to protect them.

         

Station Coastal Defenses

Your second military priority is to build navies to protect your home ports

from siege. In your home country, you have many ports on different seas.

Therefore, you need only one or two navies in each of the seas surround-

ing your home country. It might be wise, however, to build four navies in

one sea which would help keep one sea lane open and avert a siege.

         

         

Secure Sea Lanes

Your third military priority is to build navies to protect your sea lanes. You

need to protect your foreign ports from blockades.

         

Some foreign territories have two ports with each located on a different sea (i.e., Arabia). To avert a blockade you need keep only one port open. You should not therefore build the same number of navies in both seas. You might build one navy in the Red Sea and three in the Arabian Sea. This is less expensive and improves your chances of keeping at least one sea lane open.

         

         

Disperse your Armies and Navies

Supremacy is a nuclear-age war game. When building your armies be

careful not to build a large army in one territory. This is particularly

important if a major resource company is located there. Your opponent will find such targets irresistible for a nuclear attack. With one nuke he could destroy a large army and one or more of your companies. A similar threat exists for navies in a light blue sea.

         

         

   �Principles of War

The basic principles of war are as follows:

Maintain the Objective: Choose an objective and stay with it.

Flexibility: Remain flexible on how and when you take your objective.

Security: Conceal your real plans, while trying to find out what your

opponents are planning to do.

Economy of Force: Parcel out your forces for each phase of the battle and while doing so keep a reserve of men and supplies available.

Entropy: This means that after the initial battle the war will settle down to a steady and costly grind. Therefore, finish what you start as quickly as you can.

         

Choosing a Target

When choosing a target you should carefully consider its economic and

military value to your opponent.

         

The following table grades targets according to their value in descending

order. In theory, the best target to attack is a mineral company in a player's home country. If you capture it, then you are closer to capturing his supply center. Also, you limit his ability to attack, defend, and build both conventional and strategic weapons.

         

Another benefit of capturing a player's home territory is that your opponent is not likely to nuke it.

         

The target selection table is meant only as a guide. There will be times

when you should disregard it. For example, if an opponent has only one

grain company in a foreign territory, then you should attempt to capture or

destroy it. This will leave him without a grain company and limit his ability

to build forces and to wage war.

The following table lists targets and the activity which will be limited if that

resource is captured or destroyed.

         

         

Target Selection Table

                                 		Build    	Build

			Attack &	Armies   	Nukes

Resource 	Location	Defend   & Navies	& L-stars Movement

mineral   		home    	yes    	yes     	yes 	no

oil 		home  	yes    	yes   	no      	yes

grain		home  	yes    	yes    	no      	yes

mineral  		foreign  	yes    	yes    	yes 	no

oil		foreign 	yes    	yes    	no      	yes

grain		foreign	yes    	yes     	no   	yes

 

         �Take All of One

When choosing your targets, it is better to capture or destroy all of one

type of resource, particularly minerals.

         

Have Alternative Targets

You should always have alternative targets in mind, in case your primary

target becomes impossible to capture. It is better to capture a target of

lesser value, than to attack a high value target and fail.

         

Take the Path of Least Resistance

Avoid direct attacks on large forces. You should look for targets where you will encounter light resistance. Large armies are hard to destroy with

conventional forces. The least expensive and most effective method of

removing a large army is the nuke.

         

The Perfect Economy of Force

Some players have said they don't have enough armies to achieve

victory. This is where the principle of war, Economy of Force, can be of

help. These players are plagued by hidden and unnecessary losses of

money, resources and men. These losses fall into two major categories,

overbuilding and over-deploying.

         

         

Overbuilding

Many players build more armies than are necessary to protect home and

foreign territories. There are three types of conventional threats to your

territories: air, sea and land assaults.

         

How to Secure Territories from an Airborne Assault

Generally speaking, three armies will protect a territory from an unex-

pected airborne assault.  As an example, assume the defender has three

armies in the territory under attack. The attacker would have to fly four

armies to the target of the attack in order to have a superior force. It would cost him eight oil units just to get to the battle and would be a foolish attempt since both cost and risks are too high. The attacker would have to get nine points on his two dice to win the battle. Even if he did win, it is doubtful if his one or two surviving armies could hold out against a counterattack.





                                                    "Let them hate, so long as they fear".

                                                                              Accius, 170190 BC

         

         �How to Secure Territories from an Amphibious Assault

One of two navies in the seas surrounding your territories should ensure

their safety. However, if an opponent starts maneuvers in a nearby deep

blue sea, you may wish to increase your defenses in the seas most

vulnerable to attack.

         

How to Secure Territories from a Land Attack

Players should avoid escalation games. This happens when one player

builds three armies in a territory next to you, to which you retaliate by

building four armies. This will push him to build two more, and so on. This

is a waste of money, resources, and men. Even if your opponent has a few more armies than you do, it is not necessarily of great advantage to him.

         

An alternative is to build some extra armies in a territory to the rear of the

front. If you are attacked, you could move them to the front during the

reinforcement step. Provided that you survive the first attack, the reinforcements may cause him to change his mind about a second attack (Most players lose heart when losses mount and land is not won easily). He will no doubt think that he has underestimated your strategic foresight.

         

Over-deploying

Never send in more men to a battle than you need to. If the defender has

two armies you should send no more than three. Why? To limit your

losses. If the defender has the chance to roll two dice, it is possible for him to destroy four armies. Therefore, don't send in four - all you need for

superiority of forces are three. If you wipe out his two armies, and he wipes out your three armies, you can still occupy the territory by moving in armies from somewhere else.

         

Follow-on Forces

Keep some forces in reserve when you are planning to attack. You can

use them in subsequent attacks if you are unsuccessful at the first try. The follow-on forces allow you to wear down the defenses of your opponent, wave by wave.

         

         

The Mobile Reserve

It is a good idea to keep one or two navies at sea loaded with armies. They should be in a deep blue sea, so that they cannot be nuked. This force is always ready to respond quickly when needed. It can be used for reinforcements or for counterattacks.

         

Watch the Wings

When you go to war, keep an eye out for a player who is sitting on the

sidelines. He may be waiting until you and your opponent exhaust your

         �resources and your men. He could then make his move to capture the

weakest player.

         

Some Strategies and Tactics

         

Occupy the Buffer States

Occupy neutral territories bordering your home country. This prevents an

opponent from building a large army next door. A list of buffer states

appears below. Some superpowers have common buffer states - this will

probably cause conflict.

         

	Superpower 		Buffer states



Confederacy of South America: 	Central America

Federation of African States: 	Sahara and Egypt

League of European Nations: 	Poland, Greece, Romania

People's Republic of China: 	Pakistan, India, Burma, Indo- China,					and Japan

United States of America: 	Northern Canada, Western Canada,

				Eastern Canada and Central America

Union of Soviet Socialist 	Poland, Greece, Romania,

Republics: 			Turkey, Pakistan and Japan





Early Bird Attack

The best time to attack is on the second turn. At this point in time, armies

are relatively small and nukes have not yet been built. If you capture some companies, you greatly limit the ability of the player who owned them to build more forces. This will give you a competitive edge, as you will be one step ahead of your opponent. Another good time to attack is when a player is low or out of resources in his supply center.

         

         

         

         

         

                       "To move swiftly strike vigorously and

                   secure all the fruits of victory is the secret

                                of successful war."

         

                                                                              Stonewall Jackson,

                                                                                     1863

         

�Control the Choke Points

There are some territories on the board that will enable you to sink navies

in several important seas. You should try to occupy them so that you can

attack your opponent's navies. Some of the most important choke points

and the seas they control are:



Choke point  		Important seas under control

Poland    		Baltic Sea

Sahara    		Mediterranean Sea

Greece    		Black Sea

Romania   		Black Sea

Turkey    		Black Sea

Egypt     		Red Sea and Mediterranean Sea

Middle East  		Red Sea

Arabia    		Red Sea and Arabian Sea

Indonesia 		Java Sea and Timor Sea

Japan     		Sea of Japan and Sea of Okhotsk

         

Establish Staging Points

You should occupy a neutral territory near the player you wish to attack so that you can build armies and navies there. It is cheaper to build overseas than it is to move. Admittedly, there is less surprise, but there are some locations you can choose that will keep several players guessing as to your real intent.

         

Some good staging points are: Middle East, for attacking Africa, Europe or the USSR; Japan, for attacking China, USA or the USSR; Indonesia, for attacking Africa, China, South America or the USA.

         

Greenland Grip

Greenland is a good territory to occupy if you want to attack the USA. It

appears to be a distant, uncertain threat, but is an excellent staging point

for an attack.

         

When you occupy Greenland you must also occupy the Hudson Strait. If

you build your armies in Greenland, you will have more choices when you

are ready to attack. First, you can convoy your armies to Eastern Canada, from where you can attack either Eastern USA or Midwest USA. Or, you can convoy the armies to Western Canada, from where you can attack Midwest USA, Western USA, or Alaska. If these routes are not open, you can attempt an amphibious assault on Eastern USA, via the Gulf of St. Lawrence.

         

Operation BDO (Back Door Oil)

You may want to occupy the Middle East with a large army, so that when

another player finds oil in Arabia or Iran, you can take it from him.

         

         �Create Diversions

Sometimes it is a good idea to build military bases overseas that appear to threaten a particular player. This will not be the player you intend to attack, but others may think that it is.

         

Establish Friction Points

This is one of the most subtle but important aspects of your strategy.

         

Friction points occur when you occupy territories or seas that border your

opponent. These points will be useful when you want to attack that player.  However, the friction points are your secondary objectives. That is, the attacks from these points are meant only to deplete the defender's supply center. This reduces his resources, so that you will meet less resistance when you make your major assault at your primary objective.

         

An additional benefit of occupying a territory or sea next to an opponent is

that he tends to put forces there to deter an attack from you. This could

result in smaller defenses at your primary objective.

         

As an example, assume you are the European player and you have

occupied Turkey and the Baltic Sea. These would be your friction points.

You also have an amphibious assault force sailing in the South Pacific. Its purpose is to capture your primary objective - the Russian territory called Yakutsk. When you begin your attack, the Russian player has just two sets of supplies. Your first attack should come from the Baltic Sea and the second from Turkey. If the Russian player puts up a full defense for each attack, then he would not have any resources left. Your amphibious assault force could then attack Yakutsk and the Russian player could only resist. Your chances for victory are much improved.

         

Naval Patrols

It is a good idea to maintain navies in a deep blue sea near the player you intend to attack.

         

Let's assume that the European player plans to attack South Africa with his amphibious assault force which is in the Mediterranean Sea. He could put some of his other navies on patrol in the South Atlantic Ocean. They could attack the African navies in the Cape of Good Hope, thus clearing a

passage for the amphibious assault force to attack South Africa.

         

Deception

You can mislead your opponents as to your true intentions by placing your armies and navies in certain positions.

         

For example, if the American player plans to attack a navy in the Gulf of

Guinea, he could move his navies from Long Island Sound to the Mid-

         

�Atlantic. However, he should leave them near the line dividing the Mid-

Atlantic from the North-Atlantic. This may cause the European player some concern, but the move will probably be overlooked by the African player.  The American player might even point the bows of his navies in the direction of the North Atlantic. On the next turn, the American player can attack the Gulf of Guinea, because it borders the Mid Atlantic.

         

Also use the wrap-around aspect of the seas on the board. If you intend to attack the Tasman Sea, you can move your navies into the South Pacific near Lima Bay. You are still adjacent to the Tasman Sea. Similar deceptions can involve putting your armies next to certain borders.

         

Retreat, Capitulate or Escalate

Most players see little benefit in retreating or surrendering when they are

attacked. They would prefer to escalate to nuclear weapons, even if their

chances of making an effective first strike are not good.

         

For example, if you are attacked by a larger army in a territory that is of no particular value to you, it may be better to limit your losses. You could

retreat all but one of your armies. Then, your one army would defend

against the attack. You get just as many dice, but you have limited your

losses to one army.

         

Sometimes it is better to surrender than to fight for a lost cause. However, if you decide to surrender, try to get some benefit such as a promise of no further attacks or, preferably, financial compensation. For example, you could ask for $1 billion, and you might get it, provided you can prove to the attacker that it would be less expensive - perhaps point out that he would save resources and men which he could use elsewhere.

         

There are two occasions when you should consider escalation to nuclear

war: when you have nuclear superiority, or when you are defending your

last home territory. In the first case, the mere threat of nuclear escalation

may convince your opponent to cancel the attack. In the second case, it

may be your last chance to use your nukes, as you may need to use your

conventional forces to counterattack and liberate one of your home

territories. Otherwise, you are out of the game.

         

         

Terminate or Retaliate

When you are attacked, you must decide whether or not to counterattack.

You should not counterattack unless you can achieve a significant objec-

tive such as capturing one of your opponent's companies. This is not easy to do when you have only one counterattack. Do not waste men and

supplies on objectives which cannot be achieved.

         

         

Gun Boat Diplomacy

You can also use the expeditionary force as a political tool. If you sail the

force near another player's country, you might be able to intimidate him to

bend to your will.

         

         

Take the High Ground

If you plan to attack someone who has an equal number of L-stars, try to

destroy one of his L-stars before the conventional battle. If you are

successful, then you will get an extra die during the conventional battle.

         

         

Bait, Hook and Hammer

Sometimes it is better to be attacked than to attack. If an adjacent foe and you have the same number of armies, try reducing your forces, thus baiting him to attack your smaller army. Once you have hooked him into battle, use a large amphibious reserve force to hammer him in his territory.  Chances are he will not see the trap.

         

         

Load and Go

In order to maximize the surprise of an amphibious assault, load your

armies and convoy them to the target of your attack all on the same turn.

         

         

The Multi-Port Pick-Up

A player may use his navy to pick-up armies from more than one territory

during a convoy or an amphibious assault. This is a good way to surprise

your opponent. Bring your dispersed forces into concentration for an

attack.

         

For example, if the European player has a navy in the Mediterranean Sea, he could pick up one army from each of the following territories: Iberia, Western Europe, Eastern Europe, and the Sahara. This way his armies are spread out, yet in one move he can concentrate them for an amphibious assault.

         

         

Nuclear Blackmail

If you haven't any morals about how you make money in the game, you

might try nuclear mugging or blackmail.

         

I have seen it work several times and it is 99 per cent effective. However, it only works if you can nuke one of the other players and he is unable to

nuke you. You tell him that you will nuke his country unless he pays you $5 billion. If he can't afford it, tell him to borrow it from the bank.

         

         �To Nuke or Not to Nuke

The Sea Lanes: Nuclear weapons are ideal for destroying a large concentration of forces. If you are planning an amphibious assault, you may want to clear out your opponent's five navies blocking the beach, for example, with a single nuke. Quite often the navies are his only major defense for the territory.

         

Destroy Resources: A player's resources can be destroyed extremely

quickly with nukes. If you do fire nukes, try to target them at the same

resource, particularly minerals. This will limit his ability to build nukes to

use against you.

         

Spoiling the Spoils: You may want to fire nukes at a player who is about to be captured by another player. This prevents the supply center from falling into enemy hands.

         

         

Out of Sight at the Aussie Bight

The Great Australian Bight is a good place to keep one or two navies

loaded with armies. It appears to be far away, but is in fact only three seas from any of the superpowers. Because it is a dark blue sea, navies cannot be nuked.

         

Military Operations Against Superpowers

         

The following operations are suggestions only. Each game is different,

therefore you will have to modify them to the circumstances in which you

find yourself. It will probably take more than one turn to complete the

following operations.

         

Operation - Andes Toe Hold

Peru is a good beachhead for capturing South America. An amphibious

assault force should capture Peru and Lima Bay. It is most important to

keep control of Lima Bay.

         

From Peru, you can attack the remaining territories of South America. Your next attacks should be against Venezuela and Argentina. These territories also have ports on Lima Bay which will allow you to take resources out and to build armies there. You can then attack Brazil from any of the three adjacent territories.

         

Operation - Kruger Grip

South Africa is a good beachhead for capturing Africa. An amphibious

assault force should capture South Africa and the Cape of Good Hope.

         

         �The next attack should be against Zaire which has a port on the Cape of

Good Hope. This will allow you to take resources out and build armies

there.

         

Your third battle should be a naval attack against any navies in the Straits

of Malacca. Once you have control of the Straits, capture Mozambique.

Now use your armies in Zaire to sink any navies in the Gulf of Guinea, then occupy it with some of your navies from the Cape of Good Hope. Africa would now be under siege.

         

Next, capture Nigeria from Mozambique or Zaire. Be careful that another

player does not try to capture Nigeria before you do, by striking from Egypt or the Sahara. You don't want them to capture the supply center after all of your hard work. If it looks like someone might take the supply center, you should probably nuke Nigeria rather than see it fall to enemy hands.



Operation - Hub of Europe

Western Europe is a good place to establish a beachhead. Use an

amphibious assault force to capture Western Europe and the Mediterra-

nean Sea. Your next attack should be a nuclear strike against Eastern

Europe. Now use your armies in Western Europe to sink the navies in the

Bay of Biscay and the North Sea. Occupy these seas with your own

navies.

         

Next, invade the British Isles by sea from Western Europe. Scandinavia is too far a reach and too close to Russia. It is easier to nuke it. After you

have nuked Scandinavia, the European player is under siege in his only

territory, Iberia. Iberia can be attacked easily from Western Europe.

         

         

Operation - Nanling Sling

Nanling is the Achilles heel of China. If you capture Nanling, you are very

close to putting China under siege.

         

First, occupy or capture Indo-China and the Java Sea. Use your armies in

Indo-China to attack the Chinese navies in the South China Sea. Then

move your fleets from the Java Sea to the South China Sea. Build more

armies and navies in Indo-China and the Java Sea. On your next turn, use your navies in the South China Sea to attack Nanling. Be sure to have naval reinforcements in the Java Sea and the Mid Pacific. When your navies have destroyed the Chinese armies in Nanling, you can move in some of your armies from Indo-China. Nanling gives your armies access to the Sea of Japan. Use your armies in Nanling to attack the Chinese navies in the Sea of Japan. When these have been sunk, move in your navies from the Mid Pacific or the South China Sea and put China under siege.

         �Operation - Great Divide

The Midwest USA is a good beachhead for capturing the American player.  An amphibious assault force should capture the Midwest and the Caribbean Sea. Make sure you have an expeditionary force in the North Pacific and some naval escorts.

         

Your next attack should be against the Eastern USA. After you capture it,

use your naval escorts in the North Pacific to sink any navies in Santa

Barbara Passage. Now occupy that sea with your navies. The next attack

should be a nuclear strike against Alaska. The American player would now be under siege in his only territory, Western USA.

         

Now you can use the expeditionary force in the North Pacific for an

amphibious assault against the Western USA.

         

         

Operation - River Ob East

Yakutsk is an excellent beachhead for capturing the USSR. An amphibious assault force should capture Yakutsk and the Sea of Okhotsk. Do not attempt to take the Sea of Japan since this will only cause China to declare war on you. This must be avoided.

         

The USSR has many territories and they are tough to capture and to hold.  Therefore, the next attack should be a nuclear strike against Kola, Russia and Kazakh. Now, attack Buryatsk with your armies in the Yakutsk. After you have captured it, attack Siberia from the Yakutsk. If possible, try to build navies in the Barents Sea before Europe moves navies there.

         

Remember, never let your naval strength in the Sea of Okhotsk weaken. It is the only sea that keeps your ports free in Yakutsk and Buryatsk. You

must keep those ports free so you can take resources out and build armies there. Otherwise you are doomed.





			"One more such victory and we are undone."

         

                                 				-Pyrrhus of Epirus

                                                      		297 BC



� 

         

         

         

         

         

         

         

         

                       		"In planning, never a useless move; in

                          		strategy no step taken in vain."

                                                                   	-Ch'en Hao

                                                                        	8th century A.D.

         

         





         			"No plan survives contact with the enemy"

                                                                        	-Helmuth von Moltke

						1800-1891

 

         

         

         

         			"It is a bad plan that cannot be altered."

         						-Publilius Syrus

         						1st Century B.C.

         

         �Part Four



Rules for a Two-Player Game

         

The following rules were written to give more variety to a two-player game.  The rules can also be used in games with up to six players.



Triple Superpowers

The rules state that any remaining resource cards returned to the resource deck make the unused superpowers neutral. However, in a two-player game, each person could play three superpowers at the same time.

         

Each player selects three superpowers at random. They take $7 billion,

three supply centers and the armies and navies for each of their superpowers. The players place meters on each of their resources on the third spot in one of the supply centers. Then they can place one army on each of the home territories for each of their three superpowers.

         

The players take the 18 resource cards for all three superpowers; shuffle

them; keep the top six cards; and, return the rest to the resource deck.

         

         

Double Superpowers

This rule can be used with three players. In this case, each person plays

two superpowers.

         

Each player selects two superpowers at random. They take $7 billion, two

supply centers and the armies and navies for each of their superpowers.

The players put their meters on each of their resources on the third spot in one of the supply centers. Then they can place one army on each of the home territories for each of their two superpowers.

         

The players take the 12 resource cards for both superpowers. They shuffle them, keep the top six cards, and return the rest to the resource deck.

         

         

Phantom of the Market

This rule prompts the market to start moving down or up during Stages 3

and 7. The phantom is a non existent player who sells and buys resources, thereby driving the prices down or up.

         

Selling: At the beginning of Stage 3 - Selling, one of the players rolls a die

to determine if the phantom player is selling grain. If a five or six turns up

         

�on the die, then the phantom player is selling. Another player then rolls two dice to determine how many grain units were sold. If eight points turn up, then the grain market meter is moved down eight spots.

         

This is repeated for oil and minerals. When the phantom player has

finished, the other two players may sell.

         

Buying: The same procedure is used at Stage 7- Buying, except that the

market meters are moved up.

         

Phantom Superpowers

Superpowers which are not being played are called "phantom

superpowers".

         

Build Armies: When setting up the game, roll a die for each home territory of a phantom superpower. Armies for each phantom superpower are placed in each territory according to the number on the die.

         

Build Nukes and L-stars: Write down the names of the phantom superpowers. Then, roll one die and write down the total number beside the name of the first phantom superpower. This number represents the number of nukes owned by that superpower. Repeat the procedure for L-stars. Next, repeat the entire procedure for each phantom superpower.

         

How to make Conventional Attacks on Phantom Superpowers: The players may attack the territories of the phantom superpowers. The standard attacking rules are used, except that the phantom superpower does not delete resources and still gets two dice. When you attack a superpower, have one of the other players roll the dice for the phantom superpower.

         

How to make Strategic Attacks on Phantom Superpowers: The attacker

follows the strategic battle drill and one of the other players roll the dice for the phantom superpower.

         

When a phantom superpower is attacked with conventional forces, repeat the building procedure for armies during the next Stage 6. If the phantom superpower is attacked with strategic forces, repeat the building procedure for nukes and L-stars during the next Stage 6.

         

         

         

                  

                       			"To a good general luck is important"

         

                                                                		-Titus Livius

                                                            		59 B.C. - 17 AD.

         �Part Five



Tournament Rules

         

Superpowers in Play

         

Four Player Game:

When there are four players, you may choose from one of the following

line-ups:

a)     Old World: Africa, China, Europe, USSR

b)     Atlantic Rim: Africa, Europe, South America, USA

         

Five Player Game:

When there are five players, you may choose from one of the following

line-ups:

a)     Africa, China, Europe, South America, USA

b)     China, Europe, South America, USA, USSR

         

Tournament Command

The Field Marshall is in charge of the tournament. His/her rulings are final.  Please accept and abide by them. Be sure to discuss any questions about the rules with the Field Marshall before the game begins.

         

Rules About Money

The World Bank has a finite supply of money. When the bank runs out of

money, that's it, until the players start to spend again. Players cannot be

forced to disclose how much money they have on hand.

         

Rule Variant Register

The Field Marshall in charge of the tournament must select which rule

variants are in play and list them by name. He must also list the page

number on which they can be found in The Field Marshall's Handbook.



Conditions for Winning the Tournament

The winner will be determined by the "Supremacy" rule. If no one wins

according to this rule, then the following "TPAS" rule will apply.

         



�Tournament Point Allocation System

         

TPAS is divided into three parts - economic, political and military. Each

player is awarded points for his economic, political and military achieve-

ments.

         

Economic Points

Each player totals the value of the following:

Money       	   Face value

Supplies    	   The number of resource units in a player's supply

                  	   center, times the current market for each resource.

Companies	   The resource cards at $10 million each

Armies & Navies   $50 million each

Nukes       	   $250 million each

L-stars     	   $500 million each

Loans       	   All bank loans must be deducted from the above

         

The total wealth of the player is divided by one billion to determine his

economic points. For example, a player who is worth 11.7 billion dollars

would have 11.7 points.

         

         

Political Points

Each player's political points are based on his ability as a leader. He is

awarded points according to the rank of General which he has achieved.

Please refer to the rule Joining the Top Brass in the Strategy and Tactics

leaflet which came with your game.

Rank achieved     	Political points

5-star General     	5 points

4-star General     	4 points

3-star General     	3 points

2-star General     	2 points

1-star General     	1 point

         

         

Military Points

Each player's points are based on the territories he occupies, as follows.

         

Superpower territories

(home and captured)   	5 points for each

Neutral territories   	1 point for each

         

The economic, political and military points are totaled, and the player with

the most points wins.

         

         �T.P.A.S. SCORE SHEET

Tournament Point Allocation System for

SUPREMACY- The Game of the Superpowers

         

ECONOMIC POINTS

Cash on hand:

1 million  	x__________ =__________



5 million 	x__________ =__________



25 million   	x__________ =__________



50 million   	x__________ =__________



l00millionx   	x__________ =__________



500 million  	x__________ =__________

			

			Sub-total  ____________

         

Supply center units:

Number of units      Market price

         

___________	grain  	x ___________=___________



___________	oil 	x ___________=___________



___________ 	mineral x ___________=___________





			Sub-total  _____________

         

Miscellaneous assets:

         

Resource cards 	______ x $100 million =_______

         

Armies & navies 	______ x $ 50 million  =_______



Nukes               		______ x $250 million =_______



L-stars            		______ x $500 million =_______

         

                              Sub-total  ____________

         

        � T.P.A.S. SCORE SHEET

         

(continued from previous page)

         

Total cash, supply units and misc.:	_______________

Deduct bank loans			_______________

Balance				_______________

         

TOTAL ECONOMIC POINTS		_______________

(divide above number by 1 billion

and take to 3 decimal places)

         

POLITICAL POINTS			_______________

(rank achieved)

         

MILITARY POINTS			_______________

(territories occupied)

Superpower	______ x 5 points = 	______

Neutral		______ x 1 point = 	______

         

TOTAL TERRITORY POINTS		_______________

(put total next to military points)

         

         

         

TOTAL: ECONOMIC, POLITICAL AND

MILITARY POINTS			_______________

         

         �NOTES
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