Fortuna


News, Rumours and Acts of God


         


          Expansion Set for


          SUPREMACY


          The Game of the Superpowers


         


         


          Rules of Play


         


          About Fortuna


         


          Niccolo Machiavelli knew that even great leaders could be made or destroyed by


          "Fortuna"  luck. Be it good luck or bad, see if you can lead your superpower


          through these uncertain times.


         


          Mother Nature unleashes her fury with earthquakes, typhoons and solar storms,


          costing you millions of dollars in damage, sinking your ships or destroying your


          L-stars. Droughts and floods will drive grain prices up. But a bumper crop of


          grain will send prices down. You'll never know when or where these things will


          happen.


         


          Labour strikes, oil well fires or mine explosions can occur at any moment and


          suddenly the market prices start to rise giving you a chance to make big money.


          On the other hand, the discovery of a new oil well sends oil prices down as well


          as your hopes for cornering the oil market.


         


          Coups by warlords can force you to send armies to crush revolutions in both dis-


          tant colonies and home territories. At other times, the warlords will send you an


          unexpected tribute payment. The extra cash is always appreciated.


         


          Plagues like smallpox, yellow fever and anthrax can breakout anywhere, anytime


          and reduce your armies to a mere shadow of their former glory. Let's hope these


          servants of the grim reaper don't appear at your door.


         


          Remember, the misfortune of one man is the opportunity of another. Be ready to


          seize the day.


         


          “…men who persist obstinately in their own ways


         will be successful only so long as those ways


         coincide with those of fortune."


         -Niccolo Machiavelli, The Prince ;Florence, Italy, 1513.





         Playing Equipment


         This expansion set contains new rules and four decks of cards: Fortuna Deck


         One, Fortuna Deck Two, Fortuna Deck Three and Fortuna Deck Four. A total of


         164 cards with 328 headlines of News, Rumours and Acts of God.


           


         Setting Up





         Shuffle the four Fortuna card decks together and place them in the top left


         corner of the game board.


  �
         How  to Use the Fortuna Cards





         The Marshall turns over one Fortuna card at the beginning of each of the following


         stages, whether or not the players choose to play that stage:





         Stage 3   Sell Supply Units


         Stage 4   Attack


         Stage 5   Move Armies and/or Navies


         Stage 6   Build Forces and Weapons


         Stage 7   Buy or Prospect for Resources


         


         The Fortuna card is turned over after the players have determined who is playing


         that stage.


         


         The Marshall reads aloud the two headlines that appear on the card. The head-


         line instructions on the Fortuna card are always followed first, then the players


         may proceed to play the stage.


         


         The headline instruction at the top of the card is followed first, then the one at


         the bottom. Ignore any headlines relating to territories or sea that have been


         nuked or neutron bombed. After the players have followed the instructions on


         the card, put it in the discard pile.


         


         Notes About the Fortuna Cards


         There are several basic types of headlines appearing on the cards. Each type is


         described below.


         


Grain Headlines


         


         Grain Handlers Strike:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the grain market up.


         


         It the strike occurs in a territory occupied by one of the players, that player must


         pay for the costs to settle the strike. He pays $50 million to the bank for each


         point on the die rolled by the Marshall.


         


         If he doesn't pay the costs to settle the strike, any grain cards located in the terri-


         tory are out of play. Put the Fortuna card in front of the affected player. He can


         settle the strike later, but he rolls one die and pays $100 million per point to the


         bank. Place the Fortuna card in the discard pile after the player pays the money


         to the bank.


         


         Drought Destroys Crops:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the grain market up. Droughts don't affect individual players.


         


         Floods Destroy Crops:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the grain market up. Floods don't affect individual players.


         


         Bumper Crops:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the grain market down. Bumper crops don't affect individual players.


         �
         Sell Surplus Crops:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the grain market down. The selling of surplus grain does not affect individ-


         ual players.


         


Oil Headlines


         


         Oil Workers Strike:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the oil market up.


         


         If the strike occurs in a territory occupied by one of the players, or at a company


         owned by him, that player must pay for the costs to settle the strike. He pays $50


         million to the bank for each point on the die rolled by the Marshall.


         


         If he doesn't pay the costs to settle the strike, any oil resource cards located in


         the territory are out of play. Put the Fortuna card in front of the affected player.


         He can settle the strike later, but he rolls one die and pays $100 million per point


         to the bank. Place the Fortuna card in the discard pile after the player pays the


         money to the bank.


         


         Oil Well Fires:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the oil market up.


         


         If the fire happens in a territory occupied by one of the players, that player must


         pay for the damages. He pays $50 million to the bank for each point on the die


         rolled by the Marshall.


         


         If he doesn't pay for the damages, the oil resource card located in the territory is


         out of play. If the player has two or more oil cards in the territory, he can choose


         which card is out of play. Put the Fortuna card in front of the affected player. He


         can attempt to repair the oil well later, but he rolls one die and pays $100 million


         per point to the bank. Place the Fortuna card in the discard pile after the player


         pays the money to the bank.


         


         New Oil Well Found:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the oil market down. New oil discoveries don't affect individual players.


                                                            J


         Sell Surplus Oil:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the oil market down. The selling of surplus oil does not affect individual


         players.


         


Mineral Headlines


         


         Miners Strike:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the mineral market up.


         


         If the strike occurs at a company owned by one of the players, that player must


         pay for the costs to settle the strike. He pays $50 million to the bank for each


         point on the die rolled by the Marshall.


         


         If he doesn't pay the costs to settle the strike, the affected mineral resource card


         is out of play. Put the Fortuna card in front of the affected player. He can settle


         the strike later, but he rolls one die and pays $100 million per point to the bank.


         Place the Fortuna card in the discard pile after the player pays the money to the


         bank.


         


         Mine Explosions:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the mineral market up.


         


         If the explosion happens in a mine owned by one of the players, the owner must


         pay for the damages. He pays $50 million to the bank for each point on the die


         rolled by the Marshall. If he doesn't pay for the damages, the resource card is out


         of play. The player can attempt to repair the mine later, but he rolls one die and


         pays $200 million per point to the bank.


         


         New Mineral Deposits Found:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the mineral market down. The discovery of new mineral deposits does not


         affect individual players.


         


         Sell Surplus Minerals:


         New Mineral Deposits Found:


         Depending on the card, the Marshall is required to roll one or more dice and


         move the mineral market down. The selling of surplus minerals does not affect


         individual players.





Earthquake Headlines


         If an earthquake happens in a player's home country or one that he occupies,


         then he must roll the die and pay the damages to the bank. If he doesn't pay, he


         must remove his armies in the affected territory and return any resource cards for


         that territory to the Resource Deck.


         


Typhoon and Hurricane Headlines


         Typhoons can happen in light and dark blue seas. The players who have one or


         more navies in the affected sea must roll a die to determine if their navy was


         


         sunk. If a player has two or more navies in the affected sea, then he decides


         which navy was sunk.


         


Disease Headlines


         There are five different types of diseases that can break out in a territory: small


         pox, yellow fever, botulin A, black plague and anthrax. Depending on the card,


         the Marshall is required to roll one die and remove armies according to the


         instructions on the card.


         


Warlord Headlines


         


         Warlord Pays Tribute:


         Some warlords will pay tribute (money) to the player that occupies their territory.


         The player that occupies the territory rolls one die and receives a sum of money


         from the bank. If none of the players occupy the territory where the warlord is


         located, then no one receives the money.


         


         Warlord Revolts: 


         When a warlord revolts in one of your territories, you must send


         one of your armies to stop it and pay the standard costs to move your army. If


         you don't send an army, the territory becomes neutral and your armies become


         the property of the warlord. you must also return any resource cards located in


         the territory to the resource deck.


         


Pirate Headlines


         When pirates attack, the Marshall rolls one die and sinks navies according the


         instructions on the card. The pirate always tries to sink navies with armies on


         board, first. If there are two or more troop ships, then the pirate always attacks


         the ships with the most armies on board.


         


Rumour Headlines


         Rumours can drive the market prices of grain, oil and minerals up or down.


         Depending on the card, the Marshall is required to roll one or more dice and


         move the affected market up or down.


         


Solar Storm Headlines


         There are seven Solar Storm cards, with varying degrees of strength. Each player


         who has L-stars or k-sats, must roll one die, and destroy L-stars or K-sats (the


         player's choice) according to the instructions on the card.


         


         Rules Relating to the Warlords and Pirates





         Warlords do not pay for the damages or costs caused by oil well fires, mine


         explosions, strikes or earthquakes


         


         If a typhoon or hurricane affects a sea where a pirate is located, then the


         Marshall rolls the die to determine how many pirate ships were sunk.


         


         When a disease affects a territory occupied by a warlord, the Marshall rolls to


         determine how many warlord armies were killed.


         


         When a warlord revolts and captures a territory, the player who lost the territory,


         replaces his armies with those of the warlord.


         


         When the pirates attack, and they sink all the navies in the light blue sea, then roll


         one die and place that number of Pirates in the sea.


         


         Rules Relating to the Unconventional Forces





         The headline instructions on the Fortuna card is always followed first, then the


         players may proceed to use their Special Services cards.


         


         If a disease such as small pox breaks out in a player's territory, and he has a bio-


         war antidote card for it, then there is no effect. It costs him nothing to use the


         antidote card.


         


         Officer Fatalities:


         Officers can be killed by earthquakes, typhoons and the following diseases:


         Small Pox, Yellow Fever, Botulin A, Black Plague and Anthrax. They can only be


         killed if they are located in the affected territory or sea. Officers can also be killed


         in Warlord Revolts and Pirate Attacks.


         


         The Officer Fatality Table:


         The following table indicates which Act of God and what die roll is required to


         kill an officer.


               


         Act of God		Die Roll Required


         Earthquake          			6


         Typhoon             			4, 5 or 6


         


         Diseases:


           Small Pox         			6


           Yellow Fever      			5 or 6


           Botulin A         			4,5 or 6


           Black Plague      			3, 4, 5 or 6


           Anthrax           			2, 3, 4, 5 or 6


         


         Fatal Earthquakes:


         If a player has an officer in a territory affected by an earthquake, he must roll one


         die once, and refers to the Officer Fatality Table to determine if the officer was


         killed. He must roll for each officer located in the affected territory.


         


         Fatal Typhoons:


         A player only rolls for officer fatalities, if one of his navies is sunk by a Typhoon.


         He must roll one die once, and refers to the Officer Fatality Table to determine if


         the officer was killed. He must roll for each officer located in the affected sea.


         


         Fatal Diseases:


         If a player has an officer in a territory affected by a disease, he must roll one die


         once, and refers to the Officer Fatality Table to determine if the officer was killed


         by the disease. Roll for each officer located in the affected territory.


         


         If all the armies based in the territory are killed by the disease, then you don't


         need to roll for the officers, as it is assumed all officers were killed as well.


         


         Warlord Revolts:


         If a player has one or more officers in a territory where a warlord revolts, and he


         can't send an army to put down the revolution, then his officers are considered


         killed by the warlord. The officers are out of play for the remainder of the game.


         


         Pirate Attacks:


         A player only rolls for officer fatalities, if one of his navies is sunk by the pirate.


         He must roll one die once. A roll of 4, 5 or 6 kills the officer. The player must roll


         for each officer located in the affected sea.


         


         Optional Rule


Meteor Crashes


         


         Players may use the four trademark cards from the Fortuna Decks for this rule


         variant.


         


         When setting up the game, shuffle the four trademark cards into the deck. If a


         trademark card is turned over during the game, the players must take the follow-


         ing steps.


         


         Meteor Crash One


         This is when one meteor crashes to earth. It occurs when the trademark card for


         "Card Deck One" is turned over during the game. Each player must shuffle his


         resource cards together and blindly draw one card from their hand and give it to


         the Marshall.


         


         


         The Marshall collects the cards from the players and draws one more from the


         resource deck. He shuffles the cards and turns the top card over. This is the terri-


         tory or sea that the Meteor struck. Everything within the territory or sea is des-


         troyed. The armies or navies are removed from the board and any resource cards


         located in the territory or sea are returned to the deck. The territory or sea


         remains in play and may be occupied one turn later. The Marshall returns all the


         remaining resource cards to the players who own them.


         


         Meteor Crash Two


         This is when two meteors crash to earth. It occurs when the trademark card for


         "Card Deck Two" is turned over during the game. Repeat the above procedures,


         except that the players give the Marshall two cards. The Marshall must draw two


         more cards from the resource deck and later he turns over two cards to deter-


         mine which territories or seas were affected.


         


         Meteor Crash Three


         This is when three meteors crash to earth. It occurs when the trademark card for


         "Card Deck Three" is turned over during the game. Repeat the above proce-


         dures, except that the players give the Marshall three cards. The Marshall must


         draw three more cards from the resource deck and later he turns over three


         cards to determine which territories or seas were affected.


         


         Meteor Crash Four


         This is when four meteors crash to earth. It occurs when the trademark card for


         "Card Deck Four" is turned over during the game. Repeat the above procedures,


         except that the players give the Marshall four cards. The Marshall must draw four


         more cards from the resource deck and later he turns over four cards to deter-


         mine which territories or seas were affected.
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