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Rules of Play





About the High-Tech Edge for Conventional Forces





This expansion set adds high-tech power to your conventional forces.  The High-Tech Edge introduces new movement and combat features to armies and navies: features which can give you a major tactical edge during your next conventional battle.





Secretly research and develop high-tech to gain the edge on your opponents before the battle begins - even sell it to your allies, but be careful - make sure your foes can't use it against you.





Your high-tech advances will reduce your movement costs leaving you with more resources for selling, fighting or building.  Lower movement costs will make airborne and amphibious assaults on distant hot-spots more affordable and less risky.





Superior technology will give your forces a High-Tech Die Roll and Edge Points during battle.  This edge could make the difference between victory and defeat.








Playing Equipment





The Army Deck contains 40 cards.  Each card shows a Tech Level rating from one to five.  There are eight cards for each Tech Level.





The Navy Deck contains 40 cards.  Each card shows a Tech Level rating from one to five.  There are eight cards for each Tech Level.





Setting Up





Sort the Army Deck cards into five piles according to their Tech Level.  Draw one card from each Tech Level pile for each player in the game.  Shuffle those cards and place them face down on the game board in the top right corner.  Any remaining cards are out of play.





Repeat the above procedure with the Navy Deck.





Players do not receive any cards at the start of the game.  They may buy cards later at the end of Stage 6.





Photocopy the High-Tech Chart at the end of these rules and give one copy to each player.  Each player will also need a pencil.





Note:	Since there are eight cards for each Tech Level you can use this expansion set with The Middle Powers which adds two new Superpowers (players) to the game.





How to Research and Develop High Technology





Players may start to research and develop high technology for their armies and navies on the first turn at the end of Stage 6.





The Secret R&D Agenda


At the beginning of Stage 6 on the first turn, players secretly write down which technology they want to research and develop and in what order.  A form for listing these choices is provided later in the rules.





For example, if a player lists navies, then armies, he must research and develop the high technology for navies first, then for armies.  He can not change or skip the order on his R&D Agenda.  On his next turn to build weapons he may change the order.





Players keep their lists secret while building armies, navies etc.  When they have finished building conventional and strategic weapons, they proceed to the following step.





Rotational R&D


The player who had first turn to build weapons is also the first to R&D high technology.  He reveals to the others the first item on his Secret Agenda.  He may only R&D for that weapon (i.e. navies).  Then the player who is second may R&D for his first weapon choice and so on.





When all the players have had one chance to R&D for their number one weapon choice, then the player who was first may then research and develop his second weapon choice.  This continues until all the players have completed or passed on their R&D decisions.





The Blind Draw


How to R&D for Army Technology:


When a player wants to research and develop high technology for armies he draws the top card from the Army Deck.  He must pay the bank $200 million for the technology.  He keeps the card a secret from the other players so that they will not know its Tech Level.  The player may not draw another card this turn.  However, on subsequent turns he may draw another card if he wishes to try for a higher Tech Level.





How to R&D for Navy Technology:


Follow the same procedure as described above for armies.





The D6 Deployment


Even though a player possesses the high technology card, he must still deploy it to his armies and/or navies.  This may only be done during this or any subsequent Stage 6.





To deploy high technology, roll one die and pay to the bank $100 million for each point on the die.  Secretly check off the Tech Level deployed on your High-Tech Chart.





If the technology is not deployed it is considered not in play.  This means the player does not benefit from it during the attack and movement stages.





Minimum Force Required:


The player must have at least one army piece on the board before he can deploy Army Technology.  This also applies to Navy Technology.





Subsequent Building Cost


Once the technology is deployed, there is no other cost to the player.  The cost to build future sets of armies and navies remains the same as the cost listed on your Supply Center.





The Upgrade


Players may try to upgrade their Tech Level on subsequent turns by repeating the above procedures.





The Benefits of High Technology During Stage 4 – Attack





During Step C of the Conventional Battle Drill, high technology can be used for the following benefits: The High- Tech Roll and Edge Points.





High-Tech Disclosure:





If a player wants to use high technology in a battle he must reveal to the others the High-Tech card and the Tech Level deployed on his chart.  He only needs to show the Tech Level for the force(s) involved in the battle.  A player may choose to keep his technology a secret but he can not then use it during the battle.





For example, let's suppose the attacker is making an amphibious assault against a player with two armies in India: the attacker must reveal the Tech Level for both his armies and his navies but the defender must only reveal it for his armies.





The High-Tech Die Roll:


The player with the highest Tech Level gets another die during Step C of the Battle Drill.  If the players have the same Tech Level then neither player gets the die.  The players carry on with the remaining steps of the Battle Drill.





Edge Points:


During Step D of the Battle Drill, the player with the highest technology gets one Edge Point for each Tech Level between himself and his opponent.  For example, let us suppose the attacker has Tech Level Two and the defender has Tech Level Four.  The defender adds two points to his High-Tech Die Roll.





Army Navy Battles:


When armies and navies attack each other, the player with the highest Tech Level (whether it is army or navy) gets an extra die, plus Edge Points.





Amphibious Assaults:


During amphibious assaults, the player with the highest army Tech Level gets a High-tech Die Roll and Edge Points.  If the attacker's navies have a higher Tech Level than the defender's armies, then the former also gets a High-Tech Die Roll and Edge Points.








The Benefits of High Technology During Stage 5 - Move





Each technical level gives the players certain savings when moving their armies and navies.  Please refer to the High-Tech Chart that summarizes the attack and movement benefits.  The movement benefits are given on a per army or per navy basis.





Multi-Unit Movement Benefits:


This rule permits a player to move multiple forces with one grain or oil unit.





For example, a player with Navy Technology of Tech Level 3, may use one oil unit to move one navy three seas or three navies by one sea, or any combination thereof.





Minimum Movement Costs:


Regardless of the Tech Level, a player must delete a minimum of one grain or oil unit to move one army or navy one territory or sea.





Photocopy the High-Tech Chart and give a copy to each player.  The players use it to record R&D decisions and the Tech Level deployed.





High-Tech Disclosure:


A player must reveal his High-Tech card and Tech Level Chart to all the players before he can use the movement benefits - but needs to show the Tech Level only for the forces being moved.  He might do this to discourage attack.





Other Rules of Play





How to Sell High-Tech Cards


A player may sell his high technology to another player but during Stage 6 only.  There are two ways to do this: Top Secret and Public Record.





Public Record:


If a player wants to sell his technology but not his card, he must reveal the card to all players when making the sale.  The seller keeps his card and the buyer is able to deploy the technology (by rolling two dice).  The buyer may not re-sell the technology.





Top Secret:


If a player has a High-Tech card that he does not wish to keep (it's low level or a duplicate of one he already has) he may secretly sell that card to another player for whatever terms they can agree.  The seller may also deploy the technology.  Both players pay the normal deployment costs.  The buyer is the only player who may re-sell the technology.





Spoils of War


When a player captures an opponent's country he also takes all of his high technology cards.





Winning the Game


Detente: For valuation each High-Tech card is worth $100 million.








Rules Relating to the Warlords and Pirates





Warlords and Pirates can only buy high technology from a player.  Warlords will only buy Army Technology that is higher than their current Tech Level.  Pirates will only buy Navy Technology that is higher than their current Tech Level.  They will pay $400 million per Tech Level.  For example, if a Pirate buys Navy Technology with a Tech Level 2, then he pays the seller $800 million.





Record the Tech Level next to the name of the Warlord or Pirate listed in the Supply Center.  The Warlords and Pirates get the benefits of high technology during a battle, but not for movement (since they can't be moved).


�
	THE HIGH-TECH CHART





THE SECRET R&D AGENDA -


List the weapons for which you want to R&D technology (in order).


1.__________________________	4.____________________________


2.__________________________	5.____________________________


3.__________________________	6.____________________________


ARMY TECH LEVEL


Check off Tech             Attack                 Movement Benefits


    Level Deploy              Benefits              March                Fly





      1                          High-Tech Die           none                  none


                               Roll & Edge Points





      2.                                  “ ”                2 territories            none


                                                               per grain unit





      3.                                  “ “                     3 “ “             one oil unit


                                                                                        flies 1 army





      4.                                  “ “                     4 “ “             one oil unit


                                                                                       flies 2 armies





      5.                                  “ “                     5 “ “             one oil unit


                                                                                       flies 3 armies








                                  NAVY TECH LEVEL


Check off Tech                 Attack                     Movement


Level Deployed               Benefits                       Benefits





     1.                            High-Tech Die                   none


Roll & Edge Points


2.	2 seas per oil unit





3.	3 seas per oil unit





4.	4 seas per oil unit





5 seas per oil unit
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