The High-Tech Edge for Strategic Forces


         


          Expansion Set for


         SUPREMACY


         The Game of the Superpowers


         


          Rules of Play


              


          About the High-Tech Edge for Strategic Forces


         


          Increase the power and the reach of your strategic forces. The High-Tech Edge intro-


          duces new attack and defense features for nukes, L-Stars, neutron bombs and killer


          satellites - features which can give you a major tactical edge in your next conventional


          or strategic battle.


         


         Secretly research and develop high technology to get the edge on your opponents


         before the battle begins. Keep your technology a secret - or sell it to your allies, but be


         careful, make sure your foes can't use it against you.


         


          High-technology improves missile performance. Each nuke and neutron bomb missile


          can be upgraded to carry a maximum of five warheads. Aim them at one target for a


          Staccato Strike, or at two or more for a Blitter Blast. Upgrade your L-Stars and K-Sats to


          meet the new threats. You now have the capability of firing two shots: one at the missile


          during its boost phase and a second at the warheads when they are released for re-


          entry.


         


          Superior L-Stars get a High Tech Die Roll and Edge Points during a conventional battle.


          When L-Stars and killer satellites clash, High-Tech Edge Points can make the difference


          between achieving space superiority and disappearing into cosmic dust.


         


          Playing Equipment


         


          •	The Nuke Deck 		•   The Neutron Deck


          •	The L-Star Deck		•   The Killer Satellite Deck


         


          The decks each contain 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 Nuke 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 L-Star, Neutron Bomb and Killer Satellite Decks.


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


         


         Photocopy the High-Tech Chart on page 8. Give one copy and a pencil to each


         player.


         


         Note: Since there are eight cards for each Tech Level you can use this expansion set


         with The Middle Powers for playing a seven or eight-player game. Cards have been


         included for Neutron Bombs and Killer Satellites.


         How to Research and Develop High Technology





         Players may research and develop high technology for their flukes, L-Stars, neutron


         bombs and killer satellites at the end of Stage 6, on the turn following their development


         of the basic technology. For example, suppose a player develops nukes but n6 t-Stars


         on his second turn. On the following turn, he may develop high technology for nukes but


         not for L-Stars.


         


The Secret R&D Agenda


         At the beginning of Stage 6 on the first turn, all players secretly write down which high


         technology they want to research and develop and in what order. A form for listing


         choices is provided on page 8.


         


         For example, if a player lists nukes, killer satellites, neutron bombs and lastly, L-Stars,


         he must research and develop the high technology for nukes first, then for killer satellites


         and so on. He can not change or skip the order on his R&D Agenda. However, on the


         next turn to build weapons, he may change the order.


         


         Players keep their lists a secret while building armies, nukes, etc. When they have


         finished building conventional and strategic weapons they proceed to the next step.


         


Rotational R&D





         The player who is the first to research and develop high technology may only R&D for


         the weapon (i.e. nukes) that appears as his first choice on his R&D Agenda. Then the


         player who is second may R&D for his first weapon choice and so on.


         


         When all the players have had a chance to R&D for their number one weapon choice,


         the player who was first may then research and develop his second weapon choice.


         This continues until all players complete or pass on their R&D decisions.


         


The Blind Draw


         How to R&D for Nuclear Technology:


         To research and develop high technology for nukes, a player must draw the top card


         from the Nuke Deck. He pays the bank $400 million for the technology and keeps the


         card a secret from the other players (to prevent them learning its Tech Level). The


         player may not draw another nuke card this turn. However on subsequent turns he may


         draw another nuke card if he wishes to try for a higher Tech Level.


         


         How to R&D for L-Star, Neutron Bomb and Killer satemte Technology:


         Follow the same basic procedure as described above.


         


The D6 Deployment


         Even though a player may possess the high technology card, he must still deploy it to


         his weapons. This is only possible during this or any subsequent Stage 6.


         


         To deploy high technology, roll one die and pay to the bank $200 million for each point


         on the die. Secretly check off the Tech Level deployed on your Tech Level Chart. If the


         technology is not deployed then it is considered not to be in play. This means the player


         does not benefit from it during the attack stage.


         


Minimum Force Required


         A player must have at least one nuke in his Supply Center before he can deploy Nuclear


         Technology  this also applies to L-Star, Neutron and Killer Satellite Technology.


         


        


Subsequent Building Cost


         Once the technology is deployed there is no other cost to the player. The cost to build


         future weapons remains the same as the cost noted on your Supply Center or in the


         rules for Neutron Bombs and Killer Satellites.


         


The Upgrade


         Players may attempt to upgrade their Tech Level on subsequent turns by repeating the


         above procedures.


         


         


         


         


         The Benefits of High Technology During Stage 4- Attack


         


         Strategic Warfare


         Nukes and neutron bombs that have been upgraded through high technology may have


         more than one warhead. Please refer to the High-Tech Chart on page 8 for further infor-


         mation.


         


         The following rules apply at the indicated Steps of the Strategic Battle Drill.


         


         Step A - Identity Target of Nuclear Attack


         High-Tech Disclosure:


         If a player wants to use his high-tech edge in battle he must reveal to the other players


         the High-Tech card and the Tech Level deployed on his chart. He only needs to show


         the Tech Level for the weapons involved in the battle. A player may choose to keep his


         technology a secret. If he does, he can not use it during the battle.


         


         For example, suppose the attacker makes a Nuclear Strike - he must then reveal the


         Tech Level for his nukes. The defender must only reveal it for his L-Stars and/or killer


         satellites. If the attacker fired a mixed cluster shot (nukes and neutron bombs) then he


         must reveal the Tech cards and Tech Level deployed (on his High-Tech Chart) for both


         weapons.


         


         Identify Ground Zero:


         The attacker must first identify his Primary Target (s), i.e. which territory or light blue sea


         he intends to nuke and/or neutron bomb. Place an inverted mushroom cloud on the


         targets.


         


         Step B - Declare Tactics


         


         After the attacker has declared his basic tactic as Solo or Cluster, he must then choose


         from the following two advanced tactics.


         


         The Staccato Strike:


         The attacker may fire two or more warheads at the Primary Target for each nuke or


         neutron bomb fired. For example, if he fires a Nuke Tech Level Two, this tactic means


         two warheads are heading to the target. Place one inverted mushroom cloud on the


         target for each warhead fired.


         


         The Blitter Blast:


         The attacker may fire two or more warheads at two or more targets for each nuke or


         neutron bomb fired. One warhead must be fired at Ground Zero, the Primary Target.


         The other(s) may be fired at a Secondary Target(s) - territory or light blue sea - which is


         adjacent to Ground Zero. For example, firing a Nuke - Tech Level Two, means that one


         warhead is heading to Ground Zero and the second is heading to a Secondary Target


         Place one inverted mushroom cloud on the targets for each warhead fired.


         


         Step D - L-Star Screen


         


         The defender may use his L-Stars and K-Sats to defend against a nuke or neutron bomb


         attack. He rolls the dice twice. The first time is The Missile Roll and the second is The


         Warhead Roll.


         


The Missile Roll and Edge Points


         The defender rolls one die, once, for each of his L-Stars and killer satellites. The L-Stars


         shoot first, then the K-Sats.





         L-Stars:


         Roll one die, once, for each L-Star: a one through five destroys one nuke or neutron


         bomb missile, but a six is a miss.


         


         Edge Points: If the defender has a higher Tech Level than the nukes or neutron bombs,


         then he deducts one Edge Point for each Tech Level between himself and the attacker


         from his Missile Roll. For example, suppose the attacker fires a Nuke Tech Level Two


         and the defender has an L-Star Tech Level Four. The defender deducts two points from


         his Missile Roll. If he rolled a six, he deducts two Edge Points for a new total of four.


         This means he shot down the missile and all of its warheads.


         


         If the defender has a lower Tech Level than the nukes or neutron bombs, then he adds


         one Edge Point for each Tech Level between himself and the attacker to his Missile Roll.


         For example, suppose the attacker fires a Nuke Tech Level Four and the defender has


         an L-Star Tech Level Three. The defender adds one Edge Point to his Missile Roll. If he


         rolled a five, he adds one Edge Point for a new total of six. This means he missed the


         missile and its warheads proceed to the target(s).


         


         Killer Satellites:


         Roll one die, once, for each k-Sat: a one or two destroys one nuke or neutron bomb but


         a three through six is a miss.


         


         Edge Points: If the defender has a higher Tech Level than the nukes or neutron bombs,


         he deducts one Edge Point for each Tech Level between himself and the attacker from


         his Missile Roll. For example, suppose the attacker fires a Neutron Bomb Tech Level


         Two and the defender has a K-Sat Tech Level Four. The defender deducts two points


         from his Missile Roll. If he rolled a four, he deducts two Edge Points for a new total of


         two. This means he shot down the missile and all of its warheads.


         


         If the de fender has a lower Tech Level than the nukes or neutron bombs, he adds one


         Edge Point for each Tech Level between himself and the attacker to his Missile Roll. For


         example, suppose the attacker fires a Neutron Bomb Tech Level Four and the defender


         has a K-Sat Tech Level Three. The defender adds one Edge Point to his Missile Roll. If


         he rolled a two, he adds one Edge Point for a new total of three. This means he missed


         the missile and its warheads proceed to the target(s).


         


         If a missile is not shot down, the warheads remain on the target(s), and the defender


         gets a Warhead Roll. If a missile is shot down remove its mushroom cloud and those of


         its warheads from the targets.


         


The Warhead Roll & Edge Points


         If the defender misses on the Missile Roll, he can attempt to shoot down the warheads


         only if his L-Stars and killer satellites have a minimum Tech Level of one. The L-Stars


         shoot first, then the k-Sats.


         


         L-Stars:


         Roll one die, once, for each L-Star and remove one warhead for every three points on


         the dice.


         


         Edge Points: If the defender's L-Star has a higher Tech Level than the nukes or


         neutron bombs, he adds one Edge Point to his Warhead Roll for each Tech Level


         between himself and the attacker. For example, suppose the attacker fires a Nuke Tech


         Level Two and the defender has an L-Star Tech Level Four. The defender adds two


         points to his Warhead Roll. If he rolled a four, he adds two Edge Points for a new total of


         six. This means he shot down two warheads.


         


         If the defender's L-Star has a lower Tech Level than the nukes or neutron bombs, he


         deducts one Edge Point from his Warhead Roll for each Tech Level between himself


         and the attacker. For example, suppose the attacker fires a Nuke Tech Level Four and


         the defender has an L-Star Tech Level Three. The defender deducts one point from his


         Warhead Roll. If he rolled a six, he deducts one Edge Point for a new total of five. This


         means he shot down one warhead. The other destroys its target.


         


         Killer Satellites:


         Roll one die, once, for each killer satellite and remove one warhead for every five points


         on the dice.


         


         Edge Points: If the defender's killer satellite has a higher Tech Level than the nukes or


         neutron bombs, he adds one Edge Point for each Tech Level between himself and the


         attacker. For example, suppose the attacker fires a Neutron Bomb Tech Level Two and


         the defender has a K-Sat Tech Level Four. The defender adds two points to his War-


         head Roll. If he rolled a three, he adds two Edge Points for a new total of five. This


         means he shot down one warhead. The other destroys its target.


         


         If the defender's killer satellite has a lower Tech Level than the nukes or neutron bombs,


         then he deducts one Edge Point for each Tech Level between himself and the attacker.


         For example, suppose the attacker fires a Nuke Tech Level Four and the defender has a


         K-Sat Tech Level Three. The defender deducts one point from his Warhead Roll. If he


         rolled a five, he deducts one Edge Point for a new total of four. This means he missed


         both warheads and they destroy their target(s).


         


         If the warhead is not shot down, the mushroom cloud remains on the board and the


         target is destroyed. When a warhead is shot down remove its mushroom cloud from the


         target(s).


         


L-Star and Killer Satellite Clashes


         When L-Stars and killer satellites clash, the player with the highest technology adds one


         Edge Point for each Tech Level between himself and his opponent. For example, sup-


         pose the attacker has an L-Star Tech Lev6l Four and the defender has a K-Sat Tech


         Level Two. The attacker adds two Edge Points to his die roll. This rule also applies when


         L-Stars attack L-Stars and killer satellites attack killer satellites.


         


Conventional Warfare - 1-Star Edge Points


         During Step D of the Battle Drill for Conventional Forces, the player with the highest


         L-Star Technology gets one Edge Point for each Tech Level between himself and his


         opponent. For example, suppose the attacker has Tech Level Two L-Stars and the de-


         fender has Tech Level Four L-Stars. The defender adds two points to his L-Star die roll.


    �
         Other Rules of Play


The High-Tech Disclosure - Option


         A player may disclose his High-Tech card and High-Tech Chart at any time. He might


         want to do this to discourage his Opponents from attacking.


         


How to Sell High-Tech Cards


         Players may sell high-technology during Stage 6 using Top Secret and Public Record.


         


         Top Secret:


         If a player has a High-Tech card that he does not wish to keep either because it is low


         level or a duplicate of a card that he already has, he may secretly sell that card to


         another for whatever terms they can agree. Both buyer and seller may deploy the


         technology and both players pay the normal deployment costs. The buyer is the only


         player who may re-sell the technology.


         


          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 deploys the


          technology. When deploying the technology, the buyer must roll two dice. The buyer


          may not re-sell the technology.


         


L-Star Champions


          If a player(s) wants to be an L-Star Champion, he must decide by Step A of the Strategic


          Battle Drill. Otherwise it is too late.


         


Spoils of War


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


         


Winning the Game


          Detente:


          For valuation purposes each High-Tech card for Strategic Forces is.worth $200 million.


         


         


         


          Rules Relating to the Warlords and Pirates





          Warlords and Pirates always buy high technology from a player. They will buy only high


          technology for weapons which they already own and the technology must be higher than


          their current Tech Level. They will pay $800 million per Tech Level.


         


          For example, if a Pirate has a Neutron Bomb Tech Level Two, but no nuke, he will buy


          only neutron technology at Tech Level Three or better. In this case, the Pirate would pay


          the seller the $2,400 million ($2.4 billion). Record the Tech Level next to the name of the


          Warlord or Pirate listed in the Supply Center. The Warlords and Pirates use their high


          technology during battles.


�
THE HIGH-TECH CHART         





SECRET R&D AGENDA


List (in order) the weapons for which you want to research and develop high technology.





1. ____________________			4. ____________________


2. ____________________			5. ____________________


	3. ____________________			6. ____________________	     


         


TECH LEVEL BENEFITS - NUKES & NEUTRON BOMBS


              Check off         		Number of    		Maximum Number


           Tech Level Deployed              Warheads Per Missile     	of Secondary Targets


           Nukes 	Neutron Bombs


           1. _____	1. _____			1             		none


           2. _____ 	2. _____             		2               		1


           3. _____	3. _____            			3               		2


           4. _____	4. _____            			4               		3


           5. _____	5. _____            			5               		4


         


         


         


TECH LEVEL BENEFITS - L-STARS & K-SATS


              Check off      			Attack Benefits    	Attack Benefits for


           Tech Level Deployed              Strategic Battle Drill   	L-Star & K-Sat Clashes


         


           L-Stars   K-Sats


           1. _____	1. _____      		Edge Points     		Edge Points


           2. _____	2. _____           		      “”			      “”


           3. _____	3. _____		      “”			      “”                         


           4. _____	4. _____		      “”			      “”


           5. _____	5. _____		      “”			      “”                     
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