Game Board and Playing Equipment

Please disregard any references to rules

relating to expansion sets that you do

not yet own.

How to Use this Expansion Set

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

The following rules have been written to Integrate this product with the other Supremacy expansion sets. Please disregard any references to rules relating to expansions that you do not yet own

Note. All rules that require the use of dice, assume you are using the six sided dice that came with your basic Supremacy game

Game Board Description

The board is a map of the world divided into six superpowers, two middle powers and 20 neutral countries.

Home Territories and Capital Cities of the six Superpowers

Confederacy of South America:

Argentina, Brazil, Chile Guyana, Peru and Venezuela. Capital City: Rio de Janeiro.

Federation of African States:

Ethiopia, Ghana, Madagascar, Mozambique, Nigeria South Africa and Zaire. Capital City: Lagos.

League of European Nations:

British Isles, ~astern Europe, Finland, Iberia, Ruhr, Scandinavia and Western Europe Capital City: Brussels

Peoples Republic of China:

Chekiang, Kiangsu, Manchuria, Mongolia, Nanling, Shantung and Tibet.

Capital City: Beijing.

United States of America:

Alaska, Eastern USA, Midwest USA, Northwest U$A, Southeast USA

and Western USA.

Capital City: Washington.

Union of Soviet Sovereign Republics:

Buryatsk, Kazakh, Kola, Primorski, Russia, Siberia, Taymyr Ukraine and Yakutsk.

Capital City: Moscow.

Home Territories and Capital Cities of the Middle Powers

Australasia:

Eastern Australia, Indonesia, New Zealand, Northern Australia, Queensland and

Western Australia.

Capital City: Canberra.

Canarctica:

Eastern Canada. Greenland1 Inuvik (Northern Canada) Nunavut, Ungava

and Western Canada.

Capital City: Ottawa.

Neutral Countries

The grey territories are neutral countries. Each neutral country has a capital city.

Territories seas and Cities

The land is divided into territories and the water into seas.

Light blue seas are territorial waters and the dark blue seas are international waters.

Each territory has a least three cities. Please refer to the legend at the top of the board to determine the primary role of a city, such as it being a capital, port or religious center.

Some cities may have two or three roles. For example, Rio de Janeiro is a capital, a religious center and a port.

Design Note Concerning the British Isles

The port of Dublin is in Ireland. It is considered to be part of the British Isles and therefore the two islands make one territory.

Playing Equipment

One full color Mega Map measuring 36 x 48 inches.

One black and white Mini. Map measuring 11 x 17 inches.

Setting Up

Photocopy the black and white mini map and give one copy to each player. The players may use the mini map to secretly plot and plan their battles.

Stage 1

Pay Salaries and Loans to Bank

You now collect tribute for each port

Or city that you control.

Phase A - Collect Tribute

At the start of Stage 1, a player collects tribute money from the bank for each port or city in a territory that he occupies. However, he does not receive tribute from his capital city or religious centers, unless they are also ports.

A player collects $50 million from the bank for each port or city, which is located in a territory that he occupies.

For example, the player who occupies the territory of Russia would receive tribute from St. Petersburg and Kazan, he would not receive any tribute from Moscow, because it is a capital city and a religious center

Supply Lines

You may now ship resources overland

For a price.

If a player has resources in a territory where all of the ports are blockaded, damaged or destroyed, then he may ship the resources overland. The resources may be shipped to hi~ supply center or that of another player.

Secured Supply Lines
If the player occupies the territories where he is shipping resources through, then the cost to ship resources is $50 million per unit, for each territory the unit(s) crosses or enters. The player pays the money to the bank during Stage 2, then he transfers the resources to his supply center or to the supply center of another player.

For example, if a player ships five units of oil from Arabia, through the Middle East and Turkey, to his home territory of Kazakh. It would cost him $750 million.

Foreign Supply Lines

A player may ship resources through a territory occupied by another player if given permission. The cost to ship resources is $50 million per unit for each territory the unit(s) crosses or enters, plus whatever terms agreed to by the players.

Warlord Supply Lines

A player may ship resources through a territory occupied by a warlord. He must pay

Stage 3 – Sell resources

There aren't any new rules for this stage.

Stage 4 – Attack

Battle Drill for Conventional Forces

Summary of the Conventional Battle Drill

The following is a summary of the steps to the conventional battle drill. Players must follow the steps listed below in the sequence in which they appear. Please disregard any rules relating to expansion sets that you do not yet own.

Changes to the battle drill are noted in italics,

Step A  Identify the Theatre of War

- Identity the Front Lines

- Identity Primary Target

Step B - Delete Supplies, Deploy forces and Special Weapons

- Delete Supplies

- Deploy Biowar or Chemwar Weapons

- Use Biowar Antidote Cards

Step C - Getting the Dice and Counting Edge Points

Getting the Dice

- Position Dice
- Fire Power die.

- L-star Die

- Conventional High Tech Die

- Capital Stand Die (Defender Only)

Counting Edge Points

- Fire power

- L-star

- Conventional High Tech

- Strategic High-Tech

-  Biowar and Chemwar

- Officer Rating

- Religious Resolve (Defender Only)
Step D - Roll the Dice and Remove the Losses

- Kill Points

- Occupying a captured territory or Sea

- Leadership Rating Changes

Step E - Move Reinforcements

- Move Military Units

- Transfer Officers

- Capital Rush Move

Step F - Defender May Counterattack

Details for the Conventional battle Drill

Details for each new rule in the conventional battle drill follow.

Step C - getting the dice and Counting Edge Points

Getting the Dice

Capital Stand Die

When a player is defending a territory where his capital is located, he gets an extra die roll. When a player occupies a foreign territory with a capital city he does not get the capital stand die when defending that territory.
Counting Edge Points

-Religious Resolve

When a player is defending a territory where he has one or more religious centers, he gets one edge point for each religious center in the territory. When a player occupies a foreign territory with a religious center, he gets the religious resolve edge points when defending that territory
Step E - Move Reinforcements

- Capital Rush move
A player may move his capital city but only if it has not been captured during the battle.

The new capital must be a city located in one of his home territories that he occupies. After the player decides which city will be his new capital he declares his decision to the other players and records it on a piece of  paper.

Now he must move at least one basic army unit to the territory where the new capital is located and pay $500 million to the bank.

A player may only have one capital and only the declared capital gets the extra die roll during a battle.

Note: Religious centers cannot be moved.

Dice and Edge Point Summary (DEPS)

For the Conventional Battle Drill

Use the following table to keep track of the dice and edge points during the battle drill.

Dice and Edge Point Summary

for the Conventional Battle Drill



Attacker
Defender

Getting the Dice:


Position
1
   1 or 2


Fire Power

   



-star

   


Conventional


High-Tech

   



Capital Stand
NA
   

Total Dice

   


Sub Total Die Roll points     
   

Count Edge Points


Fire power        

   



-star

   



Conventional

   



High-Tech

   


Strategic

High-Tech (L-star) 

   



Biowar

   



Chemwar

   



Officer Rating

   



Religious Resolve
n/a
   



Sub Total Edge Points 
   



Total Die Roll 


and edge Points

   


Defensive Tactics

At Step A during a conventional battle, the defender may move his capital City.

Capital Panic Move

The defender may move his capital before the attack. He must take the following steps.

The new capital must be a city located in one of his home territories that he occupies. After the p1ayer decides which city will be his new capital, he declares his decision to the other players and records it on a piece of paper.

Now, he must move at least one basic army unit to the territory where the new capital is located and pay $1 billion to the bank.

A player may only have one capital, and only the declared capital gets the extra die roll during a battle.

Capital Surrender

If the defender surrenders the territory where his capital is located, then the attacker rolls one die and takes a sum of cash from the defender, according to the result of the dice.


Attacker Rolls
Per Cent of Cash Surrendered


1
10


2
20



3
30


4
40


5
50


6
60
For example, if the defender has 1O billion dollars in cash and the attacker rolls a six, then he takes $6 billion from the defender.

Please see rule Capital Confusion on page 19.

How to Use Strategic Forces

How to Use Nukes

Nukes may be fired at any light blue sea, or at any city in any territory.

Sea Strikes

When a light blue sea has been nuked, everything within the sea is destroyed including navies, armies and/or companies. Return destroyed companies to the resource deck.

Nuclear mushroom clouds are not placed on light blue seas, thus the seas remain in play after a nuclear strike.

City Strikes

When a city is struck by one or more nukes, the attacker leaves one nuclear mushroom cloud on that city to show that it is out of play.

During Step D of the strategic battle drill, the attacker rolls two dice to determine how many military assets and/or resource cards were destroyed. However the territory remains in play. Military units may travel through or occupy a territory where one or two cities have been nuked. Return any destroyed companies to the resource deck.

Three Strikes to Destruction

After three nukes have exploded in three different cities, in the same territory, that territory is considered destroyed and out of play everything within the territory is destroyed including armies, navies and/or companies.

Remove the mushroom clouds from the cities and leave one on the territory to show that it is out of play. Military units may not travel through or occupy a nuked territory. Return destroyed companies to the resource deck.

How to Use Neutron Bombs 

Neutron Bombs may be fired at any light blue sea, or at any city in a territory.

Sea Strikes

When a light blue sea has been neutron bombed, any navies within the sea might be destroyed. The attacker rolls two dice during Step D of the strategic battle drill to determine how many navies were destroyed.

The companies' resource cards are not destroyed and therefore remain in play. Neutron mushroom clouds are not placed on light blue seas, thus the seas remain in play after a neutron strike.

City strikes

When a city is struck by one or more neutron bombs, the attacker leaves one neutron mushroom cloud on that city to show that it is damaged and temporarily out of play.

During Step D of the strategic battle drill, the attacker rolls one die to determine how many military units were destroyed and if any companies were damaged. However, the territory remains in play. Military units may travel through or occupy a territory where one or two cities have been neutron bombed.

When companies (resource cards) are damaged they remain in play, but cannot produce any resources until they have been repaired. The defender may repair his damaged companies during Stage 5,

Null Ports

A player may not ship resources from a port that has been damaged by a neutron bomb.

Port Clean Up

On the following or any subsequent stage 6 the defender may clean up a city that has been neutron bombed. He must have at least one army in the territory where the city is located.

Three Neutron strikes to Destruction

If three neutron bombs strike the same city, before any bombs have been cleaned up then that city is destroyed. Remove the neutron bombs from the city and place a black mushroom cloud on the city to show that it is destroyed and out of play.

Three Strikes to the Neutron Zone

If three neutron bombs have exploded in three different cities in the same territory before any of them have been cleaned up then the entire territory is considered to be damaged.

During Step D of the strategic  battle drill, the attacker rolls two dice to determine how many military units were destroyed and how many resource companies were damaged. The territory is out of play, until it has been cleaned. Military units may not travel through or occupy a territory where three cities have been neutron bombed.

When companies (resource cards) are damaged, they remain n play, but cannot produce any resources until they have been repaired and the territory has been cleaned up during Stage 5,

The attacker takes all of the defender's resource cards belonging to the bombed territory. He may occupy it during the next Stage 5,

Mixed Zones

When one city has been nuked and two other cities in the same territory have been neutron bombed, then that territory is considered to be damaged. If two cities have been nuked, then the territory is damaged if one other city is neutron bombed.

If two or more players have neutron bombs in the same territory then the first player to move at stage 5 is the one who gets the first opportunity to occupy the territory.

Battle Drill for Strategic Forces


Summery of the Strategic Battle Drill

The following is a summary of the steps to the battle drill for strategic missile forces. The players must follow the steps listed below in the sequence in which they appear. Please disregard any rules relating to expansion sets that you do not yet own.

Changes to the battle drill are noted in italics.

Step A- Identify Target of Nuclear or Neutron Attack

Identity Ground Zero

Step B - Declare Tactics

• Declare Missile Tactics


Solo


Cluster


Mixed Cluster Shot

•
Declare Warhead Tactics

Staccato Strike

Blitter Blast

Step C - Launch Nukes and or Neutron Bombs

• Open Silos

•
Launch Missiles
•D-6 NSF

• Champions Commit

Step D - L-star and or K-sat Screen

• Missile Roll
L-star Screen

L-star Champions Roll

Killer Satellite Screen

K-sat Champions Roll

• Warhead Roll

L-star- Multi-Shot Defense (MSD)

L-star Champions Roll (MS D)

Killer Satellite - Multi-Shot Defense (MSD)

K-sat Champions Roll (MSD)

- Nuclear Destruction Roll

           -  Neutron Destruction Roll

Step E - Defender May Counterattack

Details for the strategic Battle Drill 

Details for each new rule in the strategic battle drill follow.

 Step A - Identify Target of Nuclear or Neutron Attack

- Identify ground Zero

The attacker must first identify his Primary Target(s) e.g., which light blue sea or city he intends to nuke and/or neutron bomb. Place a mushroom cloud upside down on each target.

Step B- Declare Tactics

Mixed Cluster Shot

Players may fire nukes and neutron bombs at the same time at one or more targets. If a nuke and a neutron bomb strike the same city then only the nuclear mushroom cloud is placed on the city

Step C - Launch Nukes and/or Neutron Bombs

Step D - L-star and or K-sat Screen

- Nuclear Destruction Roll

Sea Strikes

When a nuke strikes a light blue sea, everything in the sea is destroyed. Return destroyed companies to the resource deck. Nuclear mushroom clouds are not placed on light blue seas. Thus the seas remain in play after a nuclear strike.

City Strike

When a nuke strikes a city the city is destroyed. The attacker places a nuclear mushroom cloud on the city to show that it has been destroyed. Also, the attacker must roll dice to determine how many military units and/or resource companies located in the territory, were destroyed.

The attacker rolls two dice, once for each city he nukes. He removes military units (army tank, missile silo or spaceport etc.) and destroys resource cards according to the roll of his dice. Please refer to the following table.


Number of Nukes
Points required
Points Required


that Strike the
to destroy
to Destroy


Same City
One Military Unit
One Resource Company


 1
3 (City Destroyed)
4


2
2 (City Destroyed)
3


3 or more
1(City Destroyed)
2

For example, if one nuke strikes a city in a territory that has two armies, one spaceport and the attacker rolls an eight, he must remove both armies or one army and the spaceport. He also destroys two resource cards. The resource cards are returned to the deck.

The attacker gets to choose which military units are destroyed. The remaining military units are left on the territory and are in play. If a resource card is destroyed, and there are two in the territory, then the attacker decides which company was destroyed.

- Neutron Destruction Roll

Sea Strikes

When a neutron bomb strikes a light blue sea, the attacker rolls two dice to determine how many navies were destroyed and how many companies were damaged.

The attacker rolls two dice, once for each sea he bombs. He removes one navy depending upon how many neutron bombs strike the same sea on the same turn. Please refer to the following table.


Number of Neutron
Points Required
Points Required


bombs that Strike
to Destroy
to Damage


the same Sea
One Military Unit
One Resource Company


1
4
7


2
3
6


3 or more
2
5

For example, if three neutron bombs strike a sea that has three navies, and the attacker rolls a five he must remove two of the navies. If the defender has any resource companies in the sea then one company is also damaged.

The attacker decides which navies are destroyed and which companies are damaged.

Any remaining navies are left on the sea and remain in play.

Neutron mushroom clouds are not placed on light blue seas, thus the seas remain in play after a neutron strike.

City Strikes

When a neutron bomb strikes a city, the city is damaged. The attacker places a neutron bomb cloud on the city to show that it has been dama9ed. Also, the attacker must roll dice to determine how many military units were destroyed and how many resource companies located in the territory, were damaged.

The attacker rolls two dice, once for each city he bombs. He removes military units (army, tank, missile silo or spaceports etc.) and damages resource cards according to the roll of his dice. Please refer to the following table.


Number of Neutron
Points Required
Points Required


bombs that strike
  to Destroy
    to Damage


 the same City
one Military Unit
One Resource Company


1
        6
9


2
        5
8


3
4 {City Destroyed)
7

For example, if two neutron bombs strike a city in a territory that has two armies and one spaceport, and the attacker rolls an eleven, he must remove both armies or one army and the spaceport. He also damages one resource company.

The attacker gets to choose which military units are destroyed the remaining military assets are left on the territory and are in play. If one resource card is damaged, and there are two in the territory, then the attacker decides which company was damaged.

Neutron mushroom clouds are placed on damaged cities

Black mushroom clouds are placed on destroyed cities

If three cities are destroyed, then the territory is also destroyed. Remove all military units and return all resource cards to the deck Place a black mushroom cloud on the territory to show that it is out of play.

Officer Casualties

If an officer is based in a city that is nuked or neutron bombed, then he is considered dead and no longer in the game

Step E - Defender May Counterattack

Diced and Edge Point Summary (DEPS)

for the Strategic Missile Forces Battle Drill

Use the following table to keep track of the dice and edge points during the battle drill.

Dice and Edge Point Summary



Attacker
Defender

Launch Nukes

and or Neutron Bombs
D-6 NSF

one die roll
n/a



per missile

A 6 means the missile is destroyed.

L-star and or K-sat Screen.

• Missile Roll

L-star Screen

NA
one die

A 1 through 5 destroys

per ~-star


a missile but a 6 is a miss




Sub Total

Die roll Points

NA


High-Tech edge Points:

Greater High-Tech Level 

defender deducts edge points    - 
         
Lesser High.-Tech Level           +            

 defender adds edge points 

Adjust die Roll Result




K-sat Screen

A 1 or 2 destroys a missile
NA
one die per K-sat

but a 3 through 6 is a miss.

Sub Total

Die Roll Points




High-Tech Edge Points:

Defender has Greater High-Tech level

 defender deducts edge points

-


Defender has Lesser High-tech Level

defender adds edge points

+


Adjust Die Roll Result




- Warhead Roll

L-star-MSD

Defender rolls one die once for each L-star

 and each Tech level. A 1 through 5 destroys

one warhead. Number of warhead rolls:



K-sat-MSD

Defender rolls one die once for each K-sat 

and each tech level. A 1 or 2 destroys

one warhead. Number of warhead rolls:



Neutron Destruction Roll (NCDR)

Roll two dice, once for each target

struck by a nuke.

Number of NCDR rolls:




Neutron destruction Roll (NTDR)

Roll two dice, once for each target

 struck by a neutron bomb.

Number of NTDR roll:




Other Rules Relating to Stage 4 - Attack

Warlords and Pirates

Conventional Attacks

During a conventional attack warlords do not get a capital die roll. However, they do get edge points for religious resolve.

Strategic Attacks

When warlords and pirates are firing their nukes and/or neutron bombs, they always choose a player's capital as a primary target, If there ~ no capital, they choose a port.

Stage 5- Move Forces 

During the phase to move army and naval units, a player may also move his capital. He must take the following steps.

Capital p1anned Move

A player may move his capital city, but only if it has not been captured or destroyed during a battle.

The new capital must be a city located in one of his home territories that he occupies.

After the player decides which city will be his new capital, he declares his decision to the other players and records it on a piece of paper.

Now, he must pay $500 million to the bank. He does not need to move an army to the territory.

A player may only have one capital, and only the declared capital gets the ext~& die roll during a battle.

Note: Religious centers cannot be moved. For example, if a player were to move his capital city from Moscow to the city of Tomsk in Siberia, Moscow would still be a religious center.

How to Occupy a Bombed Territory

The player who bombed the territory, may occupy and clean it, during the phase to move army and naval units. If he does not occupy it on the same turn as the attack, then any player may occupy it on any subsequent stage 5,

When a player occupies and cleans up a bombed territory, he must move at least one army to that territory. Then. he takes any military units (armies, tanks etc,) and/or resource cards located there. The cost to clean up a territory is $200 million per neutron bomb. He pays the money to the bank.

After the territory is cleaned up the neutron mushroom clouds are removed.

How to Transfer Officers

When transferring officers to a territory, you must specify which city.

Stage 6- Build forces and Weapons

During the phase to build and deploy conventional forces, a player may build a new capital. He must take the following steps.

Capital Building

If a player's capital has been captured or nuked then he must build a new capital city. If the capital has been neutron bombed, he may clean it up or build a new one.

The new capital must be a city located n any territory that he occupies. After the player decides which city will be his new capital, he declares his decision to the other players and records it on a piece of paper.

Now, he must pay $2 billion to the bank. He does not need to move an army to the territory.

A player may only have one capital, and only the declared capital gets the extra die roll during a battle.

Note: Religious centers cannot be built.

Spaceports

When a player is building spaceports, he must build them in a city , which is located in a territory that he occupies. He should record this information on a piece of paper.

How to Clean Up a City

During the phase to build and deploy conventional forces, a player may clean up a city that has been neutron bombed. He must take the following steps.

The player must have at least one army in the territory where the city is located. The cost to clean up a city is $200 million. He pays the money to the bank. After the city is cleaned up, the neutron mushroom cloud is removed.

Stage 7- Buy or Prospect for Resources

End of cycle, go back to stage 1

Semi -Nuked Resources

If a player finds a resource card that is in a territory where one or two cities have been destroyed, he must take the card if the territory is not occupied by another player. Also, he must deduct one production unit from the resource card for each city that has been destroyed in the territory.

For example. if a player finds a company that produces three units of  oil, but two cities in the territory are destroyed, then that company can only produce one unit of oil per turn.

.

Semi-Bombed Resources

If a player finds a resource card that is in a territory where one or two cities have been damaged by neutron bombs, he must take the card if the territory is not occupied by another player. Also, he must deduct one production unit from the resource card for each city that has been damaged in the territory.

For example, if a player finds a company that produces three units of oil, but two cities in the territory are damaged, then that company can only produce one unit of oil per turn.

However, if the cities are repaired later in the game, then the production is restored to the maximum number on the card.

Spoils of War

Capital conquest

If a player captures the capital of an opponent, the attacker rolls one die and takes a sum of cash from the defender, according to the result of the dice.

Attacker Rolls

Percent of Cash Captured


1
10


2
20


3
30


4
40


5
50


6
60

For example, if the defender has 10 billion dollars in cash and the attacker rolls a four, then he takes $4 billion from the defender

Capital Destruction

If a players capital is destroyed by a nuke or neutron bomb, then the attacker must roll one die to determine how much of the defender's cash was destroyed in the attack.


Attacker Rolls
Per Cent of Cash Destroyed


1
10


2
2Q


3
30


4
40


5
50


B
60

For example, if the defender has $10 billion dollars in cash and the attacker rolls a three, then the defender gives the bank $3 billion

Capital Confusion

If the capital city of a player is captured or destroyed by a nuke, then he cannot move it.

He must build a new capital during Stage 6.

 If the capital city of a player is neutron bombed, then he may clean it up during Stage 5 or build a new capital during Stage 6.

A player may not collect tribute, sell bonds, receive bond interest, borrow money from the bank and sel1 or buy resources from the market, until he has built a new capital. However, he may borrow money to build a new capital.

Tribute from Abandoned Capitals

When a player moves his capital city to another city, he may collect tribute from the abandoned capital, on the next Stage 1, unless it is also a religious center.

For example, if the European player moves his capital from Brussels to Berlin, he may not collect tribute from Brussels, because it is now just a religious center.

However, for example if the Chinese player moves his capital from Beijing to Hohhot, he would collect tribute from Beijing. However, he will not be able to collect tribute from Hohhot.

Tribute from Occupied Capitals

When a player occupies a neutral territory with a capital city, he may collect tribute from that city on the next Stage 1.

For example, if a player occupies Pakistan, he may collect tribute from the capital city of Islamabad, as well as Kabul, Karachi and Mashhad.
Nuclear Roulette

There are no changes to this rule, as it applies to the number of territories that have been destroyed.

Attention Field Marshals

Get the High-Tech Edge

The Supremacy Mega Map introduces new rules for nukes and neutron bombs that limit their strategic impact.

You can upgrade your missile weapons with five times the punch when you get the expansion set “High Technology for strategic Forces.”

Increase the destructive power of your strategic forces. The high tech edge gives you two new tactics for your nukes and neutron bombs.' Staccato Strike and Blitter Blast.

Each Nuke and Neutron bomb missile can be upgraded to carry a maximum of five warheads. These warheads can be aimed at one target for a Staccato Strike or at two or more targets for a Blister Blast.

Challenge these new threats by upgrading your L-stars and Killer Satellites. Now they may fire two shots, one at the missile during its boost phase and another at the warheads when they are released for re-entry.

When L-stars and Killer Satellites clash, high technology can make the difference between space superiority and disappearing into cosmic dust.

Superior L-stars will give your troops on the ground the high tech edge during a conventional battle.

Transfer the benefits of high technology to your industry. This will increase the number of resources your companies can produce and decrease your costs to build weapons.

The High-Tech Edge for Strategic Forces is available now at better game and hobby stores

Best Regards,

Robert J. Simpson

Commander-in-Chief

SGH~

Toronto

April 19, 1992

“It is by devising new weapons. and above all by scientific leadership, that we shall best cope with the enemy's superior strength."

Winston Churchill

September 3, 1940

