THE MIDDLE POWERS



         Expansion Set for

         SUPREMACY

         The Game of the Superpowers



         Rules of Play



         About the Middle Powers

         The two new superpowers introduced with this Supremacy expansion set cause major

         shifts in the global strategic balance. The federation of Australasia is a significant threat

         to the Chinese, although popular with the Russians, while the Dominion of Cantarctica

         is a major new front for the USA.

         

         Try out your Grand Strategy with these two challengers - see the problems and

         opportunities of world supremacy from a different perspective.

         

         Use the Middle Powers when you want to play a seven or eight-player game. Or

         substitute them for two of the six superpowers that came with Supremacy. Exciting

         superpower combinations emerge when you include the Middle Powers with the

         "Random Open" rule.

         

         

         Playing Equipment

         Supply Centers: two are enclosed for Australasia and Canarctica.

         Armies and Navies come in two new colors: light blue for Australasia and dark blue for

         Canarctica.

         Neutron Bombs, Killer Satellites, Missile Silos and Spaceports are enclosed for

         each new superpower.

         

         Note: These plastic playing pieces are included so that you can use them with the

         Neutron Bombs, Killer Satellites, Missile Silos and Spaceports expansion set. This

         set introduces new strategic weapons for each superpower and can be purchased

         separately. Resource Deck Two and The Warlords and Pirates of the Neutral Zones

         expansion sets can also be purchased separately.

         

         

         

         Setting Up

         The Middle Powers can be used in the following three games, depending upon players

         choice:

         Eight-player game

         Meters and Supply Centers: Give each player one Supply Center and four black disks.

         Later, they may have to use two of their colored armies or disks (from the Neutron

         Bombs, Killer Satellites, Missile Silos and Spaceports) to record other items in their

         Supply Center.

         Seven-player game

         Meters and Supply Centers: Give each player a Supply Center and five black disks to

         start the game. Later they may need to use one of their colored armies or disks (from

         the Neutron Bombs, Killer Satellites, Missile Silos and Spaceports) to record an item in

         their Supply Center.

         Six or less

         Meters and Supply Centers: Give each player a Supply Center and six black disks to

         start the game.



         The Territories and Resource Cards of the Middle Powers

         Note: These instructions should be followed when you use the Resource Deck supplied

         with Supremacy. Instructions for Resource Deck Two are outlined in the next section.

         

         Australasia is comprised of the following home territories: Eastern Australia, Western

         Australia, Indonesia and New Zealand.

         

         Sort the seven Resource cards which belong to these territories from the Resource

         Deck. There are three grain, two oil and two mineral companies. Australasia starts the

         game with these seven cards.

         

         Canarctica is comprised of the following home territories: Eastern Canada, Western

         Canada, Northern Canada and Greenland.

         

         Sort the four Resource cards belonging to these territories from the Deck. There are

         one each of grain and oil, and two mineral companies.

         

         Now, sort the grain Resource cards belonging to the neutral countries into a pile.

         Shuffle them and deal the top card to Canarctica. Repeat this procedure with the oil

         cards. Cararctica starts the game with six cards: four cards from its home territories

         and two from the foreign territories.

         

         Choose a superpower: from the six that came with Supremacy or from the two Middle

         Powers.

         

         Armies and Navies:

         Australasia places one light blue army on each of its home territories - Eastern

         Australia, Western Australia, Indonesia and New Zealand.

         Canarctica places one dark blue army on each of its home territories - Eastern

         Canada, Western Canada, Northern Canada and Greenland, plus the foreign territories

         where its grain and oil companies are located. Follow normal Supremacy procedure for

         the other superpowers.

         

         

         

         Rules for the Warlords and Pirates of the Neutral Zones

         Placing the Warlords and Pirates:

         Do not place Warlords in neutral territories belonging to a Middle Power at the start of

         the game. Pirates likewise cannot be placed in seas adjacent to those territories.



         

         

         

          Rules Relating to Resource Deck Two

         

          The Middle Powers can be used with Resource Deck Two when playing the Double

          Deck or Double Shuttle-Split rules. They can't be used with the Stand Alone rule.

         

         

Deck Two Cards of the Middle Powers

         

          Australasia: Sort the three Resource cards belonging to the home territories and the

          Timor Sea from the Resource Deck. There are one grain and two oil companies.

         

          Canarctica: Sort the four Resource cards belonging to the home territories from the

          Resource Deck. There are one grain and three mineral companies.

         

          Use these cards, plus the cards that came with Supremacy, to play the game using

          Resource Deck Two rules.

         

         

Double Deck

         

          Sort the mineral Resource cards which belong to the neutral countries into a pile.

          Shuffle them and deal the top two cards to Australasia. Australasia will have 12

          Resource cards.

         

          Sort the oil Resource cards belonging to the neutral countries into a pile - then shuffle

          and deal the top three to Canarctica. Repeat this procedure with the grain cards, but

          just draw the top card. Canarctica has 12 Resource cards.

         

          Then play the game with the Double Deck rule as detailed in the Resource Deck Two

          rules.

         

         

Double Shuffle-Split

         

          When using this rule, play with the number of cards recommended for a six-player

          game.
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