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         Rules of Play


                            


         About the Neutron Bombs and Killer Satellites


         


         Please note: This expansion set makes the Simultaneous Random Play (SRP) rule


         mandatory for play. For a full description see the basic play rules which came with


         your game.


         


         This expansion set introduces new weapons to Supremacy. The neutron bombs and killer


         satellites give the players more tactical and strategic options during battle.


         


         Using these rules allows you to fire neutron bombs at territories, destroy opponents'


         armies, then occupy their territory with your own forces and capture their resource cards.


         Killer satellites are used to attack laser stars as well as killer satellites and are subject to


         attack, in turn, by L-stars. Killer satellites can also shoot down nukes and neutron bombs.


         


         Missile silos are used to launch nukes and neutron bombs while L-stars and killer satellites


         are launched from spaceports.


         


         


         Playing Equipment


         


         Colored disks are color-matched to each superpower. Use them to record the number of


         neutron bombs and killer satellites in your supply center. They are also used to represent


         the missile silos and spaceports when placed on the game board.


         


         Colored mushroom clouds are color-matched to each superpower. Use them to mark


         where a neutron bomb has exploded.


         


         Each colored disk represents one missile silo. Two disks, placed one on top of the other,


         indicate spaceports.


 


         Setting Up


         


         When setting up the game, give each player the colored mushroom clouds and disks that


         match his/her superpower.


         


         How to Assemble the Spaceports


         Count out 12 colored disks per superpower. Separate them by color and divide each


         colored set into six pairs of two disks. If you wish, glue two disks together to give them


         more stability - one on top of the other - to represent the spaceports. Each player is


         allowed a maximum of six spaceports.





         How to Build Neutron Bombs, Killer Satellites, Missile Silos and Spaceports


         


         Players are not allowed to build neutron bombs, killer satellites, missile silos or spaceports


         until Stage 6 of the second turn.


         


         The Secret R&D Agenda


         At the start of Stage 6 on the second turn, all players should write out in order (secretly) the


         weapons they choose to research and develop. Players then reveal their choices and


         begin researching and developing the weapons in the listed order.


         


         For example, if you list laser stars, neutron bombs and killer satellites, followed by nukes,


         you must research and develop laser stars first, then neutron bombs and so on down the


         list. You can not change the order or skip items on your R&D Agenda. You may however


         stop R&D at any time and on your next turn to build weapons, change the order of the R&D


         Agenda.


         


         Rotational R&D


         The first player to research and develop weapons may only do this for the weapon which


         appears as first choice on his R&D Agenda. The second player R&D's his first weapon


         choice, and so on.


         


         Once all players have had a chance to R&D for their first weapon choice, the player who


         had first turn attempts to research and develop his second weapon choice. This rotation


         continues until all players have completed or 'passed' on their R&D decisions.


         


         First Neutron Bomb


         Each player builds his first neutron bomb by researching and developing it. Do this by


         shuffling the Resource Deck, announcing that you are looking for a neutron bomb. Turn


         cards over one by one, paying the bank $200 million for each card turned over.


         


         If you find a nuke card, you have successfully completed research and development for


         neutron bombs. The nuke card is used for R&D of both nuclear and neutron technology,


         depending upon the weapon chosen.


         


         On finding a nuke card you must pay $750 million to the bank and remove one mineral unit


         from your supply center. Place one colored meter on your supply center (where it says


         nukes) to show you have one neutron bomb. You must also pay $100 million for a


         Missile Silo for use as a launch site. Place a colored disk on one of your home territories or


         a foreign territory where you have an army to indicate a missile silo.


         


         The nuke card is returned to the deck. You may not build any more neutron bombs this


         turn. Should you decide to stop turning cards before finding a nuke card, you must still pay


         the money to the bank for each card turned over.


         


         Additional Neutron Bombs and Missile Silos


         On subsequent turns to build weapons, players who have already researched and


         developed their first neutron bomb may build more. The cost is $750 million plus one


         mineral unit for each. Additional neutron bombs are stored in the supply center by moving


         the colored meter one spot to the right for each. The maximum number of neutron bombs


         you may have in your supply center is 12.


         


         You may build more missile silos by paying $100 million to the bank per silo. There is no


         limit to the number you may build and place in a territory.





         How to Store Nukes and Neutron Bombs


         You may store up to 12 nukes and 12 neutron bombs in your supply center. Use the black


         disk to record the number of nukes and the colored disk to record the number of neutron


         bombs.


         


         First Killer Satellite


         Players must build their first killer satellite (or K-sat) through research and development.


         Do this by shuffling the Resource Deck, announcing that you are looking for a killer satellite.


         Turn cards over one by one, paying the bank $200 million for each card turned over.


         


         If you find an L-star card, this means you have successfully completed R&D for K-sats. The


         L-star card is used for researching and developing both laser star and killer satellite


         technology, depending upon the decision of the player.


         


         When you find an L-star card, you must remove two mineral units and pay $1,500 million to


         the bank. Now place one of your colored meters on your supply center (where it


         says L-stars) to show you have one killer satellite. You must also pay $200 million for a


         spaceport. Two colored disks, one on top of the other, represent your spaceport. You may


         build spaceports in any home territory or foreign territory where you have an army.


         


         The L-star card is returned to the deck. You may not build any more killer satellites this turn.


         Should you decide to stop turning cards before finding an L-star card, you must still pay the


         money to the bank for each card turned over.


         


         Additional Killer Satellites and Spaceports


         On subsequent turns to build weapons, players who have already researched and


         developed a killer satellite may build more K-sats. The cost is $1,500 million plus two


         mineral units per k-sat.


         


         Players may launch (build) one L-star or one killer satellite from each spaceport per turn.


         For example, if you have five spaceports, you can launch five L-stars or five K-sats or any


         combination Thereof per turn.


         


         Additional killer satellites are stored in the supply center by moving the colored meter one


         spot to the right for each. The maximum number of killer satellites which may be allocated


         to a supply center is 12.


         


         More spaceports can be built by paying $200 million (each) to the bank. You can place as


         many spaceports in a territory as you like.


         


         How to Store Laser Stars and Killer Satellites


         You can store up to 12 L-stars and 12 killer satellites in your supply center. Use the black


         disk to record the number of L-stars and the colored disk to record the number of killer


         satellites.


         


         


         How to Attack with Neutron Bombs


         


         Whenever players fire their neutron bombs, they must follow the Strategic Battle Drill as it


         appears on the game board. The attacks may only take place during Stage 4.


         


         You may only fire one nuke or neutron bomb from each missile silo per attack. Even


         though you may have six nukes and six neutron bombs in your supply center; if you have


         only three missile silos on the board, you may fire only three nukes or neutron bombs, or


         any combination which adds up to three, per attack.





         Neutron bombs may be fired at any territory or light blue sea. Any armies, navies, missile


         silos or spaceports within the area it strikes could be destroyed (see explanation below).


         The companies - Resource cards - are not destroyed and therefore remain in play.


         However, they are not able to produce any resources until the territory has been cleaned


         up and the companies repaired (see below).


         To show that a territory has been bombed, the attacker places one of his colored


         mushroom clouds on the bombed area. Armies may not travel through or occupy the


         bombed territory until the next turn. Resource cards can not produce resources until the


         area has been cleaned up. Colored mushroom clouds are not placed on light blue seas.


         


         The attacker takes all of the defender's Resource cards located in the bombed territory.


         


         How to Determine the Destruction of Military Assets


         (Armies, Navies, Missile Silos and Spaceports)


         At the end of Step D during the strategic attack, the attacker must roll one die once for each


         neutron bomb that strikes the target. He must remove one army, navy, missile silo or


         spaceport for each point on the die.


         


         For example, if one neutron bomb strikes a territory that has two armies and one


         spaceport, and the attacker rolls a two, he must remove both armies or one army and the


         spaceport. The attacker chooses which assets to remove. The remaining military assets


         are left on the territory, but out of play until the territory is occupied.


         


         How to Occupy a Bombed Territory or Sea


         During Stage 5 on the next turn, the player who fired the neutron bomb may occupy the


         bombed territory. If he doesn't occupy it that turn, on the following turn any player may


         occupy it. Any military assets located there go to the occupying player.


         


         Clean Up and Repair Costs


         When a player occupies a bombed territory or light blue sea, he may clean it up and repair


         the companies, so that they can produce resources. He is not allowed to build armies,


         navies, missile silos or spaceports in that area until it has been cleaned up.


         


         Clean up cost per territory is $500 million. Company repair cost is $100 million. These


         costs must be paid to the bank on Stage 5. The colored mushroom cloud stays on the


         territory for one more turn, until the next Stage 5. When this is removed, the territory begins


         producing resources for the following turn.


         


         If players do not pay the clean up and repair costs when first occupying a territory, they


         must wait until the next Stage 5 before paying.


         


         


         How to Attack with Killer Satellites


         


         killer satellites may be used to attack laser stars and other killer satellites. They can shoot


         down nukes and neutron bombs. In turn, k-sats may be attacked by laser stars.


         


         killer satellites do not count for dice during a conventional battle.


         


         Killer Satellite Attacks Laser Star


         When a killer satellite is used to attack a laser star, players roll one die each. The player


         with the K-sat adds two points to his roll.  The player with the highest number wins. The


         losing player removes his L-star or killer satellite. If they tie for points, only the laser star is


         destroyed.





         Laser Star Attacks Killer Satellite


         When a laser star is used to attack a killer satellite, the players roll one die each. The


         player (defender) with the killer satellite adds two points to his roll. The player with the


         highest number wins. The losing player removes his L-star or killer satellite. If they tie for


         points, both are destroyed.


         


         Killer Satellite Attacks Killer Satellite


         When one killer satellite is used to attack another, the players roll one die each. The player


         with the highest number wins. The losing player removes his killer satellite. If the die roll is a


         tie, the defender loses.


         


         Killer Satellite Versus Nukes and Neutron Bombs


         When a killer satellite is used to shoot down a nuke or neutron bomb, a one or two is a hit,


         a 3 to 6 is a miss, and nuke or neutron bomb proceeds to its target.


         


         Other Rules of Play


         The Mixed Cluster Shot


         Players may fire nukes and neutron bombs at the same time at one or more targets during


         attack. The defender decides which missile he is shooting down. If a nuke and a neutron


         bomb strike the same territory, only the black nuclear mushroom cloud is placed on the


         territory.


         


         Space Blast


         Neutron bombs may be fired at L-stars in space. When doing this, follow the Battle Drill


         Rules for Strategic Forces. The only difference is that all players may co-defend against


         this attack if they have L-stars and killer satellites. All are allowed to defend since if just one


         neutron bomb reaches its target, it destroys all L-stars and killer satellites (including the


         attackers). Any or all of the players who were attacked may counterattack, in any order and


         manner they wish.


         


         Neutron First Strike


         Immediately after the attacker identifies the target of attack with his armies and/or navies,


         the defender has the option of a Neutron First Strike. He may bomb the attacker anywhere.


         


         L-star Champion


         When a player attacks an unoccupied neutral territory, or another player, with nukes or


         neutron bombs, other players may come to the defense. These players are known as


         Champions. They may use their L-stars and k-sats to destroy the nukes and neutron


         bombs. When the Champions roll the dice to stop the nukes and neutron bombs with their


         L-stars, a 4, 5 or 6 is a miss. With their killer satellites, a 2, 3, 4, 5 or 6 is a miss. Champions


         may not counterattack.


         


         Spoils of War


         When a player's last home territory is captured, the conqueror also takes the neutron


         bombs, killer satellites, missile silos and spaceports.





         Winning the Game


         If the game ends in Détente, the following amounts should be applied for the valuation of


         neutron bombs, killer satellites, missile silos and spaceports.


                 neutron bombs		$375 million each


                 killer satellites     		$750 million each


                 missile silos			$50 million each


                 spaceports			$100 million each


         


         Coup Final


         Neutron bombs do not count for the Coup Final (Nuclear Winter) rule.


         


�
         Rules Relating to the Warlords and Pirates of the Neutral Zones*


         


         The Mutant Warlords Emerge


         If none of the players occupy a bombed territory by the third turn following the neutron


         attack, then the Mutant Warlords emerge and occupy the territory. Any superpower armies


         in the territory are exchanged for Warlord armies. Any missile silos or spaceports in that


         territory become the property of the Warlord. Also, the Marshall rolls one die to see how


         many more Warlord armies are in the territory. If he rolls a three, then he places three more


         armies in the bombed territory. The neutron mushroom cloud remains on the territory.


         During a conventional attack, the Mutant Warlords get three dice as defenders.


         


         First Strike


         Warlords and pirates always launch a nuclear first strike when attacked. If they have


         neutron bombs they also fire them according to the Strategic Attack Rule in the Warlords


         and Pirates expansion set.


         


         Weapon Price List


         The following list shows the price payable for weapons by Warlords and Pirates and the


         maximum number they are allowed to own. When Warlords buy a nuke or neutron bomb


         they always insist on buying a missile silo. Otherwise they will refuse to buy the weapon.


         Pirates don't need to buy missile silos as they can fire nukes and neutron bombs from their


         navies. The Warlords and Pirates will sell their weapons to a player for twice the price they


         paid. However, they will never sell missile silos. If they happen to own a spaceport, they will


         sell it for $800 million. Warlords and Pirates will only buy L-stars and killer satellites already


         in space, therefore they d6n't buy spaceports.





                 Weapon			 Price 		Maximum #


                 neutron bombs		$1,500 million	12


                 missile silos			200 million	12


                 killer satellites		3,000 million	12





         *The Warlords and Pirates expansion set adds new armies and navies which occupy the


         neutral zones.
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