The Unconventional Forces

Assassins, Spies, Saboteurs, Biowar,

Chemwar and Envirowar

         

         Expansion Set for

         SUPREMACY

         The Game of the Superpowers

                  

         Rules of Play

         

         About the Unconventional Forces



         Subvert your enemies. Use the special services of assassins, spies and saboteurs

         to get the edge on your foes before the battle begins. Spies can find top secret

         information. Saboteurs can destroy valuable resources in an enemy's supply cen-

         ter or overthrow the foreign governments of warlords and pirates. Saboteurs can

         solve your big problems quickly and efficiently.

         

         Send your best admirals and generals to lead your forces in the heat of the

         battle. Depending on their skill, they could make the difference between victory

         and defeat. If needed, you can send assassins to eliminate enemy admirals and

         generals and perhaps turn the tide of the battle in your favour.

         

         Special Weapons in the fields of biological, chemical and environmental warfare

         will broaden your tactical choices. This unholy trinity of science gives you new

         and cheap, but deadly, weapons. Use these test-tube weapons from smallpox to

         nerve gas to destroy armies and grain fields or to create hurricanes that will

         crush naval fleets with one blow.

                

         Playing Equipment

         Officer Roster Sheet: Lists the names of three generals and two admirals for each

         Superpower.

         

         Two Special Services Card Decks: 40 Saboteur cards in one deck; 15 Assassin

         and 25 Spy cards in the other.

         

         Special Weapons Cards: Deck of 60 biological, chemical and environmental war-

         fare cards comprising 20 Biowar, 5 Biowar-Antidote, 20 Chemwar and 20

         Envirowar.



         Setting Up

         Photocopy the Officer Roster Sheet. Give one copy and a pencil to each player.

         

         Secretly locate and rate your admirals and generals. Each player determines the

         headquarters location and the Leadership Rating for each of his officers by

         rolling one die and recording the number on the Officer Roster Sheet.

         

         For example, if the person playing the USA rolls a 3, he would put 3 opposite

         General Doug Kellaway under the Offense column. Repeat this procedure for the

         Defense column and for each of the remaining admirals and generals.

         

         Under the Headquarters column each player must write the name of the territory

         where the officer is based. Officers may only be located in territories or seas

         which the player occupies with at least one army or navy. This means at the

         game's start all officers must be located in territories. They can't be located in

         seas until later in the game when the player has built a navy.

         

         Sort the two Special Services card decks into three piles according to their suit:

         Assassins, Spies, and Saboteurs. Shuffle the Assassin cards and deal one to each

         player. Repeat for Spies and Saboteurs. Now, shuffle all the cards together and

         put them face down on the game board in the top right corner.

         

         Shuffle the Special Weapons deck and put it face down on the game board in the

         top right corner. Don't deal these cards to the players. Players will receive them

         later in the game.

         

         

         

         The Officer Rating Sheet

How to Transfer Officers

         A player may secretly transfer some or all of his officers at the end of any stage

         or during Step E of the conventional battle drill. They can be moved to other

         territories or seas where he has an army or navy. Remember to note the changes

         on the Officer Roster Sheet.

         

         Two (or more) officers may be based in the same territory or sea, however, only

         one can be in command during a battle. His leadership points are the only ones

         added to the die roll.

         

         Generals may be transferred to navies and admirals may be transferred to

         armies. Their Leadership Ratings do not apply during a Battle however and

         generals can not lead navies or admirals lead armies.

         

How to Use Officers in Battles

         The following rules are used in addition to the attack rules found in the basic

         game.

         

         Offense: When a player attacks from a territory or sea where his general or admi-

         ral is located, he adds the Offense Rating of that officer to his die roll at

         Step D of the conventional battle drill.

         

         Defense: When a player is attacked in a territory or sea where he has positioned

         a general or admiral, he adds the Defense Rating of that officer to his die roll at

         Step D of the conventional battle drill.

         

         Amphibious Assaults: A general and his troops may be transferred to a navy. His

         Offense Rating can only be used during the amphibious assault. If the navy

         already has an admiral on board, then his Offense Rating can also be used. Dur-

         ing the battle, it is assumed that the general is ashore with his troops and the

         admiral is stationed with the navy. Offense Ratings for both officers are added to

         the die roll.

         

         Airborne Assaults: Generals may fly with their armies to a battle. They must stay

         with their armies until they win, are destroyed or surrender.

         

Leadership Rating Changes

         The leadership abilities of the officers change after each battle depending on the

         outcome. This indicates the officer's ability to plan and pursue his military objec-

         tives. The maximum rating for an officer (either offense or defense) is 6. The

         minimum is 0.

         

For Attacking Officers

         The attacking officer's Leadership Rating is adjusted at the end of each attack, in

         accordance with the following results.

         

         Decisive Victory: Attacker destroys all of his opponent's forces at the target of the

         attack and loses none of his own.

         Rating Change: Up 2

         

         Bloody Triumph: Attacker destroys all of his opponent's forces at the target of

         the attack and loses some of his own.

         Rating Change: Up 1

         

         Standoff: Attacker destroys some or none of his opponent's forces at the target

         of the attack and loses none of his own.

         Rating Change: None

         

         Bloody Defeat: Attacker destroys none of his opponent's forces at the target of

         the attack and loses some of his own.

         Rating Change: Down 1

         

         Vanquish: Attacker loses all of his forces in the Battle.

         Rating Change: The admiral and/or general is dead and no longer in the game.

         So are any other unlucky officers who happened to be based in that territory or sea.

         

For Defending Officers

         The defending officer's Leadership Rating is adjusted at the end of each attack,

         in accordance with the following results.

         

         Decisive Victory: Defender destroys all of his opponent's forces at the target of

         the attack and loses none of his own.

         Rating Change: Up 2

         

         Bloody Triumph: Defender destroys all of his opponent's forces at the target of

         the attack and loses some of his own.

         Rating Change: Up 1

         

         Standoff: Defender destroys some or none of his opponent's forces at the target

         of the attack and loses none of his own.

         Rating Change: None

         

         Bloody Defeat: Defender destroys none of his opponent's forces at the target of

         the attack and loses some of his own.

         Rating Change: Down 1

         

         Vanquish: Defender loses all of his forces in the Battle.

         Rating Change: The admiral and/or general is dead and no longer in the game.

         So are any other unlucky officers who happened to be based in that territory or sea.

         

         Withdraw: For a general to withdraw, he must take at least one of his armies with

         him to an adjacent territory. An admiral must take at least one of his navies to an

         adjacent sea.

         Rating Change: Down 2

         

         Surrender: If the officer surrenders, he is captured by the attacker. He is no

         longer in play, and can't be used by the captor, except during interrogation when

         the attacker can demand secret information. The captor can privately ask the

         defender for any three of the following secrets.

         

         a) Amount of money the defender has on hand.

         b) Location of all his Resource cards.

         c) Names, ratings and posts of all his fellow officers.

         d) Type and Tech level of all his High Technology cards.

         e) Type and level of all his Special Services cards.

         f)  Type and level of all his Special Weapons cards.

         

         Prisoner Exchange: The captor can trade the prisoner at any time to any player

         for whatever terms they can agree to. The player to whom the prisoner is traded

         is also entitled to know the answers to the three questions asked by the captor.

         He can't however ask for additional or different secrets.

         

Strategic Weapons Casualties

         If an officer in a territory is nuked or neutron bombed, then he is considered

         dead and no longer in the game.

         

Special Weapons Casualties

         If Special Weapons such as biological, chemical or environmental warfare are

         used in battle, the officer is only considered dead if all of his forces are destroyed

         during the battle.

         

        The Special Services



How to Get Special Services Cards

         On each Stage 1, a player receives another Special Services card if he paid the

         salaries of all his armies and navies. The player draws the top card from the

         Special Services Deck. He does not pay additional money for this card.

         

How to Use the Special Services

         A player may play up to three Special Services cards, one from each suit, at the

         start of any stage. He may not play two or more cards from the same suit on the

         same turn. The cards can be played in any order. If two or more players want to

         use Special Service cards, roll a die to decide who goes first, second etc.

         

Assassins

         Assassin cards can be played at the start of any stage. Assassins can attempt to

         eliminate admirals and generals only, but not if they are located in a deep blue

         sea.

         

         Border Hits: This is when a player attempts to assassinate an officer located in a

         territory or sea which is adjacent to one that he occupies with an army or navy.

         

         Remote Hits: This is when a player attempts to assassinate an officer located in a

         territory or sea which is not adjacent to one that he occupies with an army or

         navy.

         

Mission Sequence for Assassins

         

         Identify Mission: The attacker announces at the start of any stage that he is send-

         ing an assassin on a mission. He must identify which officer and in which terri-

         tory or sea the assassin will make his attempt. If the officer's name or location is

         incorrect according to the defender's records, then the assassin has failed and

         the card is returned to the deck.

         

         Send Assassin: The player turns his assassin card over.

         

         Assassin Roll: The attacker rolls one die and adds the points on his card (Border

         or Remote) to his total.

         

         Officer Roll: The defender rolls one die and adds the Defense Rating of his

         officer to his total.

         

         Mission Results: If the assassin has the highest total, the officer is dead and no

         longer in the game and the player keeps his assassin card. If the officer has the

         highest roll, the assassin is dead and the card is returned to the deck.

         

         If it is a tie, they are both dead, the officer is out of the game and the assassin

         card is returned to the deck.

         

         Spies

         Spy cards can be played at the start of any stage. A player can spy on another

         for one of the following secrets.

         

         a) Amount of money the defender has on hand.

         b) Location of all his Resource cards.

         c) Names, ratings and posts of all his officers.

         d) Type and Tech level of all his High Technology cards.

         e) Type and level of all his Special Services.

         f)  Type and level of all his Special Weapons.

         

Mission Sequence for Spies

         

         Identify Mission: The attacker announces at the start of any stage that he is send-

         ing a spy on a mission. He must identify which nation and which secret he will

         attempt to find.

         

         Send Spy: The player turns his spy card over.

         

         Spy Roll: The attacker rolls one die and adds the points on his card to his total.

         

         Counterspy Roll: The defender rolls one die and if it ties or exceeds the total

         points of the attacker, then the spy is considered a double agent. Now, the

         defender may choose and attempt to find a secret from the attacker using the list

         below. The attacker isn't allowed to find any secrets.

         

         Mission Results Roll: The player who won the above roll must roll one die and

         add the points on the spy card to his total. He gets to see the secret he chose, if

         his total points match or exceed the points required.

         Spy Mission                                       				Points Required

         a)	Amount of money the player has on hand  			4

         b) Location of all his Resource cards  				5

         c) Names, ratings and posts of all his officers  			6

         d) Type and Tech level of all his High Technology cards 		7

         e) Type and level of all his Special Services  			7

         f)  Type and level of all his Special Weapons  			7

         

         Discard Spy: The spy card is returned to the deck after the mission.

         

Saboteurs

        Saboteur cards can be played at the start of any stage. They can perform the fol-

        lowing missions.

         

        a)  Destroy Resource Units

        b)  Destroy Resource Cards

        c)  Destroy an Army or Navy

        d)  Destroy Missile Silos

        e)  Destroy Spaceports

        f)   Destroy Nukes and Neutron Bombs

        g)  Destroy L-stars and K-sats

        h)  Coup d'etat (Overthrow a Warlord or Pirate)

        

Mission Sequence for Saboteurs

         

        Identify Mission: The attacker announces at the start of any stage that he is send-

        ing saboteurs on a mission. He must identify which nation and which mission he

        will attempt.

         

        Send Saboteurs: The player turns his saboteur card over.

         

        Saboteur Roll: The attacker rolls one die and adds the points on his card to his

        total.

         

        Mission Results: The attacker accomplishes the mission, depending on his total

        points as follows.

         

        a) Destroy Resource Units

        Destroy one resource unit for every three points. The saboteur may only attempt

        to destroy one type of resource, such as oil. For example, if he rolled a six, he

        could destroy two oil units. He can't destroy one oil unit and one mineral unit.

        The defender deletes the resources from his supply center.

         

        b) Destroy Resource Cards

        Destroy one resource card for six or more points. If the saboteur destroys the

        resource card, it is out of play until the defender repairs it. The defender can

        repair the company by rolling one die and paying $100 million to the bank for

        each point on the die. However, he must wait one turn before the company starts

        to produce resources.

         

        c) Destroy an Army or Navy

        Destroy one army or navy for six or more points. The attacker may remove the

        army or navy of his choice.

         

        d) Destroy Missile Silos

        Destroy one missile silo for every three points. The attacker may remove the 

        missile silos of his choice.

         

        e) Destroy Spaceports

        Destroy one spaceport for six or more points. The attacker may remove the

        spaceport of his choice.

         

        f) Destroy Nukes and Neutron Bombs

        Destroy one nuke or neutron bomb for seven or more points. The defender

        deletes one nuke or neutron bomb from his supply center.

         

        g) Destroy L-stars and k-sats

        Destroy one L-star or k-sat for eight or more points. The defender deletes one

        laser star or killer satellite from his Supply Center.

         

        h) Coup d'etat

        Overthrow the government of a warlord or pirate for nine or more points. The

        attacker replaces the warlords' armies with his own armies, at no cost. The same

        procedure applies when the government of a pirate is overthrown.

         

        If the saboteur fails, the card is returned to the deck.

         

        K.l.A. Roll: If the saboteurs succeed, roll one die to see if they survive the attack.

        If the roll is 1, 2 or 3 they did not and the saboteur card is returned to the deck. If

        the roll is 4, 5 or 6 they survive and the player keeps the card.

         

        The Special Weapons

        How to Research and Develop Special Weapons

        Players may not research & develop Special Weapons on the first turn. However,

        they may start to research and develop them on the second turn during Stage 6.

         

        A player draws the top card from the Special Weapons Deck. He pays the bank

        $500 million for the technology and keeps the card a secret from the other play-

        ers. The player may not draw another card this turn.

         

        Biowar and Chemwar

How to use Biological and Chemical Weapons

        A biological or chemical weapon can be used during Stage 4 of the conventional

        battle drill. These weapons can only be used when armies and/or navies are

        attacking armies.

         

        At Step B of the battle drill, the attacker must turn over the Biowar or Chemwar

        card he plans to use. He can only use one card per attack. The attacker must pay

        $100 million to the bank, for each point on the card.

         

        At Step D of the battle drill, the attacker adds the points noted on the card to his

        die roll.

         

        The players continue with the remaining steps of the conventional battle drill.

         

        Note: The defender may use his Biowar or Chemwar Weapons, but only when

        attacked by armies. He follows the same steps which are described above for the

        attacker.

         

Biowar Antidote Cards

        If the defender has a Biowar Antidote card for the biological weapon being used

        against him, he can use it by turning the antidote card over during Step D of the

        battle drill. The attacker can't add the points to his die roll. The defender doesn't

        have to pay any money to use the antidote card.

         

        For example. let's suppose the attacker uses the Biowar - Anthrax card. If the

        defender has the Anthrax - Antidote card, then the attacker's Biowar card has no

        effect.

    �       Envirowar

How to use Environmental Weapons

       Environmental weapons can only be used during Stage 4. If two or more players

       want to use Envirowar cards, roll a die to decide who goes first, second, etc.

       They can't be used during the conventional battle drill. The players must follow

       the Envirowar Attack Sequence. A player may only play one card per attack. The

       attacker must have an army or navy adjacent to the territory or sea under attack.

         

Operation Specifications Table

       The following table indicates the name of the envirowar operation, whether it

       affects territories or seas, and the targets it can destroy, such as a resource card

       or army.

       

       Name of     		Affects   	Affects		Targets

       Operation		Territories     	Seas     	Cards    	Military

       Cloud Burst 	yes       		no    		grain   		armies



       Harvest Wind          yes     		yes      		grain  		armies

       							oil      		navies

       							mineral  	spaceports



       Sun Dust    		yes       		no      		grain    		armies



       Star Drop   		yes       		no      		grain    		armies

       									L-stars

       									K-sats



       Babbling Brook	yes     		no       		grain  		armies

       									L-stars

       									K-sats

         

       Note: Only Operation Harvest Wind can be used against navies, spaceports or

       companies located in seas.



       Target Destruction Table

       The following table shows how many points are required to destroy the chosen

       target.

       

       Targets                                       Points Required

         

       Resource Cards:

       	grain				7

       	oil				7

       	mineral				7

         

       Military:

       	navies              			Destroy one navy for every 4 points

       	armies				7

       	spaceports			5

       	L-stars				8

       	K-sats				8

         

Envirowar Attack Sequence (EAS)

       Identify Territory or Sea: The attacker announces that he is making an Enviro

       Attack. He must identify which territory or sea he is attacking. A player can only

       use one card per attack.

       Identify Target: The attacker must identify which target, i.e. grain company,

       army, navy etc. he is attempting to destroy.

       

       Deploy Envirowar Weapon: The player turns his Envirowar card over. The

       attacker must pay $100 million to the bank for each point on the card.

         

       Envirowar Roll: The attacker rolls one die and adds the points on his card to his

       total.

         

       Envirowar Results: Destroy chosen target if your total points match or exceed the

       points required. The attacker decides which target is destroyed.

         

       If the Envirowar Attack destroys a resource card, it is out of play until the

       defender repairs it. The defender can repair the company by rolling one die and

       paying $100 million to the bank for each point on the die. However, he must wait

       one turn before the company starts to produce resources.

         

       Note: Since the Envirowar Attack Sequence is not part of the conventional battle

       drill, the attacker can't occupy a territory or sea that he attacks. Also, the

       defender can't counterattack. After all, can he be sure that these unusual weather

       events aren't mother nature?



       Other Rules of Play

Buying, Selling or Trading Unconventional Forces

       Special Services cards can't be sold or traded, but Special Weapons cards may

       be sold or traded during Stage 6.

         

Spoils of War

       When a player captures an opponent's country he also takes all of his Special

       Services and Special Weapons cards.

         

Winning the Game - Détente

       For valuation purposes each Special Services card is worth $250 million. The

       same value applies to Special Weapons cards.

         

       Rules Relating to the Warlords and Pirates

       Buying and Selling Unconventional Weapons

       Warlords and pirates will always buy biowar and chemwar weapons, but will not

       buy envirowar weapons or Special Services cards. They will only buy weapons

       which are more powerful than the ones they already own.

         

       For example, suppose a warlord's most powerful weapons are: biowar - small

       pox, and chemwar - phosgene. The warlord will only buy a weapon which is

       more powerful than those two, such as biowar - black plague, or chemwar -

       prussic acid.

         

       Warlords and pirates will always buy any antidote card they don't already own.

�       The table below shows what they will buy and sell and at what price. Record the

       type of weapon purchased, next to the name of the warlord or pirate in the

       supply center.

       

       Weapon		Buying Price	Selling Price

         

       Biowar:

       Small Pox		600 million     	1.2 billion

       Yellow Fever           	700    “”    	1.4   “”

       Botulin A                	800    “”		1.6   “”

       Black Plague      	900    “”    	1.8   “”

       Anthrax                  	1 billion  	2.0   “”

         

       Antidotes:

       Small Pox          	1.0 billion     	2.0 billion

       Yellow Fever         	1.250  “”    	2.5    “”

       Botulin A                	1.500  “”    	3.0    “”

       Black Plague        	1.750  “”    	3.5    “”

       Anthrax                  	2.0      “”  	4.0    “”

       

       Chemwar:

       Cyanide                 	1.0 billion 	2.0 billion

       Mustard Gas 	1.250  “”      	2.5    “”

       Phosgene           	1.500  “”       	3.0    “”

       Prussic Acid       	1.750  “”       	3.5    “”

       Nerve Gas           	2.0      “”   	4.0    “”

         

How Warlords and Pirates Use Biowar and Chemwar

       Warlords and pirates always use biological and chemical weapons when they are

       attacked. They always use the most powerful weapon.

         

       For example, if a warlord has a choice between using a biowar weapon like

       anthrax and a chemwar weapon such as mustard gas, the warlord would choose

       anthrax. However, if the biowar and chemwar weapons are the same strength,

       the warlord always chooses chemwar. This is because there are no antidote

       cards for chemwar. Warlords and pirates don't have to pay any money to use

       biowar or chemwar weapons.

         

How Warlords and Pirates Recover from an Envirowar Attack

       If any resource cards are destroyed, they always start producing resources again,

       one turn later.

         

       Rules Relating to the High-Tech Edge for

       Conventional and Strategic Forces

         

       High-Tech Edge points can be used whenever the conventional battle drill is

       followed. Otherwise they have no effect.

         

       Rules Relating to Fortuna

         

       If a disease such as small pox breaks out in a player's territory, and he has a bio-

       war antidote card for it, then there is no effect. It costs him nothing to use the

       antidote card.
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