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I. Procedural Rules:

A. Head of the Empire Association:

The Head of the Empire Association is responsible for main-
taining the rules, starting new games, and the storage of game
equipment while the game is not in session. He validates rules
change and clarifications petitions. He is responsible for the ..¢ niiure
archives. He has the right to change the rules by fiat when the . o
game is not in session, but must announce any new rules before
the beginning of the next game. These rules may be rejected by
a majority vote.

B. Starting the Game:

Each player draws one card from a normal deck of fifty-two
cards., Cards are ordered normally--Ace high, suits ordered as
in bridge (spades, hearts, diamonds, clubs)--; the player with
the high card places his capital first, all other players follow-
ing in order of their cards. No capital may be placed within 12
BTA of another capital. After all capitals are placed, all players
again draw cards in the same manner to determine movement order,
These actions constitute a zero turn.

Placed capitals contain the following starting resources:
10Bm, 104 5 St, 5Fe, 5C, 50, 5X,5Cu, 5Al, 5 Rr, 6 cmx,
4 hmx, 3 t&d, 10 food, 10 confidence, 4 colony pieces, 1 govern-
ment coolie, 1 SAC, 30 coolies, -&—1-cow-or bulrt-{tro be -determin- A
.ed by the-roll of one die: 1,3,5 - ki ; 2,4,6 - wwv TTvthis—rell— o
.being witnessed by at.least one other player): FEach player re-
ceives additionally any two of the following: 1 cargo ship,
1 cargo plane, 6 squares of road, 6 squares of railroad, 3 0il
Tankers, 6 squares of power line, 1 truck, 1 locomotive, 2 roll-
ing stock, “E=1FEEge,, 1 square canal (a player may choose his
two things from the same category--e.g., 12 squares of road, or
2 cargo ships). The selfsmobilié«gb jects chosen must start from
the capital, and appear there at the beginning of thenplayer's
Turn 2. - Impobile objects chosen must follow path(s) taken by
coolie(s)VS%%fﬁ?ﬁ' , and also appéﬁi anfsge beginning of the
player's Turn 2, vtecsmn Lafram st SanKaey
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- El The Twenty-Four Hour Rule
Each player is allqwed .a 24-hour period from the time the

player beforefhimfbeIS%bu ,/during which he must make his

move. If a player has not rolled out by the end of his 24-

hour period, confidence may be rolled for that player without

any opportunity for that player and his countries to make any

moves., Whenever a player rolls out or is rolled out in viola-

tion of the 24-hour rule, that player shall have Modified Confidence

Rolls (MCR'S) determined as follows: For each full 24-hour

period between the beginning and the end of the player's turn,

the roll of confidence shall be reduced by 1 to provide the MCR,

provided that the MCR shall in no case be less than 2, When

a player is affected by an MCR, all of his countries will be

affected in like manner. When a player has an MCR, the change in
- confidence will be calculated using R # MCR, not R = die roll.
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The confidence roll and MCR will both be entered under "roll"
on the economic record, separated by an arrow (-). Thus, if a
country has a roll of 7 and an MCR of 6, the entry shall be:
"7-6". (If only one number is entered on the economic record
under "roll", players may assume that number to be the actual
roll and not the MCR., “If a player is rolled out, any moves
already written down for that turn (as well as the implications
of those moves) will stand, and no changes in these moves may
be made. (Note: military attacks may not be implied save by
the rolling of military attacks.)

The roll of confidence (with 2 regular dice) ends a player's
turn, and is termed 'rolling out'. Such rolls must be witnessed
by at least one other player, and must be recorded on the Move
Order Sheet as to the time and date. No person may legally move
out of turn;/thewon&ywwayw%ewmovewsimuitanéﬁdsIy”Wifﬁwaﬁcther
ptrayer~18 t6 transfer control 'of one's country to that player.:

The 24-hour rule may be suspended for a spec1f10 time length
by simple majority vote, '..*» pethine mey ot s lia AT




. Transfer of Control:

No oconditions may be placed on a transfer of control,
Control may be transfered from one player to another of any
sefl-mobile plece, To transfer control, a player must make

a written or a witnessed verbal statement surrendering control
of the object; the player recieving the object must make a
similar statement accepting cecontrol of the object,

1. 8eizure of Control:

It 1s possible to seize control of any self-mobile object,
Ships and barges may only be seized while beached (exception:

s:e PIRATE SHIPS) or docked, alrplanes only when not in the
alir,

Any coolle may selze control of any of the above in the
same square as itself only Af there are no hostile coollies or
hostile military zones of control in thatsosquare, A land military
unit may seize control of any of the above in the same square as
itself only Af no hostile military zones of cont¥ol extend into
that square* It is not possible to seize objects in adjacent
squares, A coollie in a cargo ship may seize control of the
ship unless a hostile coolle or hostile military coolie is also
aboard the ship. A military coollie in a cargo ship may selze
control of the ship unless there is another hostlle military
coolie aboard the ship, Control of a dbarge, sallboat, rubber life
raft, yacht, luxury liner may be selzed by a cargo ship, if
said u?its are wnoccupied or not being towed (as in the case of
barges),

When a player seilzes control of any type of unit from another
player, he must make a notation to that effect in the affected
player's records on the trade sheet, listed as to time in tupn
order selzed,

Non~gelf=-mobile units which are mobile if carriéd may not be
technically 'seized’, however, an action to the effect of a
selizure may be made undexr the restrictions above for self-mobile
objects, These are merely involuntary ‘'trades', and are treated
as such, although the player to which such an involuntary trade
is made must 1list said trade in the player?s records from whom
the item(s) were 'traded,’ o —
¥ 1\% o SAC moves %»L{( da sqiare wherg o C?}V%@bh%a er CaNQE lane
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Two or more countries moving seperately may not do anything
that could not have been done if they had been moving as one
country., No plece belonging to any comntry may move twilce
before before all other countries have had the chance to move
onoe,

G ¥, Balkanization

Any player may divide his country into any number of sub-
countries by declaring that:he has done so on the turn sheet of the
original country on the turn in which it is done, creating the
necessary goverrnment coolies and records for each country, Ome

may obtain no real benefit from balkanization, or from
of balkanized countries, ’ possession



A Balkanized country is placed in the turn order immediately
after the country fromwhich it was Balkanized, A Balkanized
country does not recieve a separate 24-hour time slot unless it
is run by a player who is not currently running any other country.
A player must list g;% of his Balkanized eoyntries plus hls origl=
nal and acquired countries, plus the order of thelr movement with-

in h1s turn, on a separate sheet 1nside his recerés.&ex&mﬁmﬁ,fh,;,ﬂ
e : : ,‘t‘& [
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W Petltlons:‘

No petitions are effective retroactively, Rules Change Peti-
tions are used to modify, change or create rules, While the
game 1is in session, a Rules Change Petition requires an absolute
majority vote, Rules Clarification Petitions are used to clarify
amblguities and implications of existihg rules, and are passed
by a simple majority vote,

In any case where the written rules (i.e., this document)
and the unwritten rules (1l.e., those that exist by tacit consensus
among the players) stand in conflict, there exists an ambiguity
which may be interpreted, and which must be clarified by a
Rules Clarification Petition, Petrbions et wavtéiﬂﬁxfflg e TFored
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Empire 18 an open imformation game, A player nmust have
records which show everything that player has produced, and
everything under that player's control, Utilizing a player's
records and the board, any otheraplayer must be capable of
dtermining the posltlons of everything under the first player's
control, as well as the production of said player's countries,. —
The writing of military locations in black on black lines ofl the
map, or other confusing strategy, with reference in records only
to marked map locations, eonstitutes deception and 1s a viola~.
tiom of open information. Any move incorporating such tacties
1 1llegal,

Anything, the position of which 1s not listed in a players
records, may be assumed (a) not to exist, or (b) not to have
moved f&Pm its previous or infered position, at the option of
the interpreting player, (Bxception: a government coolie is
agsumed to exist unless it is explisitly stated to have killed
itself, or has been killed by hostile military,;or by some other
method by whlch codllies may be killed by oponents--e,gz,, by
being put out of supply, ete,)

One's opponents may assume that one'’s position 1s the one
which 18 most favorable to themselves in cases where your records
are ambiguous, By rolling out for a turn, a player forfelts any
further right to question and interpret the moves of an opponent.
made before that player turn. Any questions, dlsputes or inter-
pretations must have been posted or resolved prior to rolling
confidence, Interpretations may only be made duiring the inter=
preting player's turn, The act of interpreting an ambigulty
resolves that ambigulty, therefore, precluding future 1nterpre-
tations,

7 Each country's records must include:
a). Military Location Sheet: gives the location of all
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military units under the country's control, including land
forces, navy, and alr force, also the location of all SAU's,
HAU's, T&S's, Tanks, and similar items which may be used to
arm military, boibs, torpedoes, unimstalled naval s and
ack-ack, and-essge:-ships’cdrrying any of satd; I cove
b)., City Sheets: 1list all items in cities at the end of -
a turn, except those listed on military location sheetsvaéﬁgw¥,‘5 il
(note: a ship in the city's square 1s not necessarily in the .+
city; likewise for airplanes. ). ‘ G L,
¢). Turn Sheets: must include the exact location of every

. gg$food and resource gquare developed or abandoned during bthat
«“ turn, and must show the destruction of factories, aipports,
1 warehouses, docks, resources, movable and self-mobile items,

Also must show all items built during that turn, all resources
developed, and the total Cost, Investment and EDU for that
turn, Balkanizatiorns flso be shown here,

d). Eoonomic/Military Record Sheet:

Investment: indicates cumulative total of resoureé
Investment points as indicated in Economic Ruled,

Expenditure: same as Cost, indicates total for any
turn of Cost points, as explained on Economic Sheets and in
Economic Rules,

Popular Fund: a cumulative total, calculated as
(Previous Popular Fund) + (Current Turn's Cost) - (Tax).

Tax: % of current Popula® Fund,

Forelgn Exchange: 1indicates any Foreign Ald being
given or received,

Conf'idence: 1indicates level of €onflidence, calculated
as per instructions in Economlc Rules, Feod:

FoodParm Squares: indlicates number of fadis squares producing
at the beginning of a given turn,

Coolles: 1indicates the mumber of regular coolies under
a country's control at the end of a glven turn,

Population: 1indlcates the total number of military, govern-
ment and ambagsador coolies under a ocountry's control at the '
end of a given turn, /s cov v fuil :

Military Units: refers variously to the number of land,
naval and alr units which are under a country's control at the
end of a turn, after battles have been resolved,

~ Navy At Sea: refers variously to the number and type of
milisary ships at sea at the end of a turn, after battles have
been resolved, : R

Oil Due: '

For flights, 0,02 oil per flight, a flight being the
movement of military airplanes) during a'turn (in the air), thus
allowing intermediate stops without paying additional oll,
Calculated only for a given turn, not cumulatively,

For navy at sea, 0,10 o1l per battleship or carrier
per turn at sea, 0,05 per cruiser per turn¥ 011 must be con-
sumed for any military ship which is at sea at the end of the
turn, or has been at sea any time durnizg the turn., Also listed
only as oil due in a given turn, not cumulatively,

For Transport and Supply BTA, 0,10 911l per BTA per
Transport and Supply, applylng only to BTA consumed in movement 3
while armed, not in arming itself, nor in wnarmed transportﬁurblw&&ﬁ}ﬁW@
Also listed only as oll due in a given turn, Caanann,

Total 011 Due, reflects cumulative tosal of ol .
consumed during a given turn plus oil debts accumulated from the
¥ ,95‘50\\ per Ae_etroye%;}t =3
.02. )



previous turn, Partial units of 01l accumulated must exist
at the time of their use-~l,e,, there must be a full unit of
oll in a player's country to cover partial unit debts. As soon
as a full unit of oll debt is accumulated, said unit of oil
is consumed and deducted from that player's economic record,
Chemicals Due: 1listed cumulatively, reflects chemlcal
debt accrued through military attacks, as indicated under Mili-
tary Rules, Partial units of chemical are treated in a manner
similar to treatment of partial units of oil, shown above,
Military Pay: 1listed as military pay for current turn
plus acoumulated debt from previous turn, All land military
units must be paid 0.10 Cost per turn, Units destroyed during
a turn must be paid, Units disarmed during a turn need not
be pald, if they do not subsequentely rearm during that turn
(Note: applies only to units which disarm completely). Units
acquired or lost by transfer of control during 2 turnimust
gt1ll be paid for that turn, Partial units of mllitary pay
are not calculated into the economic record for any purpose
until they have accumulated a whole unis, at which time the \
raying player enterefﬁne unit of Cost) glusfbne unit of food consumed
into his 6urrent turn for each full unit of military pay.
e). Trade Sheet: Must include all direct and indirect
transfers of control. Transfers of non-self mobille units
must go on:ithe trade sheet only when actual - physical transfer
of control occurs. Trade sheets must list any resources which
are picked up, stolen, etc, In short, trade sheets must include
all items(incl, Foreign Ald) acquired from other countries, and
all items acquired or stolen by other players from you, Trades
must be regcorded as to tim ¥ thin turn at which sald trade
OCCUTS cxnn k &¢~mim , s Yamadg oe e nted
u) O % \'} \\fk} \A\!} LE g\ac“’%‘ ’I—)’P]NL—E Skeﬁ“
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SA. The Board:

The board is 42% by 72", ruled in squares which, by being
halfe-displaced from column to column, are hexagonal in character,
Terrain featurds: land and sea are divided by a black line, land
being distinguished by its additional terraln features (al=
though sea may contain oll squares, fish squares, and coral reefs).
Mountains and coral reefs are black peaks grouped together, and
cover only the area on which they are drawn, not extending into
the rest of the square, Farests are green curls, and, like
mountaind, cover only the area on which they are drawn,

Mountains and reefs drawn down the middle of a square effects
ively divide that square, blocking passage between sections, A
coatal square 1s one contalning both land and sea, lake or
river,

For the purpose of determining sea movement, the sea stops
at the outside edge of of the black line; the land starts at
the inside edge, The line itself is effectively one-dimension-
al, However, this shall not be interpreted as to make 1t
impossible to sail upon single-line rivers,

1, The Steve Smith Mountain-Dock Rule:
In any ocase where a player is in doubt ak to a terrain
feature, he must bring sald feature to the attention of all
players of the game, who will as a group dtermine the nature



of seld feature, 1In all cases of map manipulations without
such prior determination, the rules shall be held agninst the
manipulating player,

Determination of disputed features is a Rules Clariflocation,
It 1s the responsibllty of a player to examine his own country
and to bring all possible disputes to the attention fo the
other players as:quickly as possible,
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IT., MOVEMENT AND SUPPLY RULES

A1l Empire objects are divided into three categories:
Self-mobile, movable, and immobile. All self-mobile and
movable objects have a Basic Turn Allowance (BTA) of 12 for
movement. This allowance is consumed at variable rates de-
pending on what is moving and over what medium it moves,.

A. Self-Mobile Objects:

: BTA per

Ob ject Capacity border Restrictions Through

Automobile, bicycle,
Or mOtOrCyclel.llﬂ.nothingl'...O..l..1-1/3'...l'.l.l...l...open land
2—2/3a................forest

2/3‘0‘0..‘.'l...l..lggageggrgail

..llOOOQCOCDODIQCOQOOOpenland
seseesssessssssnsssseforest, desert

Cooli€seinrrnnneanesl obJects.........Z
4
}‘......‘.."..‘..l'.llroad Or ra]—l
3
6

o~

sl |

L . IR RN S

cessssssessarsesOpPEN 1and

sesesresessssessasassforest, desert
eassvasssnsesessroad ar rail
h NN [ 5w Wy

,ov v s

COWS&bUllS......-.onothing.---..--.-o

Light Transport......4 ambassador or...1-1/3.....¢c00eveeeese0pen land
govmt., coolies 2-2/3...¢ieeevevsesesforest
2/30ciesessessssesssroad, rail, or
desert

LOCOMOtiVE. s susonsnsedt TOLLING SLOCK. v e2/3 0 eiuevrnnensnssesorail

TruCk.........‘QDIQIQS ObjeCtSm‘;o.on-nool“‘l/Bt-oMAY NOT.......OD@I’I 1and 1
2"2/300 .CARRY' L I I ) ..fOfeSt
2/3.,.MILITARY......road, rail, ox

desert
Battleship.iesesssseasl coolie, SAC, or.liiiievrvecsensesesssssea, D- Lrlver,
inf. reg. lake, canal

Cargo Shipeseesseeseed Objects (& MAYeslaerreersrnoasnassesssS€a, rivier,

tow 4 barges) lake, canal
Carrier.cececsssesessup to 6 Alr Units.l.ovivnerieieviieseseaasea, D—Lriverj

worth of fighters lake, canal

or TAC(loaded) & 4

4 light bombs 1

Cruiser-;.....Qo.ono‘nothlngioo0..0.0..4/50l00la'.’.‘-o.oo‘u .Sea. river,
DQ%&Tcyeril_h“> u».,nothwg)‘ L A ... ... ... Ylake, canal

Fishing Shipt'l'....'l Coolie&sfoodbl."""OIOIOQllll.O.l.Sea’ river’ ‘J
lake, canal

Oi.l Tanker!llltilo...3 units Oilnocunoolucon--oonooocnoneooonsea. river’
lake, canal l

Pirate Shipesesecseesd ODJECTSs et nsnssleveesiesenseassssssssea, river,
lake, canal

Rubberl.life Raft..l..z Coolies.lh...Illa....l....l.l...Oﬂ.ﬂﬂﬁseal river’
' . ; P lake, canal
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¢ ewWith wind?:....sea, river,
veve60° of wind lake, canal
ce+4120° of wind
.« against wind

Sailboalteseeresesseeel COOLiC. v ernnnens

« & = »

=00 PN

sersesessssssresssseasS€a, river,
lake, canal--
either surfac-
ed or submerg-

Smearine. * o " 80 000 s 03 torpedoeSOODIloo

ed
Yacht Or Luxuryl L 2L N BN K | 1 COO]. ie. ® & & & 0 85 ¢ 9 0 1 ® 8 % 9 0 B & 5 ¥ 8 0 0 00 W e N 0 Sea' river,
Liner lake, canal

W em s we e s e mm P e e e e e e W M W W R BY e e T Sm S e e Gw e R G AR W s EE Y R G NS R M SR em e AR R e TR G M ke un T e e Bm o e o e G e we e o -

Cargo Plane‘ s 8 50 8 8 .1 Ob .ect . (& may . .1/2. *® & 8 2 4 % 5 8 P 0 0B B0 2 b ai—r
ow f sailplane . .
C-5A GAlaXy..osensss.d ObJjects (& may..1/2....MAY NOT CARRY..air

sailpl MILITARY EXCEPT
tow 1 sailplane) AIRBORNE REG.

Fi—ghter...'.iICll..l‘nothing'.l.'l..'l‘l/z...........'..'Cl..air
Hot Air Balloon......nothing..seeeseeselees.cwith windﬁl....air

Passenger:Liner......4 ambassador or...1/2....visli.windes.. ... .alr

govmt, coolies ..., .6HY i wand
(& may tow one N VA LIRSS TS
sailplane) N T (AR AR BUIN

Sailplan€........+...1 ambassador or...1/2....w¥ith w1nd??;2..air
govmt, coolie l1......60° of wind °
2eevees120° of wind
4,..400against wind
MUST BE TOWED
INTO THE AIR

Spruce GooSE€..ssvse0s1 beer, & 1 govmt.1/2 00 vsevenseensnssair
or ambassador
coolie (& may tow
one sailplane)

Strategic Bomber.,....1l bomb or 1t bomb.l1/2..¢ev et vavrescessesair
Tactical Aircraft....l light bombeoscsesl/2ieeieeievenvensesesialr L

When being carried, land military units are considered
1-2/3 units each and thus may not fit in cargo planes.

The Steve Smith-—Andrew Nisbet Scholz Shouting Match Rule:
When being carried, self-mobile objects consume BTA at the same
rate as the unit carrying them (i.e. a recon. unit being carried
on a Cargo ship consumes 1 BTA/border).

Self-mobile consumer goods do not become self-mobile until
their EDU has been consumed. Cargo planes, C-5A's, Hot air bal-
loons, Passenger Liners, Spreece Geese, and planes on CAP (see
Military Rules) are the only planes that may stay in the air over
the end of a turn.

*¥Prior to moving sailboats & sailplanes, a player must roll
to determine wind direction. This roll must be witnessed by at
least one other player., A roll of 1 # N; 2 =E; 3 = Q; 4 = S;
5=W; 6 =P, Thus on a roll of 1 a sailboat would take 1BTA/border
to go N, 2BTA/bd. to go P or E, 4BTA/bd. to go W or Q, and 8BTA/bd.
to go S.
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B. Moveable Ob jects

All resources and all non-self-mobile things built in
factories are movable. They are one object each for carrying
purposes, and can carry nothing themselves, with these exceptions:

Rolling Stock: moved only by locomotives / may carry 4 other
ob jects each,

Barges: moved only by cargo ships / may carry 4 other
ob jects each,

Sailplanes: are considered movable while on the ground and
must be towed into the air by a cargo plane,
C-5A, passenger liner, or spruce goose and re-
leased in the same square as the airport from
which they took off. Once released, it becomes
a self-mobile object (see page 8). It may
carry 1 ambassador coolie or government coolie
while being towed and while flying.

(continued page 9)
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Food: 1is osmosed and 1s 1/5 of an object when carried.

Bombs: are % of an object each.

Light Bombs: are 1/6 of an object each,

Torpedoes: are + of an object each,

Barge: moved only by a cargo ship; carries 4 objects,
may not carry military,

0il: when moving through pipeline, consumes 1 BTA per
border,

When belng carried, movable objects consume BTA at the
same rate as the carrying object,

C. Immoblle Objects

Anything built by construction machines (with the exceptions
of socratch building) is immobile. Naval Guns and Ack-Ack in-
stalled by a cmx may be de-installed by another cmx over the
end of a turn,

D, Miscellaneous Movement and Supply Rules

Ships may not move on land; barges may not move on land,

A square may be divided by mountains, ocean, or double line

rivers into several sub-squares, These sub-squares are treated
ag full squares for all purposes, The act of connecting sub=-

squares (with a mountain road, bridge, etc,) effectively integrates

the sub-sqares back into one larger square. (e.g., although one
could have one city each in two sub-squares of a larger square,
one could not make such construction if the sub-squares had been

previously united by a road or bridge,) Movement between connected

sub-gquares costs 0 BTA,
No land units may move across:mountains except on mountaln
roads,

Desert Rules: All mechanized and motorized units (truoks,ia

f‘Recon. Units, mechanized infantry, armored brigades) treat
| desert as road, All others consume BTA at twice the normal
. rate, -

River Movement: Any land military unit standing on a
gingle line river prevents passage of hostile cargo ships into
that square; a coolie may not make such preventions, Crulser's
passage on a single line river may be stopped only by the
presence of a land military unit containing 1/3 or more units of
heavy arms, In these cases, the passage 1§ blocked only inthe

saquare ocontaining the land unit, not in adjacent squares, HNo

land military unit may prevent the passage of ships on a doublew
line river,
Ships may hqt sail through a canal ;f there is naﬁfa coolie .

#

;f @ £1%

friendly to the ships manning the canal, (A cool&e ‘manning a,cﬁNﬂL 5$&5%

may not be dokng other work over the end of a turn )k Canals
may not be bullt through mountains,Ac...v i« . :

2 . wwxp M\&%N &

A single line river, having been widened, has all the ‘oharac- ... .

teristics of a double .line river, except that it does not divide
a square into sub-squares, and units may cross it without using

cargo ships. It is not posgible to bypass a falls simply by wid- ju.

RO T
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ening the river, In a case where two or more dlstinct river
segments occur in the same square, esch must be widened seperately,
It is not possible to "narrow” a river which has been widened,

011 may be osmosed for the consumption purposes of military
movement, Coal and oll may not be osmosed for use in power

stations, N
8 A tot A Pelloon Moy wot evess mounkaing,

C=5 Galaxies and cargo planes may be landed, loaded and
unloaded only in an airport e m{wW‘ CP CEA PassAin or Spruace Creose

S\ l W, MUST vetowes impords .gzy,,mwhx they lekt,
- og\ n es: o qr\ airporto, mMmeay ot
“theif wawy \q' ﬁa"\“ or hl""‘ CHAZPRY Vt\-o “—V\-'\‘.‘A»e‘( 1

All movable pleces except military are considered as 1
unit for loading purposes, For each ship in each turn: af,
in a port-~a full ship loaded and unloaded; b), on a non~port,
land squsre--2 units loaded and unloaded; ¢), between ships at
sea~msany number,

1 1tCoolles and population:-are exempt from loading and unloading
mits,

A yacht, sallboat or luxury liner may only load or unload in
docks, The loading or unloading capaclity of a dock 1s limited as
follows: a maximum of 5 units loaded and 5 unloaded per avallable
spece in the dock (a dock has space for twelve sea units),

Cargo ships may mot pick up anything from 2 square occupled
by enemy land military, although it can unload land military in

that square, .
-only-be loaded-end-uhloaded -at-a-dook, o toErom 2 CS. !

Rubper | ke Pafl> moay only tood + unlcod ceolies ok dodss  of

F, Food Supply:

Each coolie must have one unit of food consumed for it every
turn or it dies immediately. To be supplled with food, a cooclie
must be within 12 BTA of friendly food, Food must be consumed at
the begining of every turn, Coolles which are out of supply must
have food consumed for them; they dle 1f they are out of supply
for two consecutive turns, If a body of water 1s used to establsh
a line of supply, a friendly cargo ship must be present on that
same body of water, Note: hostile naval zones of control may
divide a body of water into two or more separate bodles for
supply purposes,

Food does not have to be carried to coolies in order to be
consumed, Food may be transported by 'osmosis® from food
squares to coolles with 12 BTA, Coolles must be fed on the turn
on which they are created, (On turn 1,however, all coolles are
considered fed,)

Hostile coolles in the same square do not interrupt each
other's lines of supply; hostile mllitady in the same square do
not interrupt each other's lines of supply., Hbstile military
in the same square as a hostlle coollie does interrupt the coolie's
line of supply. Hostile military does the same for all hostile
coolies in its zone of control., Regular coolies may block the

S—— tracing of a line of supply through a square they occupy--with the

above dllineated restraints, Government and ambassodor cooles may
not block lines of supply.

Military units which starve of die of thirst leave behind
thelr weapons,
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Desert Rules: Coolies and population in desert must
receive water every two turns. A regular distillery provides
a source of fresh water if placed on salt water--g.,e., adjacent
to an ocean, To do 80, it must be run by a coolie and be given
one unit of power per turn, Such distillery may not be converted
to beer=-type distilleries, or vice versa, An operating distillery
will provide water for any and all friendly coolies within §Y
squares, A lake or river will provide fresh water for any coolles
or population within §Ysqueres,

Water, like food, cannot osmose through mountains, hostile
zones of control, etc,

Gy Rl gy, dowm Ll e Aoy eyt e
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IIT. Cities:

A, City Rules:

A city 1= bullt on a land square or sub-square, A city is
made up of nine minor 'squares, All factorlies take up one
square, except for Naval Shipyards, which take up two, Factories
do not take up space until they are completed, (Thus, 1t 1s
possible to scrap a factory and bulld a new facory in that spot
in the same turn,) It is not possible to build a Naval Shipyard
such that only one square of it is in a c¢clty. Resource squares
being developed on a city site take up one minor squsre; food
squares (farm or fish) teke up no space in- eities, neither do
oases,

Cilties provide both road and rail bonuses for:.land units
moving into them,

When a c¢ity is built, all minor squares may be filled with
docks, alrports, or warehouses, Docks and airports take up
two squares; warehouses take up one,

When two eities are bullt on separate sub-squares in a
singel square, and these sub=squares are subsequently connected,
the two cities continue to exist separately. No power lines are
needed to move power from one city to the other; nor is BTA
expended moving from one to the other, A single coolle in either
¢city occupies both for purposes of reproduction and control of
airports and docks.

A city may not be destroyed until all factories, -docks,
alrports, warhouses and installations have been scrapped or
destroyed,

Colonies and the capital: Colonles and the eapital become
cities the instant they are placed, and all benefits aceruing to
cities may be used on the turn they are palnted,

Cities and reproduction: All citles, colonies, and the.
capital are reproductive sites, In a reprodictive site, in the
presence of a coolle or government or ambassador coolie, at the
beginning of a turn, another coolie 1s created--max, of one new
00011? per site per turn, The new coolie must be fed immedilately,
or he'dies., The process of reproduction is voluntary and occurs
unless specifically ordered suppressed.

If two hostile coollies ocoupy the game reproductive site,
then either owning player may reproduce cooles within the limits
of the Blitz Rule, This shall apply even if one of the two coolles
i1s a government or ambassador coolie,

Even if a olty is destroyed, the square or sub—square
remalns a reproductive site.

B. Alrports, Docks, Warehouses:

An airport may contain up to 12 air units, A fighter or
cargo plane is 1 unit, A Tac, is 1% units, A Strategic Bomber
or C=5 Galaxy is 2 units, Self-mobile, air, consumer goods are
-1 unit each, No more tha$, 12 alr units may take off from or land
in a given alrport in a given turn, (Sorambling 15 excepted from
this limitation,)

Dock capacity 1s 12 sea units, Cargo shlps, cruisers, barges,
011l tankers and self-moblle sea consumer goods are 1 unit each.
Fisging gships are # wnit., Battleships and carriers arve 2 units
each, .
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No more than 12 sea units may use a dock to lsad and unload
in the same turn,

A warehouse holds infinite itema, Over-stacked military
units, alirplanes that will not fit in alrports, ete, may be
gtored therein, Military so stored must still be pald, however
they have no zones of control, 0 defense factor , are bombed
as contents of a warehouse, and are captured by any player seizing
control of the warehouse, :

ANk g s s
W ¢. Space Limitations:

\\* In the absence of a city, only one factory may be bullt on
a land square or sub-square;* In the absence of a warehouse, only
5 units may be left on land squares or subsguares, Not counted
against the 5 units are any self-mobile objects in the square,
objeots being carried by sald, and materials and cmx's being
used to bulld things in the square, (Note: coolies bperating
emx cannot carry anything over the end of a turn,)
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IV, Economic Rules:

A, Investment and Development EDU:

Type of squaie: Investment: EDU:

Fish 1 3 .
Farm(costs 1 food for seed) 1 3

Single Resource 2 6

Double Resource 3 9

Triple Resource L 12

Investment must be maintained every turn to produce any-
thing., EDU for development is accrued only by the first coun-
try investing on a square, and only on the first turn the square
is invested,
A square 1s a single, double, or triple resource square if
it produces 1, 2, or 3 resources per turn respectively, For the
purposes of investment and resource production, a triple resource
square may be treated as if it were single or double, and a double
square ag8 1f it were a single, One farm or fish produces 5
food per turn when investment is maintained., Food 1s not a resuaurce
unit for purposes of the above definition, Food and resource
square are run over the end of a turn, When two or:more resources
are produced in the same square, these resources may be developed
by a single coolie, Investment and EDU are g:fen a 1f hey , .
were in separate squares. & ({shove NRL Ao vy Auran 0l S
An o0ll tanker may develop an offshore @11 square 1thont a
coolie, A fishing ship may develop a fish square without a coolie,
When any factory except a distillery is operated in the
same square asg a food square, the food square becomes polluted,
and ceases to produce as v the following turn.

B. Construction:

All items nmust be constructed by either construction
machines or factories,

Those things which are bullt by construction machines are
considered to be built over the end of the turn, The construction
machine, a coolie to run it, and the necessary materials to bulld
the item must be present on the square in which sald item will be
buillt, over the end of the turn on which construction takes place,
Power lines, roads, canals, and tunneling, howevery follow a
special rule: the cmx, the coolie, and the material muxt pass
over the square(#) in which the item is being bullt,

At the end of the building player's turn, before rolling
out, the materials used to build the item are removed--i,e,, no
longer listed onjgg%-vsgg-Produoed Sheet~-, and 1is replaced by
the 1tem itselfw struction maching is not consumed, all
other machinery is incoroprated into the item,

All items take 1 cmx for 1 turn to bulld emcept:

Factories:
Naval Shipyard, 1 cmx for 3 turns
Small Arms Works, 1 cmx for 2 turns
Heavy Arms Works, 1 cmx for 3 turns
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Transport:
Power Line, 1 omx/6 borders, 1 turm on plain terrain,
or existing road -
Pow:r Line 1 omx/3 borders, 1 turn through forest or
egert
Pipeline, 1 cmx/6 borders, 1 turn, on plain terrain,
or existing road
Pipeline, 1 cmx/3 borders, 1 turn, through forest, or
desert
Road, 1 omx/6borders, 1 turn, on plain terrain, or
existing road
Road, 1 omx/3 borders, 1. turn through forest or desert
Canal, 1 cmx/1 border, 1 turn, on land (boundary
crossed must border at least 1 square containing
natural body of water--to which canal connects)
Bridge, 1 omx on ship, 1 turn, crossing 1 body of
water inside one square
Underwater Power- or Pipeline, 1 cmx on ship/& borders,

“«\mIn any case where an object may be produced by one construc-
tion maching and one coolle working for two turns, that object may
instead be-produced by two coolieg and two oonstructlon machines
working for one turn, Similarly, an object needing 3 turns of
coolie/cmx work may-be-built by 3 coolies and 3 construction
machines working for one turn (or for 2 coolies and 2 cmx working
ior one._turn, plus 1 coolie and 1 cmx working an additional

A omx doing mutiple turn work is not available for ocherj)
~work, and must be manned by a coolle during all turns of

construction,

C. Destruction:

A coolle in a turn may destroy 1 factory, dock, airport,
warehouse, 1nstallation, or city. During a player's turn,
movable objects may be destroyed as follows:

Chemlcals, oil, bombs, torpedoes may be burned
Consumer goods meay be consumed
Any other movable objects may be thrown inte an ocean,
lake or river,
Smal)l Arm Coolies may destroy movable units as stated above, but
may not destroy immobile items, Regular military may do none of
the above,

Coolies and population dle on command, at any time!{command
being 1ssued by the controlling player), Land iilitary units
doing s0 leave behind their weapons, unless they digarm and destruy
the weapons as regular coolies. Aircraft may crash at amy time
on command of the owning player., Any ship at sea may scuttle
on command of the owning player, Alreraft in alrports, and
ships in dock may not destroy themselves; however, beached
ships may scuttle, Aircraft may be carried by coolies and
degtroyed in rivers, lakes, or sea,

Scrapping a factory 1s done over the end of a turn by a
coolie and a cmx, for 1 Cost, 1 EDU, At the beginning of the
next turn, # (or less, rounding down) of the number of resources
which went into the factory reappear on the site--the factory -

1 turn, in river, sea, canal, ete, e
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ceases to exist, Bullding materials or construction materials
may not be recovered by scrapping, but may count as part or
all of the % which is not recovered. ' '

D, Economlic Record Sheet:

The investment on a turn 1s that of all resource squares
belonging to a player which will produce at the beginning of the
turn.

Expenditure for a turn i1s the same as the total cost for
the turn.

( P?pular Fund equals (previous Popular Fund) + (Expenditures)
- (Tax).

Tax equals 4 current Popular Fund, rounding down,

EDU represents the total EDH¥ of all goods produced or consumed
on that turn, _

Condidmnce 1is produced as follows:

Change in Confidence =TA/2] + [r-7)0a020 + 1))

A = ochange in EDU from previous turn
R = die roll (using 2 dice)

Confldence may not be traded,

Forelgn exchange represents a commitment by one nation to
support the economy of another country. It may be given at any
time, but may only be revoked during the loaning player's turn,
unless 1t is required to prevent the loaning player from going
into inflatlon, in whiéh case, it is revoked immediately upon
need,

A country 1s in inflation 1f two times 1t's confldence 1s
not equal to or greater than it's popular fund plus it's invest-
ment, Confidence is determined by confidence +/- Foreign Exchange,

When a country 1s in inflation, only % of the active sites
within the country may be operated, An active site 1s defined as
a factory or one production of resources (e.g., &2 triple resource
square equals 3 active sites), The capture rules go into effect,
A player in iuflation may make no military moves, nor may he am
‘any units,

The capture rules state that, while in effect, any plece
belonging to the affected player transfers control to any player
presenting sald piece with superior military force,

. Superior military force is determined as follows, The
military force of a land military unit is equal to its combab
factor, (Attack factor applies to capturing unit, defense fac~
tor to unit being captured,) Military force of a naval unit is
equal to its naval battle factor. Except as neted below, units
may only capture units in their zone of gontrol.

Navy not at sea, alr force not in the alr, land military
in warehouses or cargo ships of C-5 Galaxies have 0 military
force, Navy which is capable of bombarding land, or land military
which 1s capable of bombarding navy may exert the force of one or
more bombe, as per military rules, for capturing purposes,
Submerged submarines cannot be captured except by units which
could attack T Y\ure : '

Loaded bombers and TAC have military force equal to their
bombing strenghbh in support of land or navy attacks, I,e,, bombers
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have military force of 1; TAC,of 3, unless used in conjunction
with land military, where it has a military force of 1,
\Mtttseryﬂforoemiswraunded g8 bombing-strength-would- he-- -thus,
~  —3—PAC -unsuported by land 111tary would have a mllitary force ;
of-tE;~whiech-rounds—to- Bombers and TAC attempting to capture
units may not concentrate more than 3 military force in a square,

Land units defending against capture by land units, or land
units supported by navy and/or air receive the benefit of any
applicable river, landing or mountain defense bonuses, Land
units defending against capture by splely air and/or navy receive
a doubling of their defense factor (ergo, a doubling of military
force) 'from mountains em forest (not cumulative), but receive
no river ot landing bonus,

No chemicals, bombs, or torpedoes need be consumed to
capture units,

Since ships fight in squares, navy must be in the same
square as a ship to capture it,

A self-moblle plece in the same square as a military unit
(both belonging to a country against which the capture rules
have been invoked) does not transfer control to a player con-
frgnting that square with military force insufficient to capture
both,

E. Miscellaneous Economic¢ Rules

A coolle may operate one factory during its turn, consuming
zero BTA, A facotory cannot operate without a ooollie, 1In
general, a factory turns out one product per turn, with exceptions
- as noted on the economiﬂA.reduetien sheets, Steel Mills and
Aluminun Ref'ineriegjuiey g turn out up to 5 units of steel or
aluminum per turn 1

edBEl ve]_y.

A power station uses either 1 C, 1 0, or the output of one
power square to produce 5 units of power per turn, In generaly
factories use 1 unit of power to operate for one turn, Beer.
distilleries and steel mills use no power to operate; aluminum
refineries use 1 unit of power per unit of aluminum refined,

Construction machines, heavy machines, and tool & dies may
be reconverted to steel by processing through a steel mill
in conjunction with either § Fe and 1 C, or just 1 C, The first
process ylelds 2 steel ( one for the cmx, hmx, or td, one for
the Fe an? C); the second the process ylelds 1 steel (the extra
C is lost

The cost or EDU of anything produced oveil more than one
turn may be taken on any turn where production takes place, or
may be divided among the turns,

Power stations are factories\,m’\" PR= 1N VTV N RYY, Y %ﬁuﬁiﬁw

The EDU for consumer goods 1s not taken when they are v
produced, but when they are consumed, being, in effect, /erw~ 4&%?1 .
gtorable EDU, . Consumed consumer goods may or may not exist "
at the ownlng player s option, but consumed consumer goods f«'c W*ﬁ»acwi
must be listed as such in the owning country's records, dots

€.

Underwater power~ and pipelines may neither be destroyed,
nor scrapped,
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Coolies can only do one thing (i1.e., construction, de-
struction, etc,) during a turn, and one thing over the end
of a turn (resource development, cmx construction, etec,).

In any case where a mountain road had been partially
built and abandoned, the open information rule implies that
a mountaln road started from the opposite end of the mountain
chain may intersect the first road at its deepest point of
penetration, E.g., if construction of a mountaln road 1is
ceased half-way through a game turn (through death of the
coolie, eto.), the mountain road is completed, Any road
started form the other side will, therefore, take only %

a game turn to complete, and will, then, be completed and
ready for use half a game turn after the construction on the
second road was begun,
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V. Government Coolies:

The government coolle of a country represents the govern=-
ment of that country., 'YBw may do no work, besides reproduction,
(Government coolies reproduce regular coolies, not more govern-
ment coolies,) A country will continue to operate as long
as the government coolle exists; if a government coolie is
killed, the cgggure rules go into effect, and will remain in
effect for one“turn, after which, a new government coolie is
selected by the country's owner, No transfers of control, save
those made under the capture rule, can take place while a country
is without a government coolie, No country may have more than
one government coollie at any given time,

The above mentioned one turn during which capture rules
are in effect after the death of a government coolle shall be
computed from the player turn on which the government coolie
was killed.

A clty occupled by a government coolie alone is an open
c%ty, as government coolies may not control alrports, docks,
etc,

A player may declare any:.of his coolles a government:
coolie, and form a new government under him (not applicable
if government coolle of proposed new government coeolle- is
dead), Saild new government coolie shall control whatever the
owning player chooses to transfer to him--within the limits of
the rules, This new government coolie in effect constitutes
a new country--gsee BALKANIZATIONS,

A player may declare any of his coolies to be an
ambassgador coolie in a manner simllar to the naming of a new
government coollie., An ambassador coolie has the same charace-
teristics as a government coollie, except that no units may
be placed under its control and the capture rule does not
g0 into effect upon its death,.

Government or ambassador coolie in the same square as a
hostile coollie do not interfere with the coolie's ability to
works neither do they prevent hostile coolles from walking
into the square they occupy.

Government and ambassodor coollies are appolinted for life,
and may not be demoted to regular coolies, except in death
where all coolies are equal:. in the eyes of the Great Ju-Ju,

URRR
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VI, Military Rules:

S A, Army Unit Types: e
oYy
87,
1 Small Arm Coolie = 1 coolie + 1 SAU gpc®
Battle factor = 1, Not regular army. AConsumes 12 BTA to arm
on the turn it arms, plus 1 Cost.

3 Infantry Regiments = 3 SAC + 1 Transport and Supply
Battle factor = 1 per regiment, Regular army., Each SAC consumes
6 BTA to arm during a turn,

1 Infantry Division = 3 Infantry Brigades # 3 Infantry Regiments +
1 Heavy Arms Unit

Battle factor = 2 per brigade, Regular army, 6 BTA to arm per

regiment, during a turn,

1 Armored Division = 3 Armored Brigades = 3 Infantry Brigades +«
1 Tank

Battle factor = 3 per brigade, Regular army. 6 BTA per brigade

during a turn to arm,

1 Recon, Unit = 1 Infantry Regiment + 1 Tracked Transport
Battle factor = 1, Regular arm&m. 6 BTA to arm during a turn.

P y 3 24 ““’a s & %oy TP\ B ¥
Gensumes--2/3-BFALbar; CreH INETREC consumisc se ¢ o7 )

1 Artillery Brigade = 1 Infantry Regiment + 1 Heavy Arms Unit
Attack factor = 4; defense factor = 1, ,A BTA to arm during a
ek

turn._ Regular army. CH INE. REG, b
”‘:': PR COT Y W \t“fe' Chads \ Aty ’ g ‘\ ‘ \‘“tl A (/0"9um?/f ‘Pv'a\f‘ (‘“( AF 4 * ‘

1 “Mechanized’ Inﬁghﬁii %rigade & 1 “Infantry Brigade + 1 Tracked
Transport

Same as Infantry Brigade, except that for movement it behaves

as an Armored Brigade.

1 Airborne Regiment # 1 Infantry Regiment + 1 Alr Transport Unit

Battle factor = 1, Regular army, BTA ggﬁgrm during a turn,

May travel in C-5 Galax¥:. ‘ ekﬁbS&a

1 Construction Brigade = 1 Infantry Brigade + 1 Construction
Machine gack INF. PRGP, CONSUMES

eAc*‘ﬂ Battle factor = 2, Regular army. A 12 BTA to arm during a turn;

BRGD gunbﬂz BTA to disarm during a turn, May engage in construction in
hostile zones of control, using the cmx incorporated into it,
May also destroy things aa a regular coolle would, If in hostile
zone of control, must participate in attacks upon hostile units,

Small Arm 0001198, Infantry Regiments, Infantry Brigades,
Ailrborne Regiments, and Construction Brigades move onlland
as regular:zcoolies do. Recon, Units move on land as listed
above, Armored and Mechanized Brigades move on clear terrain
and road as regular coolies do, but may not move into forests
~ » except on a road, and treat desert as road. Artillery Brigades
M’ OoOnsumes 3 BTA/bdr, in oclear terrain, 6 BTA/bdr. in forest and
desert, and 1% BTA/bdr, on road,
—7Armor and ¥echanized Infantry zones of control do not
//6§€;nd through forest borders, but do extemd into partial
forest square . Pa§t1a1 rorest squares do not prohibit
,va) ‘mﬁd W M de oL Yoo &wawﬁi;,
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armored or mechanized movement., Although armored and mechan=-
ized brigades may move into full forest squares via roads, when
sald roads are bombed successfully, or otherwise destroyed
sald brigades must disarm thelr tank or tracked transport zrespec-
tively) to move out of the square, or to attack out of the
square, Once armor or mech, infantry has disarmed in a full
forest, non-road square, they may not re-arm thelr tank, or
tracked transport until they have movedout ofall full forest
squares,
Alrborne Regiments are the only land military units which
may travel in C-5 Galeaxlies, While in C-5 Galaxies, they have
zZero battle factor, do not consume oil movement, and are 1 2/3
things for carrying purposes,
Only regular army may kill coolies on contact with the army
unit's zone of control, Small Arm Coolies may only kill coolies
whicly don't or can't retreat during sald regular coolie's move- B
ment phasg. e Velate Ao b Rl o R ’ { 0t

rebeel de el atte ol penodad Ceetoe,

Regular army can have food support from any friendly aﬁd/or*me?~e;~i¢
neutral route, SAC's trace food supply like regular coolles, “ﬂéuﬁg ‘s

Other than the limitations mentioned above, SAC's are military o @ .

for all purposes: they may not travel in trucks, or C-5 Galaxies, - ..
they consume chemicals for attabks on hostile military., (They do
not, however, consume oil for movement,)

Regular military comsumes 0.10 oll per BTA per transport and
supply. This applies to BTA consumed in movement only, not in .
arming, nor to BTA consumed while being carrlied in cargo shlpsfﬁ;km%ma
(or C&5 Galaxies, for Airborne). ,

SAC's and regular military may arm in cargo ships, but
otherwise may not use arming BTA for any purpose other than
arming, Arming BTA may overlap with other armings during a
turn, the total BTA consumed being the BTA of the greatest
single arming, (i.e., 3 SAC arming with a tranap, and suppl,
and HAU into an Infantry Division, consume a total of 6 BTA
each,) ‘Uwda A»S( YYONCTRN (NP ) U\ W C WY Y Y Y

Unless ogg;gaise stated, disarming tdkes zw®ro BTA, zero
cost, and ylelds zero EDU, '

Fractional units of military equipment may be created only
by disarming individual units, Military equipment may not
be divided into 1/3 units prior to its first arming, 4mpiying L. s
~titat the first armings of dlvisional size formations must :
take place in a single s@idits. “Fractional units when created,
may be used to arm units in the same §ropogrtion§ as whole

units are used.

B, Land Combat:

A land military unit has a zone of control in the square
it occuples and in the 6 squares adjacent to the square«it
occupies, Sald zones of control do not extend into squares
or sub-squares into which the land military unit could not
move because of terrain prohibitions,

Once a land military unit enters a hostile zone of control,
it must stop and engage in combat, The player whose turn it is
is always considered the ‘'attacker' in such combat, An attacker
must engage all hostile land military units who are in the
zones of control of his land military units, All pieces in
hostile zones of control must engage or be engaged in combat,
The attacker splits up attasks as he wishes, including dividing
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attacks againgt enemy stacks,

To determine attacks, the attacking player total the attaeck
and defense strength of the respective units and reduces these
to an odds ratio, always rounding fractional odds in favor of
the defender, A player may make as many attacks as he wishes,
with the prohibition that no unit may attack or be attacked
twice in a given turn, The attacking player consults the Combat
Results Table, and rolls a die to determine the outcome, Sald
dle roll must be wltnessed, and it is customary for the defender
to be among the witnesses,

Retreats are determined by the retreated player, Retreat
routes may not enter or pass through hostile zones of control.
Units which cannot retreat their full distance due to zone of
control or terrain limitations are eliminated from play instead,

Odds of worse than 1~6 may not be used in combat, and move=-
ment of military which would result in such attacks may not be
made by the attacking player, 0dds of greater than 6-1 are
automatic elimination. for the defending unit(s), 0dds greater
thangﬁei with no possible retreat routes for the defender are
also’automatic elimination, An automatic eliminated unit(s)
may be bypassed and ignored by units not involved in sald L 3
automatic elimination, <f

Stacking limitations: = no more than 3 land military units N
may occupy the same square at the end of a movement phase, { Bomb- gyt
ing mey be used in battles on land--1 battle factor per bomb or -
light bomb dropped. No more than 3 battle factor may be added
in a single square in this menner, Navy may add to land battles .
also, adding 1 battle factor per 3 naval factor of ships in the
same square as the defending unit, No more than 3 battle factor
may be added to a single battle in thls manner,

Units whose retreat routes result in overstackings with
friendly units may do so, but thelr defense strengths may not
add to the defense strengths of units already in the square,
and they suffer adverse combat results that affeet the units
already in the square, Units retreated into overstackings may
not use the fact that they have already been attacked to prohibit
attacks into that square--gee Blitz Rule,

Units involved may at the attacker's option advance into
the position occupled by a defeatgd defender ifiand only if the
defender's position was doubled, ¥and the attack cleared said
position of all defendérmis The decision to advance must be
made immediately after the attack, and before the rolling of
other attacks,

Ranged artillery in the attack: Artillery hag a two square
range, and therefore need not be adjacent to a unit to attack it,
This two square range may only be used in support of another
unit’s attack, sald unit being adjacent to the defending unit,
When firing two squares against anything but other artillery,
exchanges and attacker eliminations and retreats do not affect
the ranged artillery,

Ranged artillery may not fire over mountains through which
they could not move due to terrain retrictions,

It is not possible to move directly from one ememy control-
Xed square to another,

Hostile coolies in the same square: In a case where two Fa
ore ‘more unfriendly coolies ocoupy the same square, neither
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coolie may militerily arm, and neither side controls any
resuurces and factorles, docks, etc; present in the square,
However, if one side has a SAC in the same square hostile
regular coolies, that side may arm, run factories, docks, ete,

Coolies in hostile SAC zones of control may produce
resources and/or run factories, Coolies may reproduce in hostile
SAC zones of control. Coolies may not enter hostile zones of
control, and must leave them at the end of a movement phase,
00011es in hostlle SAC zones of control may not destroy factorles,
docks, etc, A SAC may not escort coolies 'into square containing
hostile coolles,

Coolies in hostile regular military zones of control die
immediately unless the owner of sald military declares himself
to be friendly to said coolies, Such friendliness may be selec~
tive as to squares, but not as to units within:squares. Friend-
liness to some of a country's possessions does not imply friend-
lieness to all ef sald country's possessions,

It is possible for a piayer to be friendly to a country's
units which are in turn hostile to hinm,

The act of making an attack on a country, or of killing another
country's coolles implies general hostility to all possessions.of ;
that country.

Combat between different player's adjacent units must take
place unless both player's declare themselves to be friendly to
each other’ amd ave assened hesidle Caless o dheswise ‘nuied;g

Terrain effects on land combat:

Land military in a square contalning mountailns has its ,
defense factor doubled,

If a land military unit is in any square and 1s belng attagk-
ed by land military units, all of which are in gingle line river
squares, that land military unit has its defense factor doubled, g
The same shall be true for units attacking from coast-line squares,
or for any combination of units attackling from both river and
coast=line squares 1y 1f and-only=¥f the coast~line units have
disembarked = -square- from a cargo $hip, otherwise
these coast-line units may serve for flanking purpoges {unless,
of-oourse; the coast-line units also osccupy a river square),”

Flanking: If a plece 1s attacked from more than one
square, and if against some of the atbacking squares its defense
factor is doubled, whille against others the defense factor is
not doubled, it 18 not doubled against any of the attacking
pieces, This applies to rivers, landings, and pillboxes,

For purposes of land attacks, canals are treated as
single line rivers, A

- For purposes of land attacks, a unit attaeking across g;\ :
a body of water on a bridge 1s considered to be crossing a,
single line river, : : f

/In a case where an automatic bypass 1s obtained through the Qx
use of alr support, and the odds are subsequently reduced to
below those necessary for automatic elimination by successful
action of scrambling fighters against the bombers or TAC, a11
units which have moved ignoring the existence of the _
automaticallyveliminated unit or of its zone of control are
eliminated regardless of the outcome of the battlevf

Opposed military in same square:
Alrports, docks, warehouses are unusable,



24

Any player with land military in sald square may destroy any e
oll, chemicals, or bombs in the square, % j

. Regular coolles, government and/or smbassador coolles may not §

- be harmed wlthout consent of the owners of all land military in
the square, Regular coolies, etc, may undertake no action
except the consumption of food without similar consent, )
Ships may scuttle; planes may orash if in the ailr, but no other
action, besldes above, 1s permitted without similar consent,

Landings:

If the landing square 1s unoccuplied by hostlile military,
military may land, If the landing square is occuplied by hostile
military, landing units must clear the landing square of said
hostile units through attacks, If this is done, the units may
land; if hostile units remain in the landing square after the
attack, landing units are eliminated. '

Unite being landed against in the above manner have thelr
defense factor doubled, unless flanked by other attacking units.

Units may not land in hostile naval zones of contrel,

Supply lines need not be traced for o1l burned for move=- i;lt
ment, or for chemicals consumed in combat, for land and naval )
forces,

Fortresses and Fortified Lines:

Fortresess (forts, superforts) and fortified lines (pill=-
boxes) are built along the boundaries of squares, They defend
against any attack moving across the boundary along which they

. are bullt, They must face in a specific direction--i,e,, they do
o not defend against attack from both sides, but, rather only
defend against the side in which they are stated to face (such
statements mugt be made on the turn.of construction,

Attacks are not affected 1f they move across the line in the
direction that the line faces--i,e.,, 'behind' the line,

Fortifled lines double defense of the units behind them, un-
legs flanked, They triple the defense strength of units both
behind them and on mountains, unless flanked,

Fortresses triple the defense of units behind them and have
three battle factor of their own 1f menned by a coolie, four
battle factor if on a moutain, Fortresses may also be flanked,
and have no defense bonuses or inherent defense factor when
flanked,

Zones of control do not extend through fortresses or
fortified lines,

Fortresses and fortified lines may not be destroyed unless
vacent/or manned by a friendly coolile,.

Terrain defense borvse$are not cumulative, and with them

alone no effect better than doubling of defense factor 1is ';,’g
possible, With fortresses and fortified lines, no effect N Y
better than tripling 1s possible, if‘{ }

&g

C. Naval Rules:
e Naval surface attack/defense:
Alrcraft carrier, cruiser: 1
Battleship: 3
Naval Gun: 3 in adjacent square, 6 in same square
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Cargo ships, barges, yachts, luxury liners, sailboats, rubber
life rafts, or military ships with 0 battle factor due to

" damage: see special tahles rules, Hle Caclor
Pirate ships: 7§§éﬁ%& Vd‘fgg as dahad Bily, & rovol betfle feclo

Submarine: O attack, 1 defense when submerged, defends as
cargo ship when surfaced,

011 tanker, fishing ship: sinks in hostile naval zZones of
control

Zones of Control:

All ships with naval battle factor have naval zones of
control,

When 2 ship enters a hostile naval zone of control (i.e.,
adjacent or same square), it must either stép, or advance into
the square contalnig the hostile ship(s) and attack, If
sald ship began its movement phase in the same square as a hostlle
ship, 1t must either stay and attack, or immediately leave,

A submarine does not have a naval zone of control, unless
it 18 both surfaced and carrying torpedoes, in whidh case it
has a Zone of control in 1ts own square only., Submerged
submarines may ignore naval zones of control,

Naval zZones of control do not extend into docks,

Naval Guns:
Naval guns may roll a separagg,attaok on each hostlle

ship entering any adjacent squarey attacking each ship as 1f 1t

were the only ship in the square--~i,e., three battleships salling

‘ adjacent to a naval gun would each be attacked at odds of 1~-1,

s not at 1«3, Ships surviving this combat may proceed into the
next square, where they are again attacked by the naval gun with
its 'ssme square' attack factor--i,e,, 6--conducting attacks as ;
before, attacking each ship 1n%§vidua11y. Surviving ships o

may awed then attack the naval gud”™ S Tt rowenpas ‘

- o -

I DS R WL -

5 u;u:;z;-:':-;hmm_.r.-.r.-..m.u-»--,-—— YO~ YRe—-avar-gansy
When attacking, naval guns do not suffer adverse combat
results, .

Singapere Rule: Naval guns have Zero defense fachtor against
land,

A naval gun must be installed before it may operate=~-
see INSTALLATION on EDU sheets, Installation occurs over the
end of a turn, and 1s done by a coolie with a cmx, unaing a
building material, Naval guns may not operate until installation
is complete, noi may they operate unless manned by a coolle,
who may do nothing else over the end of the manning turns,
Naval .guns may be de-installed as 1f gggy were factories being

scrapped, Sheokacoes W 0OAeySt o, g,
¥+ Avavel Cauin MAyAS ‘8’ - %"Lip‘iﬁ QVM(:.JA) ScLb o 'Tkey le)f
Airepaft Carriers: OV <hoot acvoss, mouktoing,

Only fighters and tactical aircraft (TAC) may use carriers
as alrports, Carriers have a capacity for 6 air units, Fighters

- are 1 alr unit each; TAC are 13, Additionally, carriers may

store 4 light bombs in addition to the light bombs the TAC
may be carrying. , 8 : P
+ j beo oo e e
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Pirate Ships: To AR ONT

At the end of its turn, a plrate ship may do one of the
following:

a), Raid a cargo ship, A ralded cargo ship may, at the
option of the owner, eilther scuttle or allow the pirate ship
to steal its cargo. (Coolies may not be stolen, noéor may they
inhibit theft., Land military aboard the ship does, however,
stop the pirate ship from raiding.

b). Shoot at the cargo ship, A dle is rolled by the
pirate ship owner (witnessed), Roll of 1 or 2 and the cargo
ship 1s sunk, BRoll of a 3 and its cargo is destroyed, Roll of
4, 5 or 6 and there is no effect. .

Submarines:

Submarines consume BTA as listed in "II, Movement and Supply,
A, Self-mobile Objects”, p, 8., They consume 0 BTA to submerge,
6 BTA to surface,

If a submarine submerges during a turn, it must surface
during the following turn, A submarine may not dive in the sane
turn that i1t surfaces, A submarine may not fire torpedoes after
surfacing in the turn in which 1t surfaces, W

A submerged submarine may only be attacked by - cruisers,
and may not be bombed,

A submarine may not submerge, nor travel submerged 1n e
single line river or canal,

When a submarine 1s attacked by navy, results adverse to
the attackers are ignored.,

The convoy rule affects submarines only to the extent that
the convoying force ¥ comprised o cruisers,' .’

A submarine has no naval attack factor, It may carry k3
torpedoes, and may fire one during a turn, at the end of 1its
movement phase, Torpedoes are fired against ships in the same
square as the submarine, One torpedoe has the effect of 1 naval
battle facgtor., Submarines may fire torpedoes whether they are
submerged or surfaced, ignoring combat results adverse to them-
selves, Mutiple torpedoe attaoks unsuppérted by surface vessela

are resolved. -soparateély, Ui/

Resolving combat:

Naval battles must be broken down such that in any discrete
attack one ship attacks or 1s tacked by any combination of ships.
All defenders must be engagedfg§$;t least odds of 1-3, All ships
in the same square as hostile na¥y must attack.

Results:
Roll: 1e3 1=2 1=1 2=1 3«1 U4-1 5«1
1 A-s As As Ah Ah A1 Dh key:
2 As As Ah Al missDh Dh A: attacker
3 As Ah missmissDh Dh Ds D: defender
L Ah Ah miss Dh Dh Ds Ds s: loses 3 steps
5 Ah missDh Dh Ds Ds Ds h: loses 2 steps
6 D1 Dh Ds Ds Ds Dis Das 1: loses 1 step

odds are attacker~defender

fractions rounded in favor of defender

odds worse than 1-3 illegal

odds of 6«1 or better are automatic elimination

e g gt i e A e i e s R R e ] 6
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Land attacking navy: -

Each full unit of heavy arms (3 brigades' worth) acts as
one bomb, Bombarding land unlits may not be engaged in land
battles at the time. Bombarding and bombarded units must be in
the same square, No more than 3 battle factor may be contributed
in this way to naval battles in progress, Unsupported attacks
are rolled on the bombing table; "*” means 1/3 heavy arms unit is
destroyed.,

E, Alr Combat:
Results tables:
Bomber~-fighter (defender-attacker)

Roll 2=1 1-1 1-2

1 both B elim B elinm B elinm

2 1 B eldm .- B elinm B elim

3 Exch 1 for 1 B aborts Exch 1 for 1

L F aborts B elim#* B elim

5 F elinm F aborts B elim* .
6 F elim F elinm B elim

*bomber may drop bomb
Fighter-fighter (attacker-defender)

Roll 2=1 1=1 12

1 Exch 1 for 1 Exch A elin

2 A elim A elinm A elim

3 D elim D elin A elim

4 D elim A elin A elim

5 D elinm D elin D elin

6 D elin Exch Exch 1 for 1

odds of 3«1 or greater are automatic elimination
odss of 1~3 or worse are not allowed

Alr combat takes place within a square, All defending
fighters must be engaged at 1-2 or better, in order to attack
a cargo plane or bomber{s) defended by said fighters,

During a given turn, a player may fly a bomber(s) agalnst
a stated target, escorting said by a stated number of fighters
(in order to anticipate and defend against scrambling aircraft),
and may afterwards return surviving planes to friendly alrports
within the limits of BTA restrictions, A player may escort cargo
planes in a llike manner,

During any given turn, a player might also attack any cargo
plane withinyreach which is in the air -over the end of a turn,

Scerambling: .

Any player may scramble against any military planes attack-
ing his possessions.wlthout notice, All other ceses need scramble
notices, Scramble notlces agalnst planes attempting to land in
cities must be specific as to the location of the city., Scramble
notices against Ca¥répaft must be specific as to unit
defended, owner of unit, and duration of protection,

Scrambling aircraft fly one square less than the aircraft
theyare scrambling against, Scrambling eonsumes noc oil, Scrambl-
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ing aircraft need not have been inactive during the game turn
in which they scramble, }.e., scrambling requires no BTA,

An aircraft carrier's planes may scramble to defend agalnst
attacks launched from other carriers in the same square,

The distance scrambling aircraft may fly is not affected by
non-flight movement of the plane being scrambled against.

As a general rule, the distance flown by a player being
scrambled against is determined by the entire length of flight
in a given turn, regardless of intermediate stops. However,
there 1s an exception to this rule: e.g., Player X flies from
point A to point B, then back to point A, In this case, Player
Y, who has a scramble notlce up against point A, may only
conslider the BTA from B to A for scrambling purposes, and not
the entire BTA from A to B to A,

. One fighter may not scramble against more than one square
at once, o

If a cargo plane, C-5 Galaxy, hot air balloon, passenger
liner or spruce goose is attacked (by plenes which have penetrated
its escort,if any), the results are as follows:

1 fighter vs. one non-combat air unit: roll 1, 2, 3, 4, 5=-
non-~combat alr unit 1s destroyed; roll 6, no effect,

More than 1 fighter vs, 1 non-combat air unit: sald unit
destroyed,

A lesser number of fighters attacking a greater number of
non=combat ailr units, without designating individual planes as
targets: no effect,

A fighter may not engage;in more than one battle during
one player turn, :

Combat Air Patrol (CAP): :

Over the end of a turn, a player may assign fighters and/or
TAC to CAP missions, CAP consists of flying fighters or TAC to
a specific square and leaving them there ( in the air) over the
end of a turn, Planes flying CAP act as scrambling alrcraft
against any planes attempting to bomb units within that square
or violate posted scrambie notices for that square only. Flane
flying CAP must be within 12 squares of a friendly alr base,
(Elimination of the friendly air base used for CAP, either through
destruction or capture by hostile forces, does not negate the
CAP mission for that turn;) s ‘

CAP planes, on the owning player's next turn, must return to
an airbase before taking any other action, Airplanes on CAP may
take no other action during the turn in which they are placed on
CAP»=they may not be used in serambling against squares other than
the one they are patrolling.

CA? may only take place over an ¢bject which is on the Bomb-
ing Tables, cont oper vt (o (A ) , |

TAC on CAP may not -be carryiix bombS£ﬂ§&§&*bmﬁJ¥*¢ﬂg€§“ by

0il must be consumed for CAP alrcraft on the both the turn
in goes out on CAP, and on the turn it returns from it.

One may not scramble to defend aircraft on CAP,

Tactical Alrcraft (TAC):

Tactlcal Alrcraft may serve as either fighters or bombers,
When sexving as fighters, they carry no bombs and function as
%2 a fighter, When serving as a bomber, they carry only light
bombs, which generally function as # a regular bomb (exp, ==
light bombs serve as one battle factor in support of land or
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naval combat), When serving as a bomber, they defend as 4 a bomber=w

i.e., one fighter may attack one TAC at 2-1,
A TAC may elect to Jetlson its bomb in mid mission and serve

instead as a fighter,
In bombing ships, ‘uwew : R

bombs function a8 regular bombs.“”

Ack-Ack:

Ack=-Ack fires once per eligible plane per eligible square,
It attacks planes in adjacent squares only when said planes are
making bombing runs in that square, and then attacks only at low
intensity, Bombing planes in the same square are attacked at
high intensity, while planes merely flying (escort or otherwise)
in the same square are attacked at low intensity,

Results:

High Intensity Low Intenslity

1 no effect no effect

2 no effect no effect

3 defender elinm no effect

L defender elim defender elim
5 defender elim defender elim

6 defender aborts defender aborts

Against Non-Combat Air Units (flying in same square, or landing
in adjacet square):

elim

elim

elim

elim

elim

no effect

AN EPFWNE

Ack-Ack must be installed to operate~~see INSTALLATION on
Econ, sheets, It must be manned by & coolie, who may do nothing
else over the end of a turn, Ack-Ack may be de-installed as if
it were a factory.

For purposes of Ack-Ack fire, different sub~-squares withinz
a single square are considered to be the same square,

F, Bombing:

In—general, h: bomber may drop one bomb durning its turn
against any object on the bombing tables™(provided that the
bombed player has not successfully scrambled agalnst the bomber, )
In most cases light bombs serve as % a bomb--i,e., 2 are required
for any effect (see TAC for exceptions).

If the bomber gets through the fighter cover, if any, the
bomb is dropped, the bombing tables are consulted, a die is rolled,
and then the bombing results table 1s consulted and lts effects
applied.

Multiple bombing attacks on a single unit are not cumulative,
They are rolled seperately and only the most severe result (with
respect to the defender) is applied. However, the "*" effect on
the; results table may apply to more than one bomber,

A pertially completed item (e.g., factory, ete,) may be

bombed as 1f it were completed,

{(1 RPN 5 . -
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The cargo of self-mobile units may not be bombed separately
from the self-mobile unit 1tself,

If a coolie in a square sontaining other coolies 1s successfully
bombed, the other coolies may not take over the bombed cooliels
task until ‘the owning player's next burn,

When a unit 1s forced to retreat from bombing results, it
must retreat two squares, If it cannot do so, due to hostile
zones of control or terrain restrictions, it &3 eliminated instead,

Except for mountain roads, mountains and forests add 1 to
an object's defense factor,

Pillboxes and forts are bombed sepreately from their garrisons,
and add 1 or 2, respectively to the defense factor of the garri-
sons when the garrisons are bombed, Mountains and forests do
not increase the bombing defense factor of the pillbox, fort, or
garrison,

The convoy rule applies to alr attack also, Each of the
escorting naval ships must be bombed before the . escorted ship
may be bombed,

When bomblng a squre containing hostile military containing
at least 2 units of heavy arms, each military unit must be bombed
be fore amnything else is bombed, This does not apply to military
in a warehouse,

Subsquares connected by a bridge or mountaln road are still
considered subsqures for determining bombing defense factors,

Natural docks may not be bombed; ships in natural docks must
be bombed individually. Ships in man-made docks may not be bomb=-
ed; rether, the dock must be bombed, :

Bombing Table:

Item: Defense Severe Light
Factor: Damage (S) Damage (L)

Ack=-Ack 6 destroyed damaged#**
Alrborne Regt. 5 retreat and retreat

destroy Alr

Trans, Unit
Airport 6 destroyed, # 1/3, of contnets

of contents lost

lost
Alrworks 4 destroyed damaged**
Aluminum Ref, 3 destroyed destroyed
Armoured Brigade 7 retreat, retreat

dest, Tank :
Artillery Brilgade 7 retreat, dest, retreat

HAU ,
Battleship 6 3 steps one step damage

damage .
Bridge 2 destroyed destroyed
Bulilding Materials Factory 3 destroyed damaged ¥#*
Cargo Ship or Barge 3 sunk lose cargo
Cargo Shipyard L2 destroyed damaged*#*
Carrler 5 sunk 1 step damage
Construction Brigade 6 retreat, retreat, dest,

dest, HAU cmx

and cmx
Construction Machine Faec, 3 destroyed damaged¥*#
Coolle 3 retreat retrsat
Distillery 2 destroyed damaged*#




Item: Def'ense
Factor:
DOOk’ (Mwﬂ ‘/1m (Q oY ) 6

Electronles Factory
Fort

Heavy Arms Works
Heavy Machine PFactory
Heavy Transport Works
Infantry Brigade

Light Metal Works
Light Transport Works
Luxury, Amusement, or
Consumer Goods Fac,
Luxury Liner
Mountain Road

Naval Gun

Naval Shipyard

0i1l Tanker oxr fishing
ship

Pillbox

Pipeline

Pirate ship

Plastics Factory

Power Line

Power Station

Recon, Unlt

Regiment

Road or Rallroad
Small Arm Coolie
Small Arms Works
Soap Factory

Steel M1ll
Submarine (surfaced)
Tool & Die Works
Warehouge

Yacht
Deetroyer
c:ulser

FRP VVLULEEDNN WDPWND KR £On WWN N ONEWE~IN

Bombing Resultsz Table:

Severe
Danmage gsz:

destroyed, % of

contents lost
destroyed
damaged *¥*
destroyed
destroyed
destroyed
retreat, dest,
HAU

destroyed
destroyed

destroyed
sunk
destroyed

3 steps damage
destroyed

sunk
destroyed
destroyed
sunk
destroyed
destroyed
destroyed
retreat, dest,

Tracked Transp.

retreat
destroyed
retreat
destroyed
destroyed
destroyed
destroyed
destroyed
destroyed, 3
contents lost
sunk

e Sunk.
sunk

S PR
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Light
Damage (L):

1/3 of contents

lost
damaged*#
demaged ¥*#*
damaged®#*
damaged **
damaged**
retreat

damaged*#*
damaged¥#

damaged*#
sunk

repair road
portion

1 step damage
damaged®#*

sunk
damaged *#*
destroyed
lose cargo
damaged*¥*
destroyed
destroyed
retreat

retreat
destroyed
retreat
damaged¥¥#
destroyed
destroyed
no effect
damaged ¥+
1/3 contents
lost

sunk

Sune,

1 step dam?ge

3

P\ R

Roll: Defense Pactor:
1 2 3 4 5 6 7 8 9

1 Ne Ne Ne Ne* Ne* Ne¥* Ne¥* Ne¥* Ne#
2 8 S Ne“ Ne Ne Ne* Ne# Ne¥* Ne¥#
3 S S S S8 Ne Ne Ne Ne¥* Ne¥*
4 s S 8 s S 38 Ne Ne Ne
5 3 S S L L L S L Ne
6 L 'L L L 1I* 1 IL* 1 L*

* bomber eliminated 1f attacking brigade, battleship, cruiser,
carrier, or fort (does not apply to ship with no naval battle fact-
or remaining due to damage).
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**Damages to non-moblile land pleces: repair over the end
of a turn with 1 BM, 1 coolie, 1 cmx, yielding $1, 1 EDU,

G. General Milltary Rule:

A battle consists of one offensive roll of the dle 1n land
or sea combat (including mixed battles), or the automatic elimi-

nation of a unit by land and/or naval forces.
In all cases of all types of combat, attacks and attacking
and defending units involved in said attacks are specified before

any attacks are resolved,
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ki T VII. THE PIRATE

The pirate has a super~cargo ship. The super-cargo ship consgmes
3/4 BTA per water square and has infinite carrying capacity., The
super-cargo ship and anything in it are invisible, with the exceptkons

noted below.
The super-cargo ship becomes visible when beached. Possessions of

the pirate are visible when on land. Things bought by the pirate (e.g.
airplanes, cargo ships) are not invisible except when stored in the
super-cargo ship. )

(1) The super-cargo ship becomes visible when it is on a coast or

river square containing a coolie or any other self-mobile piece; .
(2) It is seen by ships and airplanes in or over the same square;ﬁf
(3) The pirate must announce his ship's presence if it saile

through & squars containing plane(s) in the air or ship(s) at sea.

(Note: he must in this case alsc announce which square he sailed from

and which square he sailed into.) e
| The-super=cargo-ship-may-not enter hostila haval zones of EoHEEsT:

_Itwiswat%aekedw93wi¢wit»we@euawnerme&maergumghip1

The pirate starts at the end of turn:Zi He has a super-cargo ship,
a super-small armed coolie, 10 food, a govermnment coolie, a regula#

;‘ fi; coolie, and 10 confidence.
Position of the pirate is known by God.

When the pirate is sighted, his location is revealed only to the
sighting player.

The pirate's super-small armed coolie: may carry two items and may

remove items from a square that contains hostile coolies without waiting

for the hostiie coolies to die. In all other respects, the super-SAC

is identical to a regular SAC.
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Sea serpent rules:
No more than three sea serpents are generated in any one ocean.
(However, they may move into other cceans.)

Sea serpentspmove at random. A die is rolled to determine direction
of movement-~same table as wind table for sailboats. Two dice are rolled
to determine distance. gf sea serppnt's mndicated movement is impossible
because of blocking terrain, it moves as far as possible, and then a new
direction is determined for remaining movement. Sea serpent movement
occurs during orbital phaser turn. Note: sea serpents may not move up
single line rivers or canals.

In the turn on which a sea serpent is generated, it is under water
in the square in which it was generated. While underwater, sea serpents
are attacked in accordance witg the rules for attacking underwater
submarines, with one exception£ adverse rolls do affectsthe attacker.

On the next turn, the sea serpent moves underwater. It attacks any
submerged submarines in its path, and at the end of its turn it surfaces.
A surfaced sea serpeht beﬁaves as a cruiser for all military pruposes. "

In its naxt turn it moves on the surface, attacking all surfaced
ships in its path, and at the end of the turn it submerges.

It then moveé underwater for a turn, and then goes to sleep.

Note: sleepiqg sea serpents are too deep toc be damaged by attacks.
The consumption of chemicals for military purposes on the same square or

sub-square as the sea serpent awakens the serpent, who will then repeat

the above sequente.

e

Corfinued on £33,



Sea serpent rules, continued

Note: Gratuitous bombing of squares containing sea serpents may.
awaken Godzilla, who might mistake you for Tokyo.

Note: attack rolls for sea serpents do not stop their movement.



$-EDU PAGE NOTATIONS:
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% denotes a basic economic factory.or product.

+ denotes a military factory or product,

t denotes a factory which produces consumer goods (whoopies). )
. . . 1 |y
§ denotes a consumer good (whoopie) with storable EDU.

%
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ADDENDA : D%

§Rubber 1life raft $-1 EDU-6 Built in a CSY from 1 Rr.




THINGS BUILT IN FACTORIES:

Name

2 AA Guns

Air Transport Unit
Aluminum

Barge

Battleship

Bomber

4 Bombs

2 BM

Cargo plane

Cargo ship
Carrier

C-5 Galaxy
Construction Machine
2 Cruisers

7 DESs T RinkS

2 Fighters

2 Fishing Ships
Fresh Water

Heavy Arms Unit
Heavy Machine

6 Light Bombs
Locomotive

Naval Gun

3 0il Tankers
Pirate Ship

2 Rolling Stock
Small Arms Unit
Steel

2 Submarines

3 TAC

Tank

Tool & Die

4 Torpedoes
Tracked Transport
Transport and Supply
Truck

Reso

St,
Rr,
Bx
A,
St,
Al,
X
34
Al,
Fe,
St,
2 Al
St
St,
i1;
Al,

Fe,

urces

X
X

Fe
0, X
Cu, R

Cu, R

0, X
, 2 C

s X
s, X
u, R
y X

O O OO

r, O

r

u, 2 Rr,

r, O

salt water

St,
St
X
St,
St,
Fe,
Fe,

X

X
X
C, Cu
c, X,

s, X
SAU

St or 2 TFe

St,
Fe,
St,

X

¢ (or cmx,hmx,t&d)

0, Cu

2 Al, 2 C
2 st, o,

St

X
Rr.
2 0,
St,

X
Rr,
Rr

u, 2 Rr,
X

food

2

2

0]

0
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EDU

Factory

O W

s

R O N O = H N OB O~ B 0 Uk O OB 0 S o OO W
o _ o

N =
=

o N Vo

HAW

LTW

ARF

CSY or NSY
NSY (3 turmns)
AW

SAW

BMF

AW

CSY or NSY
NSY (3 turms)
AW (2 turns)
CMXF

NSY (2 turns)
NSY (2 turns)
AW

AW

CSY or NSY
Distillery
HAW

HMXF

SAW

HTW

HAW

CSY or NSY
CSY or NSY
HTW

SAW

SM

NSY (2 turns)
AW (2 turns)
HTW

TDW

SAW

LTW

LTW

LTW
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in the future, —
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Rules Change Petition Date Posted: September-f, 1978
.:;"‘ L

.. .and God said, "Let there be:

Sailplanes

Sailplanes are built in an Air Works from Wood Products &
Light Metal Products, with 1 cost, 10 EDU. They are (of

course) a consumer good.
To use the EDU, one must fly the sailplane.

Sailplanes may carry one ambassador coolie or one government
coolie.

They may not take off on their own power, but must be towed
into the air by a cargo plane, a C-5 Galaxy, a passenger
airliner, or a Spruce Goose, and released in the same square
as the airport from which they take off. They move the same
way as Sailboats, but use % the BTA/border. They may land in
any plain square or in an airport. They may NOT land in a
city or forest square, without an airport. Also, they may
NOT cross mountains.

b

.« .and God said, "Oh, it's in bhad taste,qto sing againstb
whoopies?.."

Also it is in bad taste to sign against whoopies.

WE_LOVE IT WE_ARE INDECISIVE

2 e Oe om0
2, Lond 5, ,
‘3. x’ e .Y ‘ ’ : S

5
GlasS Island Merchonts

WE NEVER DID HAVE TASTE & ARE A GOOD CASE FOR RETROACTIVE BIRTH CONTROL
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The Basic, Partial, Incomplete Rules to Empire, pg. 25
part VI, section C, paragraph 6 currently states:

Naval guns may roll a separate attack on each hostile ship entering
any adjacent square,...

This would mean our noble M., Terry Roddy would not get to shoot at
Nisbet's cruiser which is currently lurking in a square adjacent
to his Naval Gun installation, because M. Nisbet's cruiser would
never have to 'enter' the square. Because this would be perverse
and a great annoyment unto the sight of the Lord, be it resolved
that the above text be changed to read:

Naval guns may roll a separate attack on each hostile
ship entering any adjacent square and on any ship remaining
in its square or in an adjacent square at the end of their
movement phase,...

MAKES SENSE, DO IT Quorum I hate 1it.
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RULES CLARIFICATION PETITIONS:

The Basic, Partial, Incomplete Rules to Empire, pg. 20
part VI, section A currently states: #

1 Small Arm Coolie = 1 coolie 4 1 SAU
Battle factor = 1.” Not regular army. Consumes 12 BTA to arm
on the turn it arms, plus 1 Cost.

..1 Recon. Unit’= 1 Infantry Regiment 4 1 Tracked Transport
Battle factor = 1. Regular army. 6 BTA to arm during a turn...

.1 Artillery Brigade = 1 Infantry Regiment + 1 Heavy Arms Unit
Attack factor ="4; defense factor = 1. 6 BTA to arm during a
turn. Regular army.

...l Airborne Regiment = 1 Infantry Regiment +1 Air Transport Unit
Battle factor = 1. Regular army. 6 BTA to arm during a turn...

1 Construction Brigade = 1 Infantry Brigade 4 1 Construction

Machine
Battle factor = 2. Regular army. 12 BTA to arm during a .turn;
12 BTA to disarm during a turn...

To conform to the unwritten rules now in use, be it resolved
that the underlined sections of the above text shall respectively
read as follows:

SAC) Each coolie consumes 12 BTA to arm

RECON. UNIT) Each Infantry Regiment consumes 6 BTA to arm

ARTY. BRGD.) Each Infantry Regiment 6nsdwmes 6 BTA to arm

AIRBRN. REG.) Each Infantry Regimenf sfimes 6 BTA to arm -

CNSTRCTN. BRGD.) Each Infantry Brigadesconsumes 12 BTA to arm...
Each ConstructionmyBrigdde consumes 12 BTA to disarm

0 GOD, YES LET S PASS IT QUICK! 7 QUORUM _ nah
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Whereas, in past qames there has been no standardized

noctation system for locating roads, railreads,
powerlines, & ppeline;
And Whareas, this has resulted W an wakbility for one
player to wunderstand ancthey players
notation system,

‘Ahd Whereas, Empire is, an open information game E
requiring that any other player must

be capable of determining the posrtions
of exergthina under 4k "o player's

Control,

And Whereos, the various locabion systems confuse
“Mmany players when ‘Hf\rz@ attempt to
count

:
the nwnber of 3quares of road,

ralvoad, powerline, or pipeling buwlt,
TE IT Resow Ep That each cowrrbry's recovrds must wnwclude
a Roab [Rmiroad / PoweRUNE / PIPELINE LocaTion SweeT Tor
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