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	Unit
	Attack
	Move
	Cost
	Attack Priority
	Notes 

	Infantry
	2
	1
	4
	Inf, JT, hov, tank, plane
	

	Jump Troops
	2,3
	1,3
	6
	JT,  plane,  inf, hov, tank
	Jump Troops operate the same as normal infantry, but also have a 1-time special attack: They can jump up to 3 spaces & attack a territory with an attack value of 3.  JTs (permanently) revert to normal infantry afterwards.

	Hovercraft
	2,1
	3
	6
	LAND: Hov, inf, JT, plane, tank

WATER: Hov, frig, batt, plane
	Move: Can cross water, carry 2 Inf or 1 Tank,

Combat: attack 2 when empty, attack 1 when transporting,

Units in transport can’t attack in water zones.

	Tank
	4
	2
	7
	Tank, hov, inf, JT, plane
	

	Plane  
	6
	4
	18
	LAND:  Plane, tank, hov, JT, inf

WATER: Plane, frig, batt, hov
	Planes may not take enemy territory.  If planes remain after victory in combat, they will remain “in the air” until the next turn, but players will NOT exchange territory markers.

Planes attacking water zones have a range of 3 and return to original territory.  If territory was taken while plane is absent, the unit is lost.

	Frigate
	5,3
	2
	10
	Water:  Frig, batt, hov, plane

Bombard: Inf, JT, hov, tank, plane
	Must be produced from a port city.  Can bombard shore (1 attack per frigate) with an attack value of 3, but sacrifices ability to defend itself (if necessary).  Frigates may not bombard sea zones.

	Battleship
	7,4
	2
	25
	Water: Batt, Frig, plane, hov

Bombard: Plane, tank, hov, JT, inf
	Battleships take 2 hits to destroy them.

Have the same bombard ability as frigates, but with an attack value of 4.  Battleships do not lose ability to defend themselves when bombarding.  Battleships may not bombard sea zones.

	Defense
	1
	0
	7
	Depends on type:

Ground: Inf, JT, tank, hov

Air: plane

Water: batt, hov, frig
	Indestructible.  Player chooses to buy 1 type of defensive structure (Ground, Air, or Water).  Player may buy one of each.  Fires once at beginning of combat and destroys 1 (pre-announced) unit type per roll of “1".  (Units destroyed cannot attack)  Can only be placed in cities.

	City
	-
	-
	10x3
	-
	New cities can be bought and placed on a land territory held for 3 consecutive rounds.  Cost is 10 for 3 consecutive rounds.  Location must be written on first buy round and revealed when city is placed.  If enemy troops capture intended land zone, spent money is lost.


Goal: The goal of this game is to capture every player’s capital territory, or have the highest monetary earnings after X number of rounds.

Starting the game: Hexes are dealt to player until there are enough (land) units in hand.  (Approximately 75 spaces for a 5-player game, 64 for 4 players, 60 for 3 players, and 50 spaces for a 2-player game.)

Players start placing hexes in turn order until all hexes are on the board.  The first hex MUST be placed in the starting hex outline.  Subsequent hexes must be placed adjoining previous hexes.  Hexes placed on the far right or left of the game map will “wrap around.”

Numbered “cards” are dealt (randomly) to players and a new turn order is established for placement.  Players, in order, place one unit in any territory they own.  (Units: 18 inf, 3 tanks, 1 hov, 1 plane).  After all units are placed, capitals are placed in same turn order on any territory other than a water zone (NOTE: Capitals need not be placed on a city territory!).

Time Limit: Each round will be timed.  Players who do not complete their movement during this time get to exclaim, “damn!” or groan in annoyance.  Starting time limit will be around 3 minutes 30 seconds, and will decrease by 30 seconds each round until one player wins, or the minimum time limit (30 seconds) is reached.
Purchasing units: Players purchase units during each movement turn.  The units purchased will be placed at the end of the same turn (AFTER all combat has been resolved.)  Players may place any number of units in any city or capital territories they have possessed for one full round.  If a player possesses no city or capital territories during the unit placement phase, the player loses the purchased units.

Capital cities: Players losing their capitals to other players surrender some of their capability to earn money at the end of their turn.  If a player still possesses at least one city zone, they may collect ½ of the monetary earnings due to them at the end of the combat phase (round up).  Otherwise, the player must capture a city, another player’s capital, or recapture their own capital.  NOTE: Captured enemy capitals work exactly the same way as starting capitals.  (I.E.  If Player 1 and Player 2 capture each other’s capitals on the same turn, they may both collect their full monetary earnings.  Remember, though, that they may only place new units on a city or capital owned for one full turn.)

Notes for board game: 

Jumps Troops may not jump from transports. 

Units may only board transports if they start in the same territory as the transport.

Circle both the units and the hovercraft they ride in when describing movement (to avoid mistakes.)

Multiple city defenses will fire at each unit.  (Example: 2 tanks attack city with 5 land defenses.  Roll five dice for the first tank.  If any rolls are a “1", remove that tank.  Do the same for the next tank.)

Movement: Unless otherwise noted in table above, units move according to their movement abilities listed.

Notes: Sea zone ownership is established at the beginning of the round by the units within.  If a player has any water-based units in a zone, he has established control and no player may create a movement through that zone.  As on land, during the movement phase, enemy units may pass each other in neutral sea zones.

Combat:

