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1. Game Components:
1 map (63 x 85 cm)   [image: image1.jpg]


  
345 land units: 
-90 heavy artillery units   [image: image2.jpg]V4



  
-255 infantry units  [image: image3.jpg]


   (the number indicates the number of units rappresented by one tile) 
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4 factories [image: image6.png]
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Setup chart

30 event cards   [image: image9.jpg]
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32 paper bills (16 paper bills of value 1 and 16 of value 10)  [image: image11.jpg]


  
8 action cards
6 marking boards        [image: image12.jpg]o
oy
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 (7 countries)
18 modernization markers [image: image14.jpg]MODERNIZED
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6 sided die [image: image16.jpg]



2. Preparation

Choose your side (Central powers or Entente powers). 
IMPORTANT: The number of players on each side does not necessary have to be equal. 
Shuffle the event cards and put them face down on the board.

Take the starting money and units noted on the setup chart.
Each side receives 4 action cards. 

The player(s) who play(s) as the attacker (Central powers) put(s) the units on board first. 

Each side can put their forces and generals only on their own territory, for example French troops can be positioned in France or on the territory belonging to France, like Morocco or Tunis.
Players can place their fleet only on spaces adjacent to the shore of their territories.   

Troops can be bought at the beginning of the game and subsequently at the beginning of each turn after the money is dealt. 
IMPORTANT: British territory of Gibraltar is extra enlarged on the map and may contain only one land unit. 

3. Game rules

Action order:
The turns should be marked on the left side of the map. 

At the beginning of each turn:

1. Each side takes one event card (except the first turn)
2. Players receieve their money.

3. Players buy armies, factories, modernize units etc.

4. Players move their units, decide where to use their hand cards and fight. (Movement and   fighting can alternate, but units that have been moved once shouldn't be moved again in the same turn.) 
IMPORTANT: The player(s) who play(s) as the attacker (Central powers) start(s) the game. First one side moves its units and fights the enemy, then the other! A turn ends when both sides have finished their moves and battles!
Movement:
All units may move up to 2 fields, only aircrafts may move up to 4 fields. No unit can pass through the fields containing enemy units (picture 1). In one turn each player can move all of his/her units once. Troops can be moved as soon as they are bought. 

It is not allowed to move diagonally or over neutral lands (picture 2). 
IMPORTANT: When a player wants to move his or her land units to the shore, moving from the land to the sea counts as one move. Movement then continues normally according to general rules (up to 2 fields). Disembarking (moving from the sea to the land) also counts as one move. Ships are not necessary when moving land units across the sea, except for protection. Conflict between ships and land units moving across the sea is not possible. However, unprotected land units which are in the same field as an enemy war ship can be sunk or captured without a fight.    
Land movement is allowed on Bosphorus (OTTOMAN EMPIRE), as if there was a bridge.
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Picture 1.




Picture 2.
Battle:
Fighting should follow this order:

1. Sea battle

2. Heavy artillery shoots to adjacent fields

3. Battle with infantry units

Movement and fighting can alternate, but units that have been moved once shouldn't be moved again in the same turn. The attacker does not have to move all units from his/her field to the attacked area and it is possible to send reinforcements during the battle. If a player decides to stop the attack, his/her troops should be withdrawn (picture 3). Artillery units are not allowed to move and shoot in the same turn. 
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Picture 3. Two British troops attack a German unit. After losing one unit, British decide to stop the attack. The remaining unit may not stay in the same field with the enemy. It should withdraw one field in direction where it came from.
Players roll a die for every unit taking part in the battle. The player who gets the higher score on a die wins the battle. If both players have equal score, both of their units are destroyed.  

But it is possible to neutralize combat luck!

How?

If attacking troops outnumber the enemy two to one or more, the attacker adds +1 to the number scored on a die. 

The player who has a plane in the battlefield adds +1 to the score. 

Defending land units always add +3  to the score.
If you have modernized your army, you add +1 or +2 to the type of units you have upgraded (see Modernization).
The troops surrounded by enemy units get -5 when defending themselves as well as when attacking (picture 4). Ships don't have to be surrounded from the land side. Likewise, it is not necessary to surround land units from the sea side. The field has to be surrounded from at least two sides (there are fields that can not be surrounded, eg. Scotland!) If there is a neutral territory adjacent to the field you are trying to surround, you don't have to surround it from that side.
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Picture 4
A general or an officer adds +1 or  +2 in combat to his units if he is present on the battlefield (see Generals and officers).

If a player wants to capture the enemy unit, he or she has to announce it before rolling a die and then takes away -1 from the score. If his or her final score is higher than the enemy's, the attempt was successful and captured artillery units or ships become part of his/her army (he or she puts them off the map and replaces them with units of his/her own color). Captured infantry units have to be marked on the marking board. The side that has captured 6 infantry units gains +1 on all units in combat until the end of the game. 

IMPORTANT: It is not possible to capture planes or generals. 

Heavy artillery can shoot to any adjacent field. The attacker decides which field to attack, and if he or she scores 6 on a die, he or she throws out one enemy unit by his/her choice (with the exception of generals and aircrafts!). Each attacking artillery unit may shoot only once during the turn. Artillery units can also attack and defend like infantry, but if modernized, don't gain additional points in fighting (only in shooting, see Modernization). After shooting the artillery unit may not be moved again until the next turn. It is not allowed to move and shoot during the same turn. 
Planes can only fight each other, except when modernized for the second time (then they are allowed to attack any unit). If they are left alone in an enemy field (without the support of land units) they are destroyed automatically. You can not use planes to surround the enemy.
Fight between ships and artillery is possible if they are positioned on adjacent fields. Both players have to agree to fight (except when one player has to protect a shipyard, in which case he is forced to fight, see Shipyard). There is no possibility of surrounding.
Bosphorus and Dardanels and strait of Gibraltar – In case a player has heavy artillery units on one side of the strait, enemy ships have to destroy them in order to pass (remember that it is not allowed to fight and then move in the same turn). If a neutral country holds both sides, any player may pass. At the beginning of the game Bosphorus and Dardanels belong to Ottoman empire and Gibraltar is under British and Spanish control. 
Fight examples:

Fight example no. 1:
David has 4 infantry units and one plane. He attacks Maria in the field where she has one infantry unit and one heavy artillery unit modernized once.

David decides to attack the artillery first.

David scores 2 on dice. He adds +1  because he has twice as many units than his opponent and +1 for plane support.  2+1+1=4. Maria scores 1 on dice. She adds +1 because the attacked unit has been modernized (level 1) and +3 because she is defending. 1+1+3=5.
David loses one  unit of  his choice and puts it off  the map. David can continue fighting or withdraw his units (no further moving of those units is allowed in this turn!). David continues the fight but he does not have double number of units any more so he doesn't add +1 for it.
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Fight example no. 2: 
Jake (attack) has 1 ship and 1 aircraft and Robert (defence) has 1 modernized ship ( level 2). In the same field his ally Nika has one modernized ship ( level 1).
Jake decides to attack Robert's ship and scores 3 on dice. He adds +1 because he has a plane. 3+1=4

Robert gets 1 on dice (unlucky () and adds +1 because of the  double number of units ( 2 ships against one). He also adds + 2 because he has modernized ships ( level 2). 1+1+2=4.

Robert loses his ship and Jake loses the ship and the plane.
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Money
Every player receives money at the beginning of each turn. The amount of money corresponds to the countries he or she controls or has occupied (see coins on the map). For example, if you play as Britain and you lose Malta, you take don't take money from Malta any more, but the conqueror does! Players can invest money together in factories, army etc.
Factory 
Players can build factories in all the areas where they have their unit(s). 
Your opponent can destroy or take over your factory.
A factory produces planes and heavy artillery that belong to the country where the factory is positioned (eg. a factory built in Italy can only produce Italian plane and artillery units).

Capital city 
Infantry units are produced in the cities. On each city there is a number that indicates how many infantry units a player can produce in one turn. A capital city is lost if it is left unprotected and an enemy unit enters it. A city can be conquered only by land units.

When the capital is conquered, the whole country is conquered and all its units, as well as of its colonies, are moved away from the map (see Conquering). The conqueror may produce his/her own army in the city.  
If two players play together as allies, eg. France and Belgium, and if Belgium is conquered by German forces, French army can free Belgium and in this case Belgian (not French!) units can be produced again in Belgium. If they have been modernized, they still keep this upgrade.   
Shipyard

It can be built on any land field adjacent to the sea.

Shipyards produce ships. Players can destroy or take over their opponents' shipyards by navy. Unless they are protected by artillery, it is possible to destroy them or take them over without a fight. 
A shipyard produces only ships that belong to the country where the shipyard is positioned (eg. a shipyard built in Italy can only produce Italian war ships).

Modernization
All army units can be modernized by paying the sum indicated on Price list. It is possible to upgrade any army unit two times. The modernized army has +1 in combat (or +2 in case it has been modernized twice). If a player has upgraded his/her heavy artillery, he or she no longer needs to roll 6 on a die to destroy enemy unit, it is enough to score 5 (or 4, if the artillery unit has been upgraded twice). 
Modernization of an army does not automatically mean modernization of its allies' troops. For example, if you have modernized German infantry, it is not possible to produce modernized Austro-Hungarian infantry. 

If a country with modernized units is occupied and then freed, the new units it produces are still modernized. 

Modernized units should be marked on the marking board.

Conquering 

If a country has no land units on its territory and enemy forces enter that country, the country is considered conquered! However, it can be protected by ally units. 

When the capital city is conquered, the country is conquered together with all its colonies and controlled territories. For example, if you conquer Bulgaria and Bulgaria has previously managed to conquer Grecce, Greece is also yours now. Mark the conquered country with your flag marker!
IMPORTANT: To conquer Constantinople you have to control both sides of the city (in Europe and in Asia Minor). To conquer Austria-Hungary you have to conquer Vienna as well as Budapest!

Generals and officers
Generals and officers add +1 in combat if they are present in the field of battle. They can give +1 to ally units as well.
In brackets you can see which generals are not used in classic 1 or 2 scenario. 
KAZIM KARABEKIR (OTTOMAN EMPIRE) +1 to infantry (not used in classic 2 scenario)

POTIOREK  (AUSTRIA-HUNGARY) +1 to infantry
MACKENSEN (GERMANY) +1 to infantry 
RICHTHOFEN (GERMANY) +2 to air forces (not used in classic 2)

SCHEER (GERMANY) +1 to navy (not used in classic 2)

FALKENHAYN (GERMANY)  5 and 6 on dice for heavy artillery to destroy an enemy unit (if modernized once 4,5,6; if modernized twice 3,4,5,6) 

CADORNA (ITALY) + 1 to infantry (not used in classic 2)
BRUSILOV (RUSSIAN EMPIRE) +1 to infantry 
PETAIN (FRANCE) +1 to infantry
HEIG (BRITAIN) 5 and 6 on dice for heavy artillery to destroy an enemy unit (if modernized once 4,5,6; if modernized twice 3,4,5,6) (not used in classic 1)
There can be only one general in a field. A general is dead only when all army units in the field with him are defeated and enemy units enter the field. 
All generals can move up to 2 fields except Richtofen who can move up to 5 fields. Generals can move separately from their units.
Attacking a neutral country

A player has to announce the attack on a neutral country so that his/her opponent can play as the neutral country army (if he/she wants to). If there are several players, the neutral country army should be moved by a player who has less territory or army left.
Luxemburg can be entered without fighting.
It is not possible to attack Switzerland or to cross its territory!  
Game end:
Classic scenario 1, 2:
When the last event card is drawn, one more turn is played and then the game ends.
Of course, the game also ends if you smash your opponent before drawing the last event card!
Who is the war winner?

Both sides count the money they get from the conquered countries (see coins on the map). Count conquered neutral countries money as well but only if you play as attacker.
If it is equal, the Entente wins!

Event cards
At the end of each round and before the beginning of the new one, each side draws one event card.
FAMINE - Move away from the map 3 units of your choice. Aviation units can not be chosen!

DISEASE - Move away from the map 2 units of your choice.

RUSSIAN REVOLUTION – If you play with Russia, the next 2 rounds you don't gain any money. You lose one infantry unit  and all your troops have -1 in combat the next 2 rounds.
DESERTION - Chose two units that desert and move them away from the map. Aviation units can not be chosen!

USA – Enters the war on the defending side. Place reinforcement troops (any color of your choice) on any field on the left border of the map: 1 ship and 7 modernized infantry units. 
RUSSIAN WINTER – If you are not Russian and have units in Russia, move away from the map 2 of your units. 

SCOTLAND – Pay 20 paper bills and put 2 infantry units in Scotland. They will fight on the English enemies' side only.

IRELAND - Pay 20 paper bills and put 2 infantry units in Ireland. They will fight on the English enemies' side only.

COLONIES – Pay … paper bills to the colonies now, otherwise you lose … of your money income every turn until the end of game.

SWEDEN - If you pay 85 paper bills they will enter war on your side. Use money and units as if your own (but of another colour).
If a player decides to use this card, he or she keeps it until the end of the game. If not, the card is put on the discard deck.
PORTUGAL - If you pay 65 paper bills they will enter war on your side. Use money and units as if your own (but of another colour).
If a player decides to use this card, he or she keeps it until the end of the game. If not, the card is put on the discard deck.

ROMANIA – If you pay 60 paper bills they will enter war on your side. Use money and units as if your own (but of another colour).
If the player decides to use this card, he or she keeps it until the end of the game. If not, the card is to be put on the discard deck.

AWAKING OF NATIONALISM – If you play with Russia or Austria-Hungary, place one enemy infantry unit (of any color) from the stock into your homeland (in any field you chose). 
Action cards

Tactical advantage (2 cards) – it gives you +1 to all the units you attack with, in a field of your choice (only in one turn during the attack). Both cards can be used in each round once!

Gas (2 cards) – it can be used only once per game, any time a player wants.

Any land unit can use gas on an adjacent field. Decide where you want to use it, roll a die and move away from the map the number of units corresponding to the score.

Gas cannot be used against navy or aircrafts!

4.Choosing sides (scenarios):

1. Classic 1 for 2-6 players
Central powers: Austria-Hungary, Germany, Bulgaria and Ottoman Empire

vs

Entente powers: Great Britain, France, Russian Empire, Italy, Belgium, Serbia and Montenegro

2. Classic 2 for 2-6 players 

Central powers: Austria-Hungary, Germany, Bulgaria, Italy and Ottoman Empire

vs

Entente powers: Great Britain, France, Russian Empire, Belgium, Serbia and Montenegro

3. Austria-Hungary vs Russia for 2 players

Experiment with your own variatons of the game! 
Suggestions:

If there are 6 players in classic 1, three players on each side is the best option. Central powers: player one plays as Austria-Hungary, player two as Germany and player three as Bulgaria and Ottoman Empire.

Entante: Player one plays as Britain, player two as France and Italy and player three as Russian Empire, Serbia, Belgium and Montenegro.

If there are 5 players in classic 2, two players play on one side and three on the other. 

Central powers: player one can take Germany and player two Bulgaria, Italy, Ottoman Empire and Austria-Hungary. 

Entante: player one takes Britain, player two plays as France and Belgium and player three as Russian Empire, Serbia and Montenegro.

It is up to you to decide who will lead what countries in an allience. I know you are smart enough to do it the best way. :) 

Frequently asked questions!!! 
1. If allied units conquer a land together, whose flag should be put on the conquered territory?
It is your decision only.

2. There are no more infantry units of my colour to buy. Should I put another colour?

No. The number of units you can have is limited by the number of printed tiles!

3. Can Richthofen attack a plane by himself?
No officer Richthofen just give +2 in plane combats.

4. How many men does one infantry unit represents?
It is about 50. 000 men.
5. How come that Greece for example has no navy?

It is not that Greece or some other countries had no navy at that time but it was so small comparing for example with France that it become completely irrelevant for game. 
…

