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with the rules, then move on to the

BASIC TRAINING i

YOUR GOAL \

Be the first player to complete 3 Objectives and
be in control of your capital. This is not about
global domination. Review the Objectives before
you start to play.

GETTING STARTED

¢ Familiarize yoursalf with the game eontents by
reading the OVERVIEW OF COMPONENTS card.

+ Set up the board and all the pieces as shown on
the HOW TO SET UP BASIC TRAINING card.

= Each player rolis a die. High roller chooses a
color. Players then, in descending die roll order,
choose the remaining colors.
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ON YOUR TURN

At the start of every turn, you draft more troops
(read HOW TO DRAFT TROOPS ).

Then you attack your enemies
(read HOW TO ATTACK ).

After you finished attacking, collect one Objective if you are eligible
(read OBJECTIVES & REWARDS ).

Maneuver your troops and draw a card if eligible
(read ENDING YOUR TURN ).

. WINNING \

You win if you have completed 3 Objectives and
control youccapital at the snd of your turn.
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OVERVIEW OF

COMPONENT%
SIDE 1
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VE CONTENTS

;}%' ® Gameboard # 7 Dice ® Deck of 42 Cards
M
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» 5 Sets of Units, each a different color » 15 Cities

* 5 Capitals » Part sheet

Cities will be placed on the board
into different territories. If you
control a territory that contains a
city, you control that city. The
number of cities you control is
added to the number of territories

you control when drafting troops,

4

and they are also important to

f." 111/ /,/
/ rff:f,.r'_f,- f‘/(/ /| Capitals cannot be moved during
111/
[/ ’r/ / r”% game play.
/ //

Each player will have one capital | & » achieving some Objectives.
placed in one of their territories. |#=
| s Capitals have no military function —U
777777777 TTT7TTT]7 but are important to hold. :
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byERVIEW OF

COVIPONENTS
SIDE 2
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'J-ll You use the dice when attacking

e
J TROOPS X : c oce

Every player will control troops of one color. gl and defending territories.
=

Troops are represented by two different arrows - the -

s_mai':er arrow represents 1 troop, and the larger arrow mm. .- . .

represents 3 troops. Attack Defense | Banus Bonus
Dice Dice Attack Diel Defense Die

[T LI LT T T

A /£
There is one card for each territory

<Z] = 1 troop ‘(( = 3 troops

s
I’
‘W In Eastern United States, Green € on the board. Each card has the
has 2 small arrows (1 troop each) 2 name and pi :
. picture of a territory, and
uN:E’:_?)“smLs and 1 large arrow (3 troops) for a <
total of 5 troops. | u 1 or 2 stars.
|

I LT T

g linked to Objectives,
Chieved, they give 5 bonus to your t
Rewards are used only in the Command
version of the game,

roops.
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PLACE OBJECTIVES ™\

Place these Minor Obijectives on the board:

PLACE CITIES  \
Placo citis in the ollowing teriories,

* Western United States * » Ruscig
'oﬂlﬂﬂb . Ve

« Control 8 Cities

Control North America tario. | i
5l e * Eastern United States  « South africy
« Control Asia * Brazil X Sihin .
Place these Major Objectives on the board: * Great an :. oc}"m

« Take Over 10 Temitories in One Tum ' memEurape .: " Jam

» Control 2 Enemy Capitals - WM"EUVOPS : . %Am“a
« Control 18 Temitories * Southern Europe i ; Austra

o Control 2 Complete Continents

The remaining Objectives go back in the box

- they will not be used in this game. :

SN

74
“3)pLavERs
3 JPLAYERS e
200 3>
Turn Order:
1 Yellow L} 0
2 Green .
3 Blue

Blue player starts
with one card.

@ =Amount of troops
oS =ity

s =Capital
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HOW TD SET UP

BASIC TRAINING

T
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GAMEBOARD

)

GD PLAYERS | D | ©x .
© Qo
Turn Order: 9
o o
3 Blue 2
4 Red : @
g o2/
ok {

@ =Amount of troops  WM=City Y =Capital
I M

)

1 Yellow
2 Green
3 Biue
4 Red
5 Black

Blue and Red players
start with one card.
Black player starts
with two cards.
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HOW TO

DRAFT TROOPS
SIDE 1
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TENTION!

The ndmber of troops you draft at the start

is a sum of the following:
of your turn is DN TERRITORIES AND CITIES \

Count the number of territories and cities you

control and divide this number by 3 (ignore any

................................... _ remainder). If this number is lower than 3

round it up to 3. Draft that many troops and
put them in front of you,

CONTINENT BONUS(ES) ™

If you control every territory within the continent, then you

control the continent. The chart next to the continent shows

how many troops you draft. Draft these troops and add them to

the pile in front of you. - '
If you control Africa you draft 3
bonus troops.

/ ’z‘g Green controls 13 territories and cities at the start of
| S | histurn. 13 divided by 3 is 4. Green drafts 4 troops.
f ~ 1 o .y ¥
S5 | Blue controls 5 territories and no cities at the start of | i wa - NSy
! ﬁg his turn. 5 divided by 3 is 1. However, you never draft |~ ~ wa ol
| w35y | fewer than 3 troops, so Blue drafts 3, el | B 9
o o B

Red controls Australia. In addition to the troops she
drafted from her temitories and cities, Red afso drafis S e
i2 troops for controiling Austraiis, e =

Xoliow controls Europe and Aftica. In addition fo the
he drafted from his teritories and cities, Yatiow "

! 8 troops for controiting these two continents {5

for Evrape and 3 for Africa).

SLNZNILNOD




HOW T0

DRAFT TROOPS
SIDE 2

AL NI 1T

CAPITALS

__‘___-_____— "‘."

—— N
Draft one troop for every capital you control,
including your own, Add these troops to the
pile in front of you,

D) CARDS

How you get cards is explained on the
ENDING YOUR TURN card.

Red has 3 cards containing 4 stars at the start of
her turn. She turns in all 3 to draft 7 troops.

Cards have one or two stars. If you have cards
containing 2 or more stars you may choose to
turn in some or all of them to draft troops. The

number of stars determines how many troops

you get. You may turn in 2 to 10 stars. Refer
to the chart on the board to see how many

troops you get for a set of cards. Add these

troops to the pile in front of you.

The territories on the cards are irrelevant

when drafting troops.

’f*’,’”h i /1]
K‘jx NI ”; /f));f/; /”.ra,a.f,» Iljx;):'r.f./” //
f’//j H’ //X/.uf,{'r/ "’"l/”x,xlx,r/,r.f"/

fuu gany.

After drafting your troops, place ALL o
You control. You can choose to

territory or spread them out acro

f them into territories that
Put all of these troops into one (
SS your territories, '
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On your turn, you can attack adjacent enemy _- -
territories in an attempt to take them over, 4}

, ; Y 5 f-‘-‘\‘_-f—\_‘—\—\_ﬁ
Attacking is optional. % De’ 7 ) BT 5 )\

0

NORTH @ \_
h4 Choose one of your territories that contains at least HREA T" A \
2 | 2 troops. Select 1 troop to “stay behind” and guard J \___\,
Z your territory. The remaining troop(s) can attack the Yellow has 3 troops in North Africa and wants to
m enemy territory. attack Egypt. He sends 2 troops into Egypt. He
|

..................................... mnatsenda!!&simone troop must stay
Choose how many troops will attack. You can send behind,

2 in 1, 2, or 3. Your territory may contain more than 3 Blue is defending Egypt and has 3 troops. He can
troops, but no more than 3 can attack. only send 2 out fo battle.

2 The defender chooses how many troops will defend
3 — 1 or 2 troops.

Each side rolls 1 die for each troop in the battle.
€} | This means the attacker rolls 1, 2, or 3 dice and tha
defender rolis 1 or 2 dice.

Both sndes put their dice in order from highest to Q AR //
p | lowest. Compare your highest die to your opponent's

) : - : . Green has 10 troops in East Africa and sends 3

hlghe# die. Tf.1e higher number wins, and the toaitack Egypt: (Green cannot send mere

defender wins ties. than this, since a maximum. of 3 troops can attack
........ : -t a time.) Blue defends with 2 troops,

RO e Green rolis three dice, cne for each attacking
Compare your second highest dice. The loser troop, and Blue defends with 2 dice. Green's
7 oo Rl el
y o there is no die to compare yours to, mezning you m&mmr:’&;‘mx'
rolled 1 or 2 more dice than your opponent, then troop. Green's Iast die, a 3, is not used since there

ignore that die/dice, 15 1o defending die to compare it to.
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IF_THE DEFENDER | FERNOCEG e aber o |

STILL HAS TROOPS

IN THE

’ You may attack again if you like and are able,

either between the same territories or between

new ones.

IF THE DEFENDER
HAS NO MORE TROOPS
IN THE TERRITORY:

TERRITORY: | |Si5| vt

Move the attacking troops into the territory. You may also move
in additional troops from the attacking territory. So even though
you can only attack with 3 troops, you can move more than that
into a conquered territory. Remember you must leave at least

one troop behind - no territory can ever be |eft abandoned.

If the conquered territory has an enemy capital, leave the capital
in the territory.

You may attack another territory again if you like and are able.

J )
7 EAST 4 |
(R O

Green attacks Blue's one defending troop
in Egypt from East Africa, sending in 3
troops. Green wins the battle and moves
his 3 attacking troops into Egypt. He then
moves five additional troops from East
Africa into Egypt. He must leave at least
one troop behind.
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After you finish attacking, look at the Objectives
that are face-up on the board. If you have
achieved one of these during your turn, you may
take that Objective and place it in front of you.
Do not put a new Objective on the board. As the

game goes on, fewer Objectives will be available.

OBJECTIVES

& REWARDS
SIDE 1

If you are eligible for more than one Objective on
your turn, you choose one - a player can only collect
one Objective on a turn.

Once an Objective is achieved, it does not change
hands unless a player is eliminated. If you eliminate

another player you take that player's Objectives in

J

addition to any cards that player had.

MINOR OBJECTIVES

TAKE OVER 4 CITIES

CONTROL AN N1 TURN

CONTROL ENEMY CAPITAL

NORTH AMERICA

Control all 9
territories in
North America.

JIIITI1]

T

CONTROL EUROPE

N

Control all 7
territories in
Europe.

Take control of
at least 4 cities
that you did not
control at the
start of the turn.

Control at least

1 enemy capital.
You do not need
to be in control

of your own

Control at least
8 cities. These
can be anywhere
on the board.

Control all 12
territories in
Asia.
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MAJOR OBJECTIVES

TAKE OVER 10
TERRITORIES IN 1 TURN

N

S——

CONTROL 18
TERRITORIES

CONTROL 2

TAKE OVER AN
ENEMY CAPITALS

ENTIRE CONTINENT IN
1TURN

CONTROL 2 COMPLETE

CONTINENTS CONTROL 11 CITIES

N

Take control of
at least 10
territories that
you did not
control at the
start of the turn.

(T T

N\

g
3
8
&

2 enemy
capitals. You do
not need to be in
control of your
own

(T

Dot P

Control at least
18 territories
anywhere on
the board,

Control every
territory on 2
different
continents.

T T T

N

Take control of a
continent where
Yyou did not
control any
territory at the
start of the turn,

AL

-

I T T

Control at least
11 cities. These
can be anywhere
on the board.




OBJECTIVES

& REWARDS
SIDE 2
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o #s | Inthe Command Room version of the game, collecting an Objective lets you also collect the
g g reward on top of it. Unless otherwise stated, put the reward in front of you to remind you of
g a your Reward.

§ g If you eliminate another player you do not get that player's Rewards. Those are eliminated
E 45 | with the player.

MINOR REWARDS

Airfield: Take the Airfield token and immedi-
ately place it onto any territory you control. As
long as you has your Airfield, you add I to
; your highest die roll for any battle waged in 3
orks on el a0l cafenee, I vt Lo ot of the tooy (LTI T T T T T T T T T
contiining the Airfield, then the Aiifield ic destroyed (but you | |
stit] kogp the Objective it carme with). if you place two Airfields
30 Miat they affect the same ferritory, you may only get the
beneiit from one Airfieid,

L T LT 7
B / | | Starting Maneuver: You get a troop maneuver / / / /
. 9 | at the start of your turn, after you've placed / /
& n troops but before you make your first attack. / / / /
il
1,

T T T T T T T T T

Additional Maneuver: You get an
additional troop maneuver during your
maneuver phase.

Guaranteed Card: You are guarantesd 1
card at the end of your turn, regardiess
of if you conquer & territory or not, or it

your iaks an Objective.
m
i
i

/ / /, f . /
)
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MAJOR REWARDS

Airfield: This Airfield works the same as the
Minor Reward Airfield.

Defense Die: Take the bonus defense die.
When defending, you now roll the bonus
defense die in addition to the normal red
dice. After rolling, replace the lowest red
FARTSRasRrReaRa s anaaaaesiniii die with the bonus defense die (unless
Aftsck Dia: Toke the Boous stiack die, the bonus defense die is the lowest) and
ihen -attacking, you now roll the. bomis re-order the dice as necessary.
ttack die in addition 1o the nornal bisck .
dies. After roliing, raplace the lowast ack 'KH{HH/!U{/HHKH/HHUHHH!///ffz’/r’f
dié with the bonus attack dle (uniess the 2 Troops: You get 2 additional troops
bonus attack die is the lowest) and re-order every tum when deafting.
the dice as necessary.

(L]
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> Draw a Card (maybe).

¥ MANEUVER TROOPS

£ Maneuvering troops is optional.
ritories V2
4

ke from one of your ter
nected territory. (Remember to N ol
\ Ry g

you cannot abandon @ territory.) W
At the end of your turn, you can maneuver
troops from |ndonesia through Southeast

through Afghanistan,

Take as many troops as you'd li

and move

them to one other con
|eave at least one troop pehind -

i Territories aré nconnected” if all of the territories in D
ntrolled by you. You cannot pass through enemy territories. . psia, through india,
" and into Russia since you control all of

om one of your these territories: Since you only went
" through your own territories, [ndonesia and

Russia aré “connected-

etween aré

also co
simply @ movement fr

This is not an attack; it 1S
er to protect your fron

itories to another in ord t line or to get

terr
1
! into position for your next turn.
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W DRAW A CARD

If you con
quered
at least 1 enemy territory on your turn, th
, then you

W get 1 card. Draw i
» matz:w it off the top of the deck and add it to your h
: ur ha
h whether you conquered 1 territ i
et itory or 40 territo-

If you colle
t an ¥y
] ' aw a card
C Objective, you cannot aISQ draw I hat turn.

|f there are no u ISCar le 1o
da more cards in the deck, shuffle tt e d scard
Hlake a new deck. |



For further details. refer

to these Reference Cards - separate thenm

and flip them over to see the fronts.
K haSbmgan'ts.co

Your orders are ocutlined on the folder

Private -
to the left.
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