The War Game

3rd Edition Rules

Empires

The War Game consists of various empires. Each empire can be made of one person, or a whole congregation of people. The important thing is that decisions are reached and there is one person that can communicate the decisions to me. If decisions do not reach me, they do not happen. 

Time

Time in the War Game world is measured in cycles. A cycle is a constant unit: no matter how many days may pass in the real world, a cycle represents a certain amount of time that never changes. The general schedule should be 1 day per cycle, with Friday and the weekend being one big cycle.
The War Game World
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Each numbered area on the map is called a territory. All territories represent an equal area of space. There are 229 territories on the map: 110 sea territories and 119 land territories. Each territory’s label is color coded for easy finding:

White territories are land territories. They may be written as “White 3” or “3.” Blue territories are sea territories. They may be written as “Blue 3” or “3.” Land territories may also be recognized by a full white border surrounding them. Note that partially white/blue borders do not count: these, along with blue-bordered territories are sea territories. Territory 34 (Panama) is a combination sea/land territory. 

Coastal territories are any land territories that border a sea territory, either by one of its sides or even just a corner. Coastal territories usually also have a bit of water them to further ease identification.

Land territories can only be connected by a corner if they are also connected to other land territories on a side bordering that corner (for example 45 and 51 are not connected, but 66 and 74 are.)

Sea territories are still considered to be connected to each other even if only by a corner (as in the case of 48 and 54)

Land territories not controlled by empires are called Neutral Territories. Neutral Territories are just that: neutral. However, this is not the same kind of neutrality that empires have towards other empires (see the Diplomacy section.) Neutral Territories have a defense force of one Army, but will never go out of their borders and attack you. They will allow you to walk through their territory, but you cannot stay in a Neutral Territory without attacking it. If an attack on a Neutral Territory fails, its military will automatically be replenished. 

Every empire has a base territory. By default, the territory an empire starts with is its base territory. However, you can change your base territory at any time. The base territory represents the capital of the empire, the nerve center. The base territory can never be taken over. It is possible to wipe out everything within the base territory, but it will never change ownership. If there are enemy troops in the base territory at the end of an attack and there are no defenders, the buildings in the base territory are destroyed. With these rules, a country can never “lose.” You will always have something to start from, and you can always pop back up from a huge defeat. This is the core of the war game: the war never ends!

Orders

Orders are sent via e-mail, and must follow a certain form. They must be divided into the following phases, in the order in which they are executed.

Buying: Buying is the first phase. This includes buying, selling buildings, researching, and intelligence. The Buying Phase also includes various extra actions such as moving your base territory and changing Diplomacy settings. Note that all selling is at the end of the phase. 

Movement: The Movement phase is the second phase. It includes all moving that is not an attack.

Attacking: The Attacking phase is the third phase. It includes all attacking.

Orders must be organized, and most importantly, clear. Please include all details, even if I might know them, as looking things up is time consuming. Orders must be in by 6:00 P.M. of the first day of the cycle (on weekends they must be in by Saturday.) 

Orders are worked out at the same time, so it is possible for two empires to attack the same territory, one to move out of a territory and another to move in, etc. Please remember this, as it drastically affects many decisions.

You cannot personally oversee everything in your empire. You have commanders throughout your empire, making sure your orders get done. Some orders require more attention than others. This is where the command point system comes in. The system is simply a safeguard against empires using thousands of attacks and moves in a single cycle. Each cycle, you have 10 command points to spend. Each of the following actions takes a command point:
- Attacking a territory
- All of your movement IF there are 5 or more destinations or 5 or more places you are moving from
- If your total buying order is more than P50 million
- Unique actions (some custom unit uses, I will tell you if it applies)
If you don't have enough command points to do something, I will take the first parts first, and eliminate any extra. Most of the time, command points won't affect you; but make sure you don't try to conquer the world in a day!

Units 

There are a number of basic units that every empire can build, listed below. The meanings of the statistics below are explained in the relative sections. When you see units, you automatically know by markings and other identifiers who owns them. Under normal circumstances, you cannot impersonate another empire.

Each empire may also up to 3 Custom Units, of a custom and unique design. You must research (research is covered later) each new design to use it (your first is free.) Custom Units must be possible with modern technology, and must meet a few requirements to keep the game fair and running smoothly. Custom Units are a main part of War Game strategy: they can allow you to have abilities that no one else has, and by keeping them secret you can keep your advantage. When sighted, you will be able to tell both who owns a custom unit and who designed it.

Military Units

	Name
	Type
	Move
	Land
	Air
	Sea
	Sub
	Armor
	Cost

	Infantry Platoon
	Land
	1
	150
	30
	0
	0
	200
	P80,000


	Tank
	Land
	2
	200
	0
	0
	0
	200
	P86,000


	AAT
	Land
	2
	50
	150
	0
	0
	150
	P70,000


Special Rules: Attacks either air or land, preference on air.



 May only use air power on fighters attacking land.

	Fighter
	Aircraft
	8
	200
	200
	0
	0
	200
	P300,000


	Bomber
	Aircraft
	14
	5,000
	0
	1,000
	100
	200
	P5,600,000


Special Rules: May not defend, is in storage when stored at a territory.

	Cruiser
	Sea
	3
	20,000
	4,000
	5,000
	2,000
	5,000
	P20,000,000


	Aircraft Carrier
	Sea
	3
	0
	4,000
	4,000
	0
	20,000
	P90,000,000


Special Rules: Has 85 aircraft slots. 1 fighter takes up 1 slot, 1 bomber or air transport takes up 2.

	Submarine
	Sub
	3
	1,000
	0
	25,000
	1,000
	1,000
	P30,000,000


Special Rules: May remain undetected in a sea territory if there are no enemy submarines.

	Sea Transport
	Sea
	3
	0
	0
	0
	0
	3,000
	P2,000,000


Special Rules: May carry up to 4 tanks or 80 infantry platoons. May transport and/or land. See later section.

	Air Transport
	Aircraft
	14
	0
	0
	0
	0
	200
	P3,500,000


Special Rules: May carry up to 2 tanks or 20 infantry platoons from friendly territory to friendly territory.

	SAM Site
	Def. Platform
	0
	0
	200
	0
	0
	150
	P96,000


Special Rules: If fires on bomber, cannot destroy, but takes off ¼ of damage value if the bomber attacks land. See later 

 section. May only defend.

	Artillery
	Def. Platform
	0
	400
	0
	0
	0
	150
	P80,000


Special Rules: Fires upon land forces before they reach the main battle. For every fighter attacking, 2 do not get to 


 fire early. For every bomber, 5. May only defend.

	Government Buildings
	
	
	
	
	
	

	Name
	Requirement
	
	Cost
	Benefit
	
	Max # per 

Territory

	Capitol
	Must be in Base Terr.
	
	P30 Mil
	P50 Mil. Extra Income
	
	1

	Research Facility
	
	
	P100,000
	Allows Research
	 
	----

	
	
	
	
	
	
	

	Resource Buildings
	
	
	
	
	
	

	Name
	Requirement
	
	Cost
	Income per Cycle 
	
	Max # per Territory

	Resource Center
	-----
	
	P30,000
	P10,000
	
	See Territory Chart

	Oil Drill
	Oil
	
	P100,000
	P50,000
	
	1,000


Resources and Buying


The currency used in the War Game is Points, represented by a P (as in P20.) Points represent the various resources like metal, wood, and gold that are used to produce units. 

All land territories have resources that can be harvested and refined to give you income. There are two different types of buildings that can be built to give you resources: Resource Centers and Oil Drills (see above.) The amount of Resource Centers per territory varies (ranging from 6,000 to 10,000), as different territories have different amounts of resources. Note that Oil Drills have a better Cost to Income ratio, and so territories with oil are very valuable.

Territories with resource buildings will produce a certain amount of resources per cycle. However, for these resources to be usable, they must be sent to your base territory to be refined and ready for distribution. So, a territory must be connected to your base territory somehow. This can be physically connected to the base, physically connected to another territory that is connected (if all of your territories are in one mass, none are in a separate “island,” this applies), or connected via air to the base or a connected territory. To be connected by air, there must be a safe route by air to the base or a connected territory that cargo planes (there are no actual units, just theoretical cargo planes) can move through; thanks to refueling techniques, there is no actual range on the cargo planes. 

To buy something, I must be told what to buy and where to put it. Units are ready for action that same cycle. Buildings (including defensive platforms) may be sold, but only at the end of the buying phase.  Other units cannot be sold.  

Research

You may only research one research per cycle. You need a research center in one of your territories to research.

Name                                   Cost                             Description                                                                                     
Intelligence                           See Below                  The intelligence level of a country represents both the ability of the country to spy, and to protect against spies. As part of a cycle's order, an empire will tell me what other empire they want to spy on, and what type of information to get. The types of information are: buying orders, movement orders, and attack orders. The higher level you have, the more information you can intercept. You will intercept a number of phrases (these are usually full sentences, but it depends on the wording of the order) equal to your level minus the target's level. I will forward the information the next day. NOTE: If your one the requirements is lost, you go to the highest level you can be with that level. This means that losing the capitol is very bad!

Level            Cost to Upgrade to that Level                                    
1                  Requires a Capitol; P5,000,000                                  
2                  Requires a Capitol; P10,000,000                                
3                  Requires a Capitol & 2 Territories; P20,000,000            
4                  Same as Above, 3 Territories; P20,000,000                
5                  Same as Above, 5 Territories; P30,000,000                 

Add Custom Unit            P50 Million Per Cycle   Add a new custom unit. The research takes two cycles, and you must pay P50 million per cycle. You may use the new custom unit beginning the third cycle. You can only have three custom unit at a time. If you research a fourth unit, you may choose which custom unit to get rid of. When you get rid of a custom unit, all of that unit that you own is sold.

Movement
Movement is measured by territories. Infantry Platoons have a movement rating of one, and thus can move one square over. This can be one square in any direction (even diagonally.) Note that land units can only move over land territories and sea units only in sea territories (except when docking or bombarding, see below.)


When giving me movement orders, you must list, in order, the territories which the units pass through. This is essentially the “flight plan” of the unit (although this applies to non-flying units as well.)

It is possible to move sea units into a coastal territory. To do this, simply move the unit from an adjacent sea territory into the coastal territory. The unit is now considered to be patrolling the waters of the territory. If enemy naval units enter the territory, a sea battle will ensue. 

Cruisers and submarines have the ability to bombard coastal territories. They do this by simply moving into the coastal territory as described above and opening fire. However, if there are enemy naval forces they must defeat them first. Note that cruisers and submarines must bombard without any simultaneous land attack. It is too dangerous to bombard a place with missiles while your troops are going in!

Air units can fly over land and water. They may also land on aircraft carriers. They use the same procedures as moving land units. Air units can be fired upon by fighters while they are passing over enemy territories, in which case a mini-battle will be fought, and, if they survive, the air units will continue on with whatever numbers they have left onto their destination. Note that by default air units will return to their origin after attacking, so you may want to make a separate return path so that they avoid enemy territories. Air units must be able to move to their target and back to an owned or friendly territory or aircraft carrier in one move!

Transporting Units
Sea Transports
Sea transports are just that: means of transporting large amounts of land units into combat situations or simply to other territories. Sea transports are very slow, lumbering mammoths of ships. They have no weapons whatsoever. However, they do have very powerful armor for their cost. When attacked in a naval battle, the transports always die last.


To load units on the sea transport, simply move it inside a coastal territory and tell me what units to put inside. The same procedure is used for unloading units from a transport to an owned territory. 


To unload units onto an enemy territory (to attack), move it into the enemy territory (which must be a coastal territory of course.) If there are any enemy sea forces, a battle ensues between them and you and any escorts. Then, with the survivors, you unload. The units that are unloaded are attacking just like any other force. The sea transports are never included in the land battle. If the battle is lost, and there are any survivors, they are considered to flee back to the sea transport, which then flees to the nearest sea territory (unless otherwise specified.) If there are no survivors, the sea transports flee to the sea territory empty. If the battle is won, all the sea transports stay at the territory. 
Sea transports may hold 4 tanks or 80 infantry platoons.

Air Transports
     Air Transports are another form of transport. Air transports, being aircraft, cannot deliver troops into combat. Transporting troops with air transports is similar to with sea transports, except there is no need to be at a coastal territory, and can only land in a friendly territory. 

Air Transport Groups can hold 20 infantry platoons or 2 tanks.

Battles
What the empire does
To attack, a government must do two things. First, it must tell me what territory it is attacking. Second, it must tell me what units are attacking, from where, and what path those units are taking to their target (and what path they are taking back if you wish.)


How the Battles Work
Battles are calculated by a computer program, and thus cannot be messed up!

Every military unit has some basic statistics that are used in battle: damage values and armor. Damage values, the amount of damage a unit can do, is sorted into categories of targets: sea damage goes only to sea units, land only to land, etc. No damage will be wasted: extra will bleed over to the next type of unit, until all targets have been exhausted.

      

To determine the outcome of a battle, a few stages are involved. First come the air battle. Note that in a naval battle, all of the fighting is done at once, air and sea. This is only for non-sea battles. The defender’s fighters try to reach the attacker’s bombers and take them out, while the attacker’s fighters protect the bombers. The fighters battle each other. Also, any SAM sites also fire on the fighters. Any defending fighters that are not needed to destroy the enemy (or any SAM sites) get to attack the attacking bombers; any fighters, of those extra that are not needed to destroy the bombers, get to attack land targets (the next part). SAM sites attacking bombers cannot destroy them: they can only destroy falling bombs and missiles. They take away ¼ of the bomber’s damage value. If the attacking fighters outnumber the defenders’ (and are not destroyed by SAM sites), the extra go and participate in the land battle, as bombers cannot defend. Any attacking bombers that are not attacked by fighters attack their land targets.
 

The way casualties are dealt uses the armor value. To find out how much the force a side has, just add up the respective damage values (one type at a time obviously). Units die in this order:

1. Infantry Platoons 2. Tanks 3. AATs 4. Artillery 5. SAM Sites. Custom units fit in the order by the following: lower armor dies first, with equal armors the lower price dies first. You simply add up the armor until you get to the right total. For example: 2 Attacking Fighters = 2 * 200 = Total of 400       Fighters on other side have armor of 200. 400 / 200 = 2. 2 Fighters on the other side die. Note that casualties are taken at the same time (except for artillery), so everyone will get to strike.

Before the second phase, artillery fires at the approaching land units. However, for every fighter that is attacking land 2 are tied up and must fire in the main land battle phase. For every bomber attacking land, 5 are held up.

In the second phase, the rest of the battle takes place. It is just one big land battle, with all the land units and all the air units involved in this part of the battle in two big forces. Casualties are taken using the rules above.   

After casualties are taken, whichever side has the largest force (the one with the largest total armor) wins. If the armor total is equal, the defender wins. 


If the attacker wins, he must have surviving land units in his force at the end of the battle to take over the territory! In either case, the loser (except if this is the defender and there were no surviving land units for the attacker) will run to the nearest adjacent friendly territory (unless specific orders say otherwise), or onto a transport if there is one and run on that.  If there is no friendly territory next to the one being taken over or there are not transports to take all of the troops to safety, the leftovers of the loser are totally eliminated. If the base territory of a country has lost, it does not get taken over!

If these seems very complicated, don’t worry. You can download a battle calculator computer program to help you get the hang of it.

Diplomacy

Your Diplomacy Settings represent how your real stance is regarding other countries. It affects how your troops act in certain situations.

Enemy: your forces will attack the forces of that country whenever you come into contact with them.

Neutral: your forces will attack the forces of that country when you are fired upon or when the country's forces go into one of your land territories. Your navy will not open fire on the country's navy if it meets up, only if the other navy opens fire first.

Ally: your forces will only attack the forces of that country if fired upon. This allows the other country to move through your territories, stay in to rest, and any other actions that don't actually attack you.

Keeping Track of Things

Each empire has a site where they can check the status of their empire, send in orders via Yahoo! email, check rules, etc. The site’s URL is secret, so that other empires will not be able to access it. A diagram of one of these sites is on the next page.
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Excel Sheet Daily Report





Resources Message Board





Excel Sheet and Daily Report Window


This window can show either the Excel Sheet, which is a detailed examination of the status of your empire; or the Daily Report, a summary of what happened in the last cycle. See the Tutorial Excel Sheet to see how to use this.


The window starts out showing the Daily Report.





Resources and Message Board Window


This window can show the Resources Page or  one of the resources on that page. The link for the Message Board opens a new window.





The window starts out showing the Colored Map, found in the Resources Page





The World Page Window


This window shows the World Page, which the lists the owned territories of each empire, and which empires 





Yahoo! Mail Window


This window shows the Yahoo! Mail page.











