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combat game for 1 - 6 playerscombat game for 1 - 6 players

a continent at wara continent at war

About the Game About the Game 

O b j e c t i v e  O b j e c t i v e  

1  1  

a new century has dawned for all pups and dogs on the great island continent of 
doggerland. but the hope of a shining new future has quickly darkened. the nations 

of doggerland fortify their borders, mobilize troops and artillery daily. though 
many fear war, many more welcome it as the opportunity for glory and patriotic 

display looms large. little do they understand what destruction is to come... 

a new century has dawned for all pups and dogs on the great island continent of 
doggerland. but the hope of a shining new future has quickly darkened. the nations 

of doggerland fortify their borders, mobilize troops and artillery daily. though 
many fear war, many more welcome it as the opportunity for glory and patriotic 

display looms large. little do they understand what destruction is to come... 

each player in War Hounds is the leader of a nation of dogs. there are 12 factions (6 
double sided playerboards.) each faction with its own set of abilties, functions, costs 

etc. players will play over the course of 4 years, the war ending at the close of the 
4th year. each year players will play in rondel turn order.  with the passing of each 

year, the turn order will possibly change. players will take one action on their turn 
by selecting an action in the top of their playerboard. as with everything in this era 

of doggerland history, things are heirarchical, meaning a chain of command or 
top-down, and so in selecting actions, generally, a player may not select an action 
above those they have already selected. players will draft troops, build artillery, 

invest in new technologies, influence new policies, shift and transform their 
economies, and, of course, engage in embroiled bouts of combat. players will conquer 
territories, gain medals and lose casulties. ultimately, the winner is the nation with 

the most victory paws at the end of the game. 
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the winner is the nation with the most total victory paws at the end of the game. (all 
paws are awarded at game end--none during) players gain victory paws from the 

following sources:
medals, casualties (negative paws), controlled territories, technologies, policies, 

loan debt (negative paws) and wealth (1 victory paw per $25) 

the winner is the nation with the most total victory paws at the end of the game. (all 
paws are awarded at game end--none during) players gain victory paws from the 

following sources:
medals, casualties (negative paws), controlled territories, technologies, policies, 

loan debt (negative paws) and wealth (1 victory paw per $25) 
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COMPONENTSCOMPONENTS

A E R OP L A N E SA E R OP L A N E S BO M BE RSBO M BE RS B AT T L E S H I P SB AT T L E S H I P S S U B M A R I N E SS U B M A R I N E S

A RT I L L E RY  G U N SA RT I L L E RY  G U N S T R O OP ST R O OP S TA N K STA N K S

6 x (4 x INCOME MARKERS)6 x (4 x INCOME MARKERS)

A C T IO N  D I S C SA C T IO N  D I S C S

6 0  x  F O OD  C U BE S6 0  x  F O OD  C U BE S 6 0  x  A M M O  C U BE S6 0  x  A M M O  C U BE S 6 0  x  BOD Y  C U BE S6 0  x  BOD Y  C U BE S 6 0  x  OI L  C U BE S6 0  x  OI L  C U BE S

12 x FOOD 10 CUBES12 x FOOD 10 CUBES

60 x MONEY CUBES ($1)60 x MONEY CUBES ($1) 30 x MONEY 10 CUBES ($10)30 x MONEY 10 CUBES ($10) 20 x MONEY 50 CUBES ($50)20 x MONEY 50 CUBES ($50)

12 x AMMO 10 CUBES12 x AMMO 10 CUBES 12 x BODY 10 CUBES12 x BODY 10 CUBES 12 x OIL 10 CUBES12 x OIL 10 CUBES

1  x  Y E A R  T R A C K E R1  x  Y E A R  T R A C K E R

6 x TURN MARKERS6 x TURN MARKERS
6 x MEDIC TOKENS

(CASUALTY MARKER)
6 x MEDIC TOKENS

(CASUALTY MARKER)
6 x MEDAL TOKENS
(MEDAL MARKER)

6 x MEDAL TOKENS
(MEDAL MARKER)

6  x  T R A DE  T R A C K E RS6  x  T R A DE  T R A C K E RS

3 0  x  X P  C U BE S3 0  x  X P  C U BE S 3 0  x  W O U N D  C U BE S3 0  x  W O U N D  C U BE S

PRINTED
COMPONENTS:

WOODEN
COMPONENTS:

1 x GAME BOARD1 x GAME BOARD 6 x DOUBLESIDED 
PLAYER BOARDS

6 x DOUBLESIDED 
PLAYER BOARDS

6 x (8 x COMBAT CARDS)6 x (8 x COMBAT CARDS) 11 x doublesided
 GENERALS

11 x doublesided
 GENERALS

SHIP TILESSHIP TILES

2 x (6  x LOAN CERTIFICATES)2 x (6  x LOAN CERTIFICATES) 18 x RAIL TILES18 x RAIL TILES18 x TRENCH TILES18 x TRENCH TILES

LOCATION TRACKERSLOCATION TRACKERS MEDALSMEDALS MEDIC BADGESMEDIC BADGESSUB TILESSUB TILES

18 x ROAD TILES18 x ROAD TILES

6 x TRADE TILES6 x TRADE TILES 6 x LOAN TILES 6 x LOAN TILES 24 x TECHNOLOGY TILES 24 x TECHNOLOGY TILES 15 x POLICY TILES15 x POLICY TILES
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KEY ASPECTSKEY ASPECTS

GENERALS ,  STARS AND STRIPES

3  3  

THOUGH EACH PLAYER IS THE RULER OF A DOG NATION, YOUR NATION IS ONLY AS GOOD AS YOUR GENERAL (OR 
lACK-OF IN THE CASE OF THE ANARCHISTS.) THE GENERAL DICTATES VARIOUS AMOUNTS OF VARIOUS ABILITIES 
AS DEFINED BY THE STARS AND STRIPES ON THEIR TILE. GENERALS CAN BE SACKED AND PROMOTED WITH AN 
ACTION FOR A COST (FASCISTS MAY SACK AND PROMOTE WITHOUT AN ACTION). (SEE MORE ON GENERALS PAGE.) 

THOUGH EACH PLAYER IS THE RULER OF A DOG NATION, YOUR NATION IS ONLY AS GOOD AS YOUR GENERAL (OR 
lACK-OF IN THE CASE OF THE ANARCHISTS.) THE GENERAL DICTATES VARIOUS AMOUNTS OF VARIOUS ABILITIES 
AS DEFINED BY THE STARS AND STRIPES ON THEIR TILE. GENERALS CAN BE SACKED AND PROMOTED WITH AN 
ACTION FOR A COST (FASCISTS MAY SACK AND PROMOTE WITHOUT AN ACTION). (SEE MORE ON GENERALS PAGE.) 

TOP-DOWN ACTIONS
GAINING INCOME AND 

SHIFTING ECONOMY:

READYING UNITS

MEDALS AND C ASUALTIES :

MOVEMENT COSTS :

TRENCHES ,  RAILS ,  ROADS:

DISCS :

COMBAT:

PLAYERS WILL GAIN INCOME AT THE END OF EACH 
YEAR BASED ON TWO METRICS: REGIONS CONTROLLED 
AND INCOME TRACK AMOUNTS.  FOR EACH RESOURCE 

A PLAYER ADDS UP THE TOTAL NUMBER OF ALL SAME 
COLORED SQUARES ON THE THE REGIONS HE OR SHE 
CONTROLS ON THE MAIN BOARD.  THE PLAYER THEN 

MULTIPLIES THAT NUMBER BY THE NUMBER BELOW HIS 
OR HER INCOME MARKER. MONEY INCOME IS 

PERFORMED THE SAME WAY, EXCEPT THE PLAYER ADDS 
ALL THE NUMBERS ABOVE EACH INCOME TRACK 

MARKER BEFORE MULTIPLYING WITH REGION SQUARE 
VALUES. PLAYERS MAY MODULATE INCOME TRACK 

VALUES BY TAKING SHIFT ECONOMY ACTION.

PLAYERS WILL GAIN INCOME AT THE END OF EACH 
YEAR BASED ON TWO METRICS: REGIONS CONTROLLED 
AND INCOME TRACK AMOUNTS.  FOR EACH RESOURCE 

A PLAYER ADDS UP THE TOTAL NUMBER OF ALL SAME 
COLORED SQUARES ON THE THE REGIONS HE OR SHE 
CONTROLS ON THE MAIN BOARD.  THE PLAYER THEN 

MULTIPLIES THAT NUMBER BY THE NUMBER BELOW HIS 
OR HER INCOME MARKER. MONEY INCOME IS 

PERFORMED THE SAME WAY, EXCEPT THE PLAYER ADDS 
ALL THE NUMBERS ABOVE EACH INCOME TRACK 

MARKER BEFORE MULTIPLYING WITH REGION SQUARE 
VALUES. PLAYERS MAY MODULATE INCOME TRACK 

VALUES BY TAKING SHIFT ECONOMY ACTION.

THE ACTIONS ARE ON THE TOP LEFT OF EACH 
PLAYER’S PLAYERBOARD. EACH FACTION HAS A 

UNIQUE SET OF ACTIONS.  eACH FACTION MUST TAKE 
ACTIONS IN A TOP DOWN FASHION. MEANING 

PLAYERS MAY TAKE ACTIONS AS THEY DESIRE, WITH 
THE RESTRICTION THAT THEY MAY NO LONGER PLACE 
A DISC ON AN ACTION IN A ROW ABOVE ANY ROW IN 

WHICH THEY HAVE ALREADY TAKEN AN ACTION, 
WITHOUT PAYING A SIGNIFCANT COST (LOSING AN 

ACTION DISC PERMANENTLY.) THE COMMUNISTS ARE 
THE OPPOSITE PERFORMING BOTTOM UP. THE 
ANARCHISTS HAVE NO ORDER WHATSOEVER. 

THE ACTIONS ARE ON THE TOP LEFT OF EACH 
PLAYER’S PLAYERBOARD. EACH FACTION HAS A 

UNIQUE SET OF ACTIONS.  eACH FACTION MUST TAKE 
ACTIONS IN A TOP DOWN FASHION. MEANING 

PLAYERS MAY TAKE ACTIONS AS THEY DESIRE, WITH 
THE RESTRICTION THAT THEY MAY NO LONGER PLACE 
A DISC ON AN ACTION IN A ROW ABOVE ANY ROW IN 

WHICH THEY HAVE ALREADY TAKEN AN ACTION, 
WITHOUT PAYING A SIGNIFCANT COST (LOSING AN 

ACTION DISC PERMANENTLY.) THE COMMUNISTS ARE 
THE OPPOSITE PERFORMING BOTTOM UP. THE 
ANARCHISTS HAVE NO ORDER WHATSOEVER. 

UNITS MAY NOT BE DEPLOYED UNTIL THEY ARE 
“READIED,” MEANING THE UNIT HAS EITHER BEEN 
BUILT OR DRAFTED BY TAKING THE APPROPRIATE 
ACTION AND PAYING THE NECESSARY COSTS AND 
THEN PLACING THE CORRECT AMOUNT OF UNTIS 

FROM THE RESERVE SECTION TO THE READIED 
SECTION DENOTED BY THE GOLD BORDER. IF 

THERE IS NO SPACE TO BE READIED, THEY MAY 
NOT BE READIED. 

UNITS MAY NOT BE DEPLOYED UNTIL THEY ARE 
“READIED,” MEANING THE UNIT HAS EITHER BEEN 
BUILT OR DRAFTED BY TAKING THE APPROPRIATE 
ACTION AND PAYING THE NECESSARY COSTS AND 
THEN PLACING THE CORRECT AMOUNT OF UNTIS 

FROM THE RESERVE SECTION TO THE READIED 
SECTION DENOTED BY THE GOLD BORDER. IF 

THERE IS NO SPACE TO BE READIED, THEY MAY 
NOT BE READIED. 

UNITS GENERALLY REQUIRE FOOD, OIL OR OTHER 
RESOURCES TO BE MOVED AS DENOTED ON EACH 

PLAYERBOARD NEXT TO EACH SET OF READIED UNIT 
SPACES. WHEN A PLAYER SELECTS THE MOVE 

ACTION, HE OR SHE MUST PAY THE NECESSARY 
MOVE COST FOR EACH UNIT. THE GUERILLAS HAVE 
VERY INEXPENSIVE MOVE COSTS. RAILS AND ROADS 

SIGNIFICANTLY REDUCE COST OF MOVEMENT. 
SOME TECHS WILL BOOST MOVEMENT.

UNITS GENERALLY REQUIRE FOOD, OIL OR OTHER 
RESOURCES TO BE MOVED AS DENOTED ON EACH 

PLAYERBOARD NEXT TO EACH SET OF READIED UNIT 
SPACES. WHEN A PLAYER SELECTS THE MOVE 

ACTION, HE OR SHE MUST PAY THE NECESSARY 
MOVE COST FOR EACH UNIT. THE GUERILLAS HAVE 
VERY INEXPENSIVE MOVE COSTS. RAILS AND ROADS 

SIGNIFICANTLY REDUCE COST OF MOVEMENT. 
SOME TECHS WILL BOOST MOVEMENT.

TRENCHES, RAILS AND ROADS MAY BE BUILT 
DURING A PLAYER’S TURN AS AN “ANYTIME ACTION.” 

RAILS AND ROADS AID MOVEMENT AND LESSEN 
MOVEMENT COSTS, WHEREAS TRENCHES GIVE 

SIGNIFICANT DEFENSIVE BOOSTS TO TROOPS (BY 
ESSENTIALLY GRANTING XP) IN COMBAT.

TRENCHES, RAILS AND ROADS MAY BE BUILT 
DURING A PLAYER’S TURN AS AN “ANYTIME ACTION.” 

RAILS AND ROADS AID MOVEMENT AND LESSEN 
MOVEMENT COSTS, WHEREAS TRENCHES GIVE 

SIGNIFICANT DEFENSIVE BOOSTS TO TROOPS (BY 
ESSENTIALLY GRANTING XP) IN COMBAT.

COMBAT IS A KEY ELEMENT IN THE GAME AS A 
LARGE AMOUNT OF A PLAYER’S VICTORY PAWS WILL 

BE AWARDED BY MOVING UP THE MEDAL TRACK, 
GAINED BY VANQUISHING FOES ON THE 

BATTLEFIELD.  HOWEVER, PLAYERS WILL ALSO LOSE 
A FAIR AMOUNT OF VICTORY PAWS MOVING UP ON 
THE CASUALTY TRACK EACH TIME A UNIT FALLS IN 

BATTLE. COMBAT IS WAGED ON A PLAYER’S TURN 
USING THE ATTACK ACTION AND THEN PLAYING A 
COMBINATION OF CARDS AND DICE. PLAYERS CAN 

BATTLE IN THE AIR, THE SEA AND IN THE FIELDS 
AND TRENCHES. 

COMBAT IS A KEY ELEMENT IN THE GAME AS A 
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USING THE ATTACK ACTION AND THEN PLAYING A 
COMBINATION OF CARDS AND DICE. PLAYERS CAN 

BATTLE IN THE AIR, THE SEA AND IN THE FIELDS 
AND TRENCHES. 

AS STATED, WHEN UNITS FALL IN BATTLE PLAYERS 
MOVE THEIR MEDIC TOKEN UP THE CASUALTY 
TRACK. IF A PLAYER REACHES THE END OF THE 

TRACK THEY  MUST TAKE THE APPROPRIATE MEDIC 
CROSS AND BEGIN AT THE START.

ALSO AS STATED WHEN A PLAYER VANQUISHES AN 
ENEMY UNIT IN BATTLE HE OR SHE MOVES THEIR 

MEDAL TOKEN ALONG THE MEDAL TRACK. IF A 
PLAYER REACHES THE END OF THE TRACK HE OR 

SHE TAKES THE APPROPRIATE MEDAL AND BEGINS 
AT THE START.

AS STATED, WHEN UNITS FALL IN BATTLE PLAYERS 
MOVE THEIR MEDIC TOKEN UP THE CASUALTY 
TRACK. IF A PLAYER REACHES THE END OF THE 

TRACK THEY  MUST TAKE THE APPROPRIATE MEDIC 
CROSS AND BEGIN AT THE START.
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ENEMY UNIT IN BATTLE HE OR SHE MOVES THEIR 

MEDAL TOKEN ALONG THE MEDAL TRACK. IF A 
PLAYER REACHES THE END OF THE TRACK HE OR 

SHE TAKES THE APPROPRIATE MEDAL AND BEGINS 
AT THE START.

PLAYERS EACH HAVE AN AMOUNT OF DISCS WHICH 
ARE PRIMARILY USED AS ACTIONS.  HOWEVER, SOME 

ACTIONS SUCH AS LOAN, TECH, POLICY REQUIRE 
PLACING A DISC ON THE MAIN BOARD, IN MOST 

CASES PERMANENTLY (ASIDE FROM LOAN IN WHICH 
DISCS CAN BE RETRIEVED BY PAYING OFF DEBTS).

PLAYERS EACH HAVE AN AMOUNT OF DISCS WHICH 
ARE PRIMARILY USED AS ACTIONS.  HOWEVER, SOME 

ACTIONS SUCH AS LOAN, TECH, POLICY REQUIRE 
PLACING A DISC ON THE MAIN BOARD, IN MOST 

CASES PERMANENTLY (ASIDE FROM LOAN IN WHICH 
DISCS CAN BE RETRIEVED BY PAYING OFF DEBTS).
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1:1:

2:2:

3:3:

4:4:

5:5:

6:6:

7:7:

8:8:

SHUFFLE EACH CATEGORY OF POLICY AND 
PLACE 1 FACE UP ON EACH EMPTY SPACE 
SHUFFLE EACH CATEGORY OF POLICY AND 
PLACE 1 FACE UP ON EACH EMPTY SPACE 

0:0: PLACE YEAR MARKER ON YEAR 1 SPACE.PLACE YEAR MARKER ON YEAR 1 SPACE.

SHUFFLE EACH CATEGORY/YEAR OF TECH 
AND PLACE 1 FACE UP ON EACH EMPTY SPACE 
SHUFFLE EACH CATEGORY/YEAR OF TECH 
AND PLACE 1 FACE UP ON EACH EMPTY SPACE 

SHUFFLE LOAN TILES AND PLACE 1 FACE UP 
ON EACH EMPTY SPACE 
SHUFFLE LOAN TILES AND PLACE 1 FACE UP 
ON EACH EMPTY SPACE 

PLACE LOAN CERTIFICATE TILES ON CORRECT 
SPACES
PLACE LOAN CERTIFICATE TILES ON CORRECT 
SPACES

PLACE RAIL TILES IN CORRECT AREAPLACE RAIL TILES IN CORRECT AREA

PLACE CASUALTY MARKER ON STARTING 
SPACE
PLACE CASUALTY MARKER ON STARTING 
SPACE

PLACE MEDAL MARKER ON STARTING
SPACE
PLACE MEDAL MARKER ON STARTING
SPACE

THE NUMBER OF PORTS ACTIVE EACH
GAME IS PLAYER AMOUNT MINUS ONE.
THE NUMBER OF PORTS ACTIVE EACH
GAME IS PLAYER AMOUNT MINUS ONE.

FACTION AUCTION:

PLAYERS MAY CHOOSE 
TO BID FOR FACTIONS, 
BY TAKING $40 AND IN 
TURN ORDER BIDDING. 

AT THE END OF BID-
DING PLAYERS START-
ING INCOME IS SUB-

TRACTED BY $40. 

FACTION AUCTION:

PLAYERS MAY CHOOSE 
TO BID FOR FACTIONS, 
BY TAKING $40 AND IN 
TURN ORDER BIDDING. 

AT THE END OF BID-
DING PLAYERS START-
ING INCOME IS SUB-

TRACTED BY $40. 

1919 OR THE 5TH YEAR:

PLAYERS MAY PLAY AN 
EXTENDED VERSION OF 

THE GAME PLAYING A 
FIFTH YEAR, FOLLOW-

ING ALL THE SAME 
RULES. SIMPLY LEAVE 

THE YEAR MARKER ON 
YEAR 4, PERFORM 

NORMAL YEAR END 
CLEAN-UP AND THEN 

BEGIN A 5TH AND FINAL 
YEAR, SCORING AS 

USUAL AFTER.  

1919 OR THE 5TH YEAR:

PLAYERS MAY PLAY AN 
EXTENDED VERSION OF 

THE GAME PLAYING A 
FIFTH YEAR, FOLLOW-

ING ALL THE SAME 
RULES. SIMPLY LEAVE 

THE YEAR MARKER ON 
YEAR 4, PERFORM 

NORMAL YEAR END 
CLEAN-UP AND THEN 

BEGIN A 5TH AND FINAL 
YEAR, SCORING AS 

USUAL AFTER.  

IN TURN ORDER DETERMINE STARTING 
TERRITORIES, CHOOSING ONE OF THE SIX 
OUTER REGIONS AND ONE ADJACENT 
REGION, DEPLOYING STARTING TROOPS 
AND SUPPLIES AMONG THOSE TWO 
REGIONS. (3 PLAYER GAME USES SPACES IN 
FRONT OF OUTER SPACE, 2 PLAYER GAME 
USES SAME CONCEPT JUST IN TERRAIN 4.)

IN TURN ORDER DETERMINE STARTING 
TERRITORIES, CHOOSING ONE OF THE SIX 
OUTER REGIONS AND ONE ADJACENT 
REGION, DEPLOYING STARTING TROOPS 
AND SUPPLIES AMONG THOSE TWO 
REGIONS. (3 PLAYER GAME USES SPACES IN 
FRONT OF OUTER SPACE, 2 PLAYER GAME 
USES SAME CONCEPT JUST IN TERRAIN 4.)

PLACE TRENCH TILES IN CORRECT AREAPLACE TRENCH TILES IN CORRECT AREA

PLACE ROAD TILES IN CORRECT AREAPLACE ROAD TILES IN CORRECT AREA

SHUFFLE  TRADE TILES AND PLACE 1 FACE UP ON EACH 
EMPTY SPACE, PLACE TRADE MARKERS ON +1 SPACES 
SHUFFLE  TRADE TILES AND PLACE 1 FACE UP ON EACH 
EMPTY SPACE, PLACE TRADE MARKERS ON +1 SPACES 

VARIANTS:

9:9:

10:10:

11:11:

THE MAP REGIONS AVAILABLE DURING 
EACH GAME VARIES ACCORDING TO 
PLAYER COUNT:
2 PLAYER: TERRAINS 4-5

3 PLAYER: TERRAINS 1-3, EXCLUDING  THE SIX

                 MOST EXTERNAL REGIONS

4 PLAYER: TERRAINS 1-3

5 PLAYER: TERRAINS 1-4

6 PLAYER: TERRAINS 1-5

ALL MARINE REGIONS ARE ALWAYS 
AVAILABLE. AERIAL SPACES ARE AVAILABLE 
IF THE CORELLATED REGION IS.

THE MAP REGIONS AVAILABLE DURING 
EACH GAME VARIES ACCORDING TO 
PLAYER COUNT:
2 PLAYER: TERRAINS 4-5

3 PLAYER: TERRAINS 1-3, EXCLUDING  THE SIX

                 MOST EXTERNAL REGIONS

4 PLAYER: TERRAINS 1-3

5 PLAYER: TERRAINS 1-4

6 PLAYER: TERRAINS 1-5

ALL MARINE REGIONS ARE ALWAYS 
AVAILABLE. AERIAL SPACES ARE AVAILABLE 
IF THE CORELLATED REGION IS.

12:12:

DETERMINE TURN ORDER AND PLACE
TURN TRACK MARKERS ACCORDINGLY
DETERMINE TURN ORDER AND PLACE
TURN TRACK MARKERS ACCORDINGLY

13:13:

14:14:
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p l ay er b o a r d  
se t- up

p l ay er b o a r d  
se t- up

55

1:1:

2:2:

3:3:

4:4:

5:5:

6:6:

7:7:

8:8:

PLACE TROOP TOKENS 
ON RESERVE SPACES
PLACE TROOP TOKENS 
ON RESERVE SPACES

PLACE ARTILLERY 
TOKENS ON RESERVE 
SPACES

PLACE ARTILLERY 
TOKENS ON RESERVE 
SPACES

PLACE SHIP AND SUB 
TOKENS ON RESERVE 
SPACES

PLACE SHIP AND SUB 
TOKENS ON RESERVE 
SPACES

PLACE PLANE AND 
BOMBER TOKENS ON 
RESERVE SPACES

PLACE PLANE AND 
BOMBER TOKENS ON 
RESERVE SPACES

PLACE SHIP AND SUB 
TILES (ONE TILE PER 
TOKEN), PLACE LOCATION 
TRACKERS (ONE FOR 
EACH MARINE REGION), 
BOTH FACE DOWN

PLACE SHIP AND SUB 
TILES (ONE TILE PER 
TOKEN), PLACE LOCATION 
TRACKERS (ONE FOR 
EACH MARINE REGION), 
BOTH FACE DOWN

PLACE TANK TOKEN(S) 
ON RESERVE SPACES, 
TANKS WILL USE 
ARTILLERY COSTS.

PLACE TANK TOKEN(S) 
ON RESERVE SPACES, 
TANKS WILL USE 
ARTILLERY COSTS.

A PLAYER’S AMOUNT OF AVAILABLE 
TOKENS/TILES IS DEFINED BY RESERVE SPACES, 

ANY EXTRA ARE RETURNED TO BOX

A PLAYER’S AMOUNT OF AVAILABLE 
TOKENS/TILES IS DEFINED BY RESERVE SPACES, 

ANY EXTRA ARE RETURNED TO BOX

OBTAIN STARTING RESOURCE AND UNIT 
AMOUNTS, UNITS AND SUPPLIES MAY BE 
DEPLOYED ON MAIN BOARD SET-UP, AND 
READIED ON PLAYERBOARDS.

OBTAIN STARTING RESOURCE AND UNIT 
AMOUNTS, UNITS AND SUPPLIES MAY BE 
DEPLOYED ON MAIN BOARD SET-UP, AND 
READIED ON PLAYERBOARDS.

ACTION SPACESACTION SPACES

CURRENT GENERAL CARDCURRENT GENERAL CARD

RESOURCE SPACESRESOURCE SPACES

RESOURCE AND MONEY INCOME TRACKSRESOURCE AND MONEY INCOME TRACKS

TECH, TRENCH, RAIL, ROAD COSTSTECH, TRENCH, RAIL, ROAD COSTS

BUILD/DRAFT COSTSBUILD/DRAFT COSTS

MOVE COSTSMOVE COSTS

CURRENT GENERAL CARDCURRENT GENERAL CARD

READIED UNIT SPACES (BUILT OR 
DRAFTED)
READIED UNIT SPACES (BUILT OR 
DRAFTED)

PLACE 9 AVAILABLE 
ACTION DISCS ON 
GENERAL, PLACE OTHER 2 
GENERALS, AND PLACE 
THE 4 UNAVAILABLE 
ACTION DISCS NEXT TO 
PLAYER BOARD

PLACE 9 AVAILABLE 
ACTION DISCS ON 
GENERAL, PLACE OTHER 2 
GENERALS, AND PLACE 
THE 4 UNAVAILABLE 
ACTION DISCS NEXT TO 
PLAYER BOARD

PLACE INCOME MARKERS ON MIDDLE 
SPACES OF INCOME TRACKS, ALSO PLACING 
ANY STARTING REOURCE AMOUNTS IN THE 
CORRECTLY LABELED BOXES UNDERNEATH 
EACH INCOME TRACK

PLACE INCOME MARKERS ON MIDDLE 
SPACES OF INCOME TRACKS, ALSO PLACING 
ANY STARTING REOURCE AMOUNTS IN THE 
CORRECTLY LABELED BOXES UNDERNEATH 
EACH INCOME TRACK

9:9:

TAKE COMBAT CARDS 1-6 (1-7 IF 
ANARCHISTS). THESE ARE A PLAYER’S  HAND 
TO USE THROUGHOUT THE GAME. WHEN 
USED THEY WILL BE PLACED IN A DISCARD 
PILE. CARDS 7-8 MAY BE GAINED BY 
PROMOTING A GNERAL WITH 7 OR 8 
STRIPES. 

TAKE COMBAT CARDS 1-6 (1-7 IF 
ANARCHISTS). THESE ARE A PLAYER’S  HAND 
TO USE THROUGHOUT THE GAME. WHEN 
USED THEY WILL BE PLACED IN A DISCARD 
PILE. CARDS 7-8 MAY BE GAINED BY 
PROMOTING A GNERAL WITH 7 OR 8 
STRIPES. 

10:10:

A:A:

B:B:

C:C:

D:D:

E:E:

F:F:

G:G:

H:H:

I:I:
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F L O W  OF  P L AYF L O W  OF  P L AY

THE GAME IS PLAYED OVER FOUR YEARS (ROUNDS). EACH YEAR PLAYERS IN TURN 

ORDER COMPLETE ONE ACTION IN RONDEL FASHION UNTIL ALL PLAYERS HAVE 

EITHER PASSED OR HAVE NO MORE AVAILABLE ACTIONS (NUMBER OF ACTIONS 

DEFINED BY EACH PLAYER’S GENERAL’S TOTAL COMBINED VALUE OF STARS AND 

STRIPES.)

COMBAT WILL OCCUR ON A SPECIFIC PLAYER’S TURN WHEN HE OR SHE USES THE 

ATTACK ACTION.

AFTER THE ACTION PHASE IS COMPLETE, PLAYERS WILL PERFORM THE FOLLOWING 

CLEAN UP PHASE:

-REMOVE ALL ACTION DISCS FROM THE ACTION SPACES

-SHIPS AND SUBMARINES ARE REVEALED

-NEW TECHNOLOGY TILES

-NEW POLICY TILES (EVERY OTHER YEAR)

-lOANS MAY NOW BE PAID OFF

-PLAYERS RECEIVE INCOME

-NEW TURN ORDER BASED ON WEALTH

THE YEAR MARKER IS MOVED FORWARD AND PLAYERS BEGIN TAKING ACTIONS IN THE 

NEXT YEAR OF THE GREAT WAR.

COMBAT CARDS DO NOT GO BACK TO A PLAYER’S HAND AT THIS POINT.  THEY MUST 

BE CYCLED BY USING AND DISCARDING ALL OF YOUR HAND BEFORE YOU MAY USE 

THE WHOLE HAND AGAIN. 

trOOPS ON THE MAIN BOARD DO NOT GAIN XP AT THIS POINT, ONLY AFTER 

SURVIVING COMBAT DO THEY GAIN XP.

AT ANY POINT IN THE GAME, WHETHER IT IS A PLAYER’S TURN OR NOT, HE OR SHE 

MAY SUBSTITUTE A NECESSARY RESOURCE WITH 5 OF ANOTHER KIND OF RESOURCE 

OR WITH $10. (I.E. 5 SAME RESOURCES OR $10 MAY BE USED IN PLACE OF ONE 

RESOURCE WHENEVER NEEDED)

THE GAME IS PLAYED OVER FOUR YEARS (ROUNDS). EACH YEAR PLAYERS IN TURN 

ORDER COMPLETE ONE ACTION IN RONDEL FASHION UNTIL ALL PLAYERS HAVE 

EITHER PASSED OR HAVE NO MORE AVAILABLE ACTIONS (NUMBER OF ACTIONS 

DEFINED BY EACH PLAYER’S GENERAL’S TOTAL COMBINED VALUE OF STARS AND 

STRIPES.)

COMBAT WILL OCCUR ON A SPECIFIC PLAYER’S TURN WHEN HE OR SHE USES THE 

ATTACK ACTION.

AFTER THE ACTION PHASE IS COMPLETE, PLAYERS WILL PERFORM THE FOLLOWING 

CLEAN UP PHASE:

-REMOVE ALL ACTION DISCS FROM THE ACTION SPACES

-SHIPS AND SUBMARINES ARE REVEALED

-NEW TECHNOLOGY TILES

-NEW POLICY TILES (EVERY OTHER YEAR)

-lOANS MAY NOW BE PAID OFF

-PLAYERS RECEIVE INCOME

-NEW TURN ORDER BASED ON WEALTH

THE YEAR MARKER IS MOVED FORWARD AND PLAYERS BEGIN TAKING ACTIONS IN THE 

NEXT YEAR OF THE GREAT WAR.

COMBAT CARDS DO NOT GO BACK TO A PLAYER’S HAND AT THIS POINT.  THEY MUST 

BE CYCLED BY USING AND DISCARDING ALL OF YOUR HAND BEFORE YOU MAY USE 

THE WHOLE HAND AGAIN. 

trOOPS ON THE MAIN BOARD DO NOT GAIN XP AT THIS POINT, ONLY AFTER 

SURVIVING COMBAT DO THEY GAIN XP.

AT ANY POINT IN THE GAME, WHETHER IT IS A PLAYER’S TURN OR NOT, HE OR SHE 

MAY SUBSTITUTE A NECESSARY RESOURCE WITH 5 OF ANOTHER KIND OF RESOURCE 

OR WITH $10. (I.E. 5 SAME RESOURCES OR $10 MAY BE USED IN PLACE OF ONE 

RESOURCE WHENEVER NEEDED)
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SELECTING ACTIONS:

TYPES OF ACTIONS:

MOVE:

DEPLOY:

BUILD:

DRAFT:

TRADE:

TECH:

POLICY:

SACK & PROMOTE:

SHIFT ECONOMY:

ATTACK:

LOAN:

TRAIN:

PLAYERS BEGIN WITH 13 ACTION DISCS, BUT THAT VALUE MAY CHANGE THROUGHOUT THE GAME AS THEY ARE 
USED ON TECHS AND POLICIES AND LOANS, AS WELL AS MORE (UP TO 5 MORE) BEING GAINED BY PLACING ON 
CERTAIN POLICY TILES. THE MAXIMUM NUMBER OF ACTIONS A PLAYER MAY USE IN A YEAR IS DEFINED BY THE 

GENERAL’S TOTAL VALUE OF STARS AND STRIPES COMBINED (I.E. 8,10, OR 11.)
WHEN SELECTING ACTIONS, PLAYERS MUST CONSIDER THE TOP-DOWN PLACEMENT RULES.  EACH PLAYER’S 

ACTION ARE 3 ROWS OF 4.  ONCE A PLAYER HAS PLACED AN ACTION DISC IN A ROW, THE ROW(S) ABOVE THAT 
ROW ARE NO LONGER AVAILABLE WITH ONE CAVEAT: A PLAYER MAY USE AN ACTION OUT OF ORDER BY 

SACRIFICING AN ACTION DISC PERMANENTLY REPLACING THAT DISC IN THE BOX, ON TOP OF PLACING A DISC 
ON THE ACTION.  PLAYERS MUST BE MINDFUL AS ACTION DISCS CAN DISAPPEAR QUICKLY.

AS STATED, THE COMMUNISTS FOLLOW THE OPPOSITE RULE OF BOTTOM UP.  THE ANARACHISTS FOLLOW NO 
RULE OR ORDER WHEN TAKING ACTIONS.

MANY ACTION AMOUNTS ARE DEFINED BY YOUR GENERAL’S STARS AND STRIPES. 
A PLAYER MAY SELECT THE SAME ACTION TWICE PLACING A DISC ON TOP OF AN ALREADY PLACED DISC, SO LONG 

AS THEY FOLLOW CORRECT TOP-DOWN PROCEDURE (IF NECESSARY)

PLAYERS BEGIN WITH 13 ACTION DISCS, BUT THAT VALUE MAY CHANGE THROUGHOUT THE GAME AS THEY ARE 
USED ON TECHS AND POLICIES AND LOANS, AS WELL AS MORE (UP TO 5 MORE) BEING GAINED BY PLACING ON 
CERTAIN POLICY TILES. THE MAXIMUM NUMBER OF ACTIONS A PLAYER MAY USE IN A YEAR IS DEFINED BY THE 

GENERAL’S TOTAL VALUE OF STARS AND STRIPES COMBINED (I.E. 8,10, OR 11.)
WHEN SELECTING ACTIONS, PLAYERS MUST CONSIDER THE TOP-DOWN PLACEMENT RULES.  EACH PLAYER’S 

ACTION ARE 3 ROWS OF 4.  ONCE A PLAYER HAS PLACED AN ACTION DISC IN A ROW, THE ROW(S) ABOVE THAT 
ROW ARE NO LONGER AVAILABLE WITH ONE CAVEAT: A PLAYER MAY USE AN ACTION OUT OF ORDER BY 

SACRIFICING AN ACTION DISC PERMANENTLY REPLACING THAT DISC IN THE BOX, ON TOP OF PLACING A DISC 
ON THE ACTION.  PLAYERS MUST BE MINDFUL AS ACTION DISCS CAN DISAPPEAR QUICKLY.

AS STATED, THE COMMUNISTS FOLLOW THE OPPOSITE RULE OF BOTTOM UP.  THE ANARACHISTS FOLLOW NO 
RULE OR ORDER WHEN TAKING ACTIONS.

MANY ACTION AMOUNTS ARE DEFINED BY YOUR GENERAL’S STARS AND STRIPES. 
A PLAYER MAY SELECT THE SAME ACTION TWICE PLACING A DISC ON TOP OF AN ALREADY PLACED DISC, SO LONG 

AS THEY FOLLOW CORRECT TOP-DOWN PROCEDURE (IF NECESSARY)

PLAYERS MAY MOVE UP TO THE GENERAL’S STAR AMOUNT OF UNITS, UP TO THE STAR 
AMOUNT OF SPACES. MOVEMENT DOES NOT TRIGGER COMBAT WITHOUT THE ATTACK 

ACTION. MOVING REQUIRES A COST FOR EACH UNIT AS DEFINED BY PLAYERBOARD.

PLAYERS MAY MOVE UP TO THE GENERAL’S STAR AMOUNT OF UNITS, UP TO THE STAR 
AMOUNT OF SPACES. MOVEMENT DOES NOT TRIGGER COMBAT WITHOUT THE ATTACK 

ACTION. MOVING REQUIRES A COST FOR EACH UNIT AS DEFINED BY PLAYERBOARD.

PLAYERS MAY USE UP TO THE GENERAL’S STAR AMOUNT OF UNITS TO WAGE COMBAT AGAINST 
ONE OR MORE OPPONENTS IN THE SAME REGION (OR ADJACENT REGIONS IF ARTILLERY). 

PLAYERS PERFORM COMBAT USING CARDS AND DICE AS DEFINED IN COMBAT SECTION. 

PLAYERS MAY USE UP TO THE GENERAL’S STAR AMOUNT OF UNITS TO WAGE COMBAT AGAINST 
ONE OR MORE OPPONENTS IN THE SAME REGION (OR ADJACENT REGIONS IF ARTILLERY). 

PLAYERS PERFORM COMBAT USING CARDS AND DICE AS DEFINED IN COMBAT SECTION. 

PLAYERS MAY DEPLOY UP TO THE GENERAL’S STRIPES AMOUNT OF UNITS TO ANY REGION UNDER 
YOUR CONTROL. IF YOU CONTROL NO REGIONS THEN YOU MAY DEPLOY TO YOUR HOME 

REGION, WHICH CAN NEVER BE CONQUERED (MORE ON HOME REGION IN COMBAT SECTION.) 

PLAYERS MAY DEPLOY UP TO THE GENERAL’S STRIPES AMOUNT OF UNITS TO ANY REGION UNDER 
YOUR CONTROL. IF YOU CONTROL NO REGIONS THEN YOU MAY DEPLOY TO YOUR HOME 

REGION, WHICH CAN NEVER BE CONQUERED (MORE ON HOME REGION IN COMBAT SECTION.) 

PLAYERS MAY DRAFT UP TO THE GENERAL’S STRIPES AMOUNT OF TROOPS, BY PAYING THE 
APPROPRIATE DRAFT COST AND THEN PLACING THE TROOPS IN THE READIED UNIT SECTION 

FROM THEIR RESERVE UNIT SECTION.

PLAYERS MAY DRAFT UP TO THE GENERAL’S STRIPES AMOUNT OF TROOPS, BY PAYING THE 
APPROPRIATE DRAFT COST AND THEN PLACING THE TROOPS IN THE READIED UNIT SECTION 

FROM THEIR RESERVE UNIT SECTION.

PLAYERS MAY BUILD UP TO THE GENERAL’S STAR AMOUNT OF TROOPS, BY PAYING THE 
APPROPRIATE BUILD COST AND THEN PLACING THE UNITS IN THE READIED UNIT SECTION 

FROM THEIR RESERVE UNIT SECTION. (SHIP AND SUB TILES ARE READIED FACEDOWN.)

PLAYERS MAY BUILD UP TO THE GENERAL’S STAR AMOUNT OF TROOPS, BY PAYING THE 
APPROPRIATE BUILD COST AND THEN PLACING THE UNITS IN THE READIED UNIT SECTION 

FROM THEIR RESERVE UNIT SECTION. (SHIP AND SUB TILES ARE READIED FACEDOWN.)

PLAYERS MAY INVEST IN ONE TECHNOLOGY BY PAYING THE APPROPRIATE TECH COST AS 
DEFINED ON THE TOP RIGHT OF THE PLAYERBOARD AND PLACING ONE DISC ON THE 

TECHNOLOGY CHOSEN. THAT DISC WILL REMAIN THERE FOR THE DURATION OF THE GAME BUT 
WILL BE WORTH VICTORY PAWS AT GAME END.

PLAYERS MAY INVEST IN ONE TECHNOLOGY BY PAYING THE APPROPRIATE TECH COST AS 
DEFINED ON THE TOP RIGHT OF THE PLAYERBOARD AND PLACING ONE DISC ON THE 

TECHNOLOGY CHOSEN. THAT DISC WILL REMAIN THERE FOR THE DURATION OF THE GAME BUT 
WILL BE WORTH VICTORY PAWS AT GAME END.

PLAYERS MAY INSTITUTE NEW POLICIES BY PLACING A DISC ON THE CHOSEN POLICY. THE DISC 
WILL REMAIN THERE FOR THE DURATION OF THE GAME BUT WILL BE WORTH VICTORY PAWS AT 

GAME END.

PLAYERS MAY INSTITUTE NEW POLICIES BY PLACING A DISC ON THE CHOSEN POLICY. THE DISC 
WILL REMAIN THERE FOR THE DURATION OF THE GAME BUT WILL BE WORTH VICTORY PAWS AT 

GAME END.

PLAYERS MAY ENGAGE IN TRADE BY SELECTING ONE OF THE 6 AVAILABLE TRADE RATES AND TRADING 
AS MANY RESOURCES OF ONE KIND FOR ONE KIND OF ANOTHER, FOLLOWING THE RATE SELECTED, 
POSSIBLY GAINING OR LOSING ONE RESOURCE PER TRADE AS DEFINED BY MARKER TO THE RIGHT.

PLAYERS MAY ENGAGE IN TRADE BY SELECTING ONE OF THE 6 AVAILABLE TRADE RATES AND TRADING 
AS MANY RESOURCES OF ONE KIND FOR ONE KIND OF ANOTHER, FOLLOWING THE RATE SELECTED, 
POSSIBLY GAINING OR LOSING ONE RESOURCE PER TRADE AS DEFINED BY MARKER TO THE RIGHT.

PLAYERS MAY SHIFT THEIR ECONOMY BY SELECTING ONE TRACK AND SLIDING 
THEIR INCOME MARKER UP TO THE GENERAL’S AMOUNT OF STRIPES.  IN DOING SO, 

GAIN BOTH THE AMOUNT OF MONEY SHOWN AND RESOURCES SHOWN.

PLAYERS MAY SHIFT THEIR ECONOMY BY SELECTING ONE TRACK AND SLIDING 
THEIR INCOME MARKER UP TO THE GENERAL’S AMOUNT OF STRIPES.  IN DOING SO, 

GAIN BOTH THE AMOUNT OF MONEY SHOWN AND RESOURCES SHOWN.

PLAYERS MAY SACK THEIR CURRENT GENERAL AND PROMOTE A NEW ONE BY 
TAKING THE ACTION AND PAYING THE COST SPECIFIED. PLACE NEW GENERAL TILE 

ON TOP OF THE CURRENT GENERAL TILE.

PLAYERS MAY SACK THEIR CURRENT GENERAL AND PROMOTE A NEW ONE BY 
TAKING THE ACTION AND PAYING THE COST SPECIFIED. PLACE NEW GENERAL TILE 

ON TOP OF THE CURRENT GENERAL TILE.

PLAYERS MAY ACQUIRE LOANS BY PLACING A DISC ON A SPECIFIC LOAN TILE, TAKING THE 
APPROPRIATE AMOUNT OF MONEY AND THE APPROPRIATE LOAN CERTIFICATE TILE. A PLAYER 

CAN HAVE MORE THAN TWO DEBTS AT TIME. PLAYERS MAY PAY OFF DEBT ON THEIR TURN, NO 
ACTION IS NECESSARY TO DO SO.

PLAYERS MAY ACQUIRE LOANS BY PLACING A DISC ON A SPECIFIC LOAN TILE, TAKING THE 
APPROPRIATE AMOUNT OF MONEY AND THE APPROPRIATE LOAN CERTIFICATE TILE. A PLAYER 

CAN HAVE MORE THAN TWO DEBTS AT TIME. PLAYERS MAY PAY OFF DEBT ON THEIR TURN, NO 
ACTION IS NECESSARY TO DO SO.

PLAYERS MAY TRAIN ALL READIED UNITS SIMPLY BY TAKING THE ACTION AND PLACING 1 XP 
CUBE NEXT TO EACH READIED UNIT. (EACH XP CUBE TOUGHENS A UNIT.) THIS DOES NOT APPLY 

TO ANY UNITS ALREADY DEPLOYED.

PLAYERS MAY TRAIN ALL READIED UNITS SIMPLY BY TAKING THE ACTION AND PLACING 1 XP 
CUBE NEXT TO EACH READIED UNIT. (EACH XP CUBE TOUGHENS A UNIT.) THIS DOES NOT APPLY 

TO ANY UNITS ALREADY DEPLOYED.
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PLAYERS MAY MOVE UP TO THE GENERAL’S STAR AMOUNT OF UNITS, UP TO THE STAR AMOUNT OF SPACES, EACH 
SPACE BEING ONE REGION ON THE MAP. 

 
MOVEMENT DOES NOT TRIGGER COMBAT WITHOUT THE ATTACK ACTION.

 MOVING REQUIRES A COST FOR EACH UNIT AS DEFINED BY PLAYERBOARD. THE COST IS PER UNIT, BUT NOT PER 
SPACE.

Movement may be modulated in several ways:

-GENERALS: the amount of stars will allow more or less troops to move more or less spaces
-TECHNOLOGIES: Several technologies will boost how many spaces specific types of units may move.

-RoaD: Reduces each terrain unit’s movement cost by 1 food. 
-RAIL: Allows player to pay 1 unit’s movement cost for all units being moved

-the guerilla faction haS considerably smaller movement costs relative to other factions.

As stated, combat does not trigger until an attack action has been used, so it is very possible for two or 
more players to have tokens in the same region, (this region would not be under any player’s control)

players may never move into or attack another player’s starting home region.

concealed ships reveal themselves when moving, thus a player removes their ship tile from the port and 
its respective token is placed in the newly selected territory.

concealed submarines however, may move without revealing themselves. the player simply exchanges 
location markers on the port space in which the tile resides. Submarines that are revealed may use the 
move action to conceal themselves. The player removes their submarine token from the main board and 
places a sub tile and location marker on port space. if no port space is availble, a player may not conceal 

his or her submarine.  

PLAYERS MAY MOVE UP TO THE GENERAL’S STAR AMOUNT OF UNITS, UP TO THE STAR AMOUNT OF SPACES, EACH 
SPACE BEING ONE REGION ON THE MAP. 

 
MOVEMENT DOES NOT TRIGGER COMBAT WITHOUT THE ATTACK ACTION.

 MOVING REQUIRES A COST FOR EACH UNIT AS DEFINED BY PLAYERBOARD. THE COST IS PER UNIT, BUT NOT PER 
SPACE.

Movement may be modulated in several ways:

-GENERALS: the amount of stars will allow more or less troops to move more or less spaces
-TECHNOLOGIES: Several technologies will boost how many spaces specific types of units may move.

-RoaD: Reduces each terrain unit’s movement cost by 1 food. 
-RAIL: Allows player to pay 1 unit’s movement cost for all units being moved

-the guerilla faction haS considerably smaller movement costs relative to other factions.

As stated, combat does not trigger until an attack action has been used, so it is very possible for two or 
more players to have tokens in the same region, (this region would not be under any player’s control)

players may never move into or attack another player’s starting home region.

concealed ships reveal themselves when moving, thus a player removes their ship tile from the port and 
its respective token is placed in the newly selected territory.

concealed submarines however, may move without revealing themselves. the player simply exchanges 
location markers on the port space in which the tile resides. Submarines that are revealed may use the 
move action to conceal themselves. The player removes their submarine token from the main board and 
places a sub tile and location marker on port space. if no port space is availble, a player may not conceal 

his or her submarine.  

PLAYERS MAY USE UP TO THE GENERAL’S STAR AMOUNT OF UNITS TO WAGE COMBAT AGAINST ONE OR MORE 
OPPONENTS

PLAYERS PERFORM COMBAT USING CARDS AND DICE AS DEFINED IN COMBAT SECTION.

players can wage combat in the aerial, marine and terrain arenas. players may only combat in one arena at 
a time, (aside from anti-aircraft artillery vs. bombers). so if a player is attacking with troops, they may 

also use tanks and artillery, but ships and planes will not be included.

a player may attack multiple opponents in multiple regions, the only restrictions being you are limited to 
your general’s star amount of units, and you must be in the same region as your opponent to attack, 

unless you own long range artillery.

battleships perform combat and use dice in the same fashion as artillery.

aeroplanes do not reside in regions but rather whole territories, in order to attack an opponent they 
must be in the same territory as your aircraft. aeroplanes only combat 1v1, however multiple planes can 

attack one or mutliple planes, just engaging in combat 1v1, one at a time.

when attacking, submarines and bombers do not engage in normal combat.  instead, subs and bombers 
engage in stealth combat, essentially performing a hit and run maneuver.

when defending, however, subs and bombers may engage in combat, though they are generally weaker.

tanks function like upgraded infantry in combat, though their build costs / movement costs / medal and 
casualty stats are the same as artillery guns.

players may not attack with troops inside of trenches. instead, when attacking, a player may use a troop 
inside of trench by placing the troop in front of the trench (i.e. the troop is “going over the top.”) when 

defending, a trench will act like xp.

PLAYERS MAY USE UP TO THE GENERAL’S STAR AMOUNT OF UNITS TO WAGE COMBAT AGAINST ONE OR MORE 
OPPONENTS

PLAYERS PERFORM COMBAT USING CARDS AND DICE AS DEFINED IN COMBAT SECTION.

players can wage combat in the aerial, marine and terrain arenas. players may only combat in one arena at 
a time, (aside from anti-aircraft artillery vs. bombers). so if a player is attacking with troops, they may 

also use tanks and artillery, but ships and planes will not be included.

a player may attack multiple opponents in multiple regions, the only restrictions being you are limited to 
your general’s star amount of units, and you must be in the same region as your opponent to attack, 

unless you own long range artillery.

battleships perform combat and use dice in the same fashion as artillery.

aeroplanes do not reside in regions but rather whole territories, in order to attack an opponent they 
must be in the same territory as your aircraft. aeroplanes only combat 1v1, however multiple planes can 

attack one or mutliple planes, just engaging in combat 1v1, one at a time.

when attacking, submarines and bombers do not engage in normal combat.  instead, subs and bombers 
engage in stealth combat, essentially performing a hit and run maneuver.

when defending, however, subs and bombers may engage in combat, though they are generally weaker.

tanks function like upgraded infantry in combat, though their build costs / movement costs / medal and 
casualty stats are the same as artillery guns.

players may not attack with troops inside of trenches. instead, when attacking, a player may use a troop 
inside of trench by placing the troop in front of the trench (i.e. the troop is “going over the top.”) when 

defending, a trench will act like xp.
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players may deploy up to an amount of units equal to their general’s stripes amount, 
into any arena, by removing that  many readied units of any type from their 

playerboard and placing them in their prospective arenas following these rules:

-aeroplanes and bombers are placed in the aerial arena at the top right of the main 
board. a player may place planes/bombers in any aerial territory.

-ships and subs may be directly deployed to the main board map, but usually players 
will have the opportunity to place ship and sub tiles on port spaces face down in the 
maritime arena below the aerial arena instead, allowing players to conceal the unit’s 

type and location. (the number of ports able to be used in a game is the number of 
players minus one, with each port having two available deployment spaces) when a 
player places a tile face down they will also place a location marker facedown, in 

doing so a player is essentially deploying their ship or sub to a specific region 
without letting other players know where or what was deployed. at the end of the 
year, any face down tiles are revealed, removed and the corresponding tokens are 

placed on the main board map in the area denoted by location marker. if there are no 
port spaces available then a player must deploy directly onto the main board. ships 

and subs may be deployed into any region whether concealed or not.

-troops, artillery and tanks are deployed onto terrain regions which you control 
(regions in which only you have units, you always control your starting regions even 

if they are empty.) 

any xp cubes present next to readied units are deployed with the unit. xp cubes 
toughen each unit, essentially giving them more health points in battle.  

players may deploy up to an amount of units equal to their general’s stripes amount, 
into any arena, by removing that  many readied units of any type from their 

playerboard and placing them in their prospective arenas following these rules:

-aeroplanes and bombers are placed in the aerial arena at the top right of the main 
board. a player may place planes/bombers in any aerial territory.

-ships and subs may be directly deployed to the main board map, but usually players 
will have the opportunity to place ship and sub tiles on port spaces face down in the 
maritime arena below the aerial arena instead, allowing players to conceal the unit’s 

type and location. (the number of ports able to be used in a game is the number of 
players minus one, with each port having two available deployment spaces) when a 
player places a tile face down they will also place a location marker facedown, in 

doing so a player is essentially deploying their ship or sub to a specific region 
without letting other players know where or what was deployed. at the end of the 
year, any face down tiles are revealed, removed and the corresponding tokens are 

placed on the main board map in the area denoted by location marker. if there are no 
port spaces available then a player must deploy directly onto the main board. ships 

and subs may be deployed into any region whether concealed or not.

-troops, artillery and tanks are deployed onto terrain regions which you control 
(regions in which only you have units, you always control your starting regions even 

if they are empty.) 

any xp cubes present next to readied units are deployed with the unit. xp cubes 
toughen each unit, essentially giving them more health points in battle.  

PLAYERS MAY DRAFT UP TO THEIR GENERAL’S STRIPES AMOUNT OF UNITS.

A PLAYER DOES SO BY PAYING THE DRAFT COST PER UNIT AND THEN 
PLACING NEWLY DRAFTED TROOPS FROM THE RESERVE UNIT SECTION TO 

THE READIED UNIT SECTION (gold circles.)

DRAFT ONLY APPLIES TO TROOPS AND DOES NOT APPLY TO ARTILLERY, 
TANKS, BATTLESHIPS, AEROPLANES, OR BOMBERS, ALL OF WHICH MUST BE 

BUILT USING THE BUILD ACTION.

PLAYERS MAY DRAFT UP TO THEIR GENERAL’S STRIPES AMOUNT OF UNITS.

A PLAYER DOES SO BY PAYING THE DRAFT COST PER UNIT AND THEN 
PLACING NEWLY DRAFTED TROOPS FROM THE RESERVE UNIT SECTION TO 

THE READIED UNIT SECTION (gold circles.)

DRAFT ONLY APPLIES TO TROOPS AND DOES NOT APPLY TO ARTILLERY, 
TANKS, BATTLESHIPS, AEROPLANES, OR BOMBERS, ALL OF WHICH MUST BE 

BUILT USING THE BUILD ACTION.



T R A I N

B U I L D

1010

players may train all readied units on their playerboard.

This action has no cost requirement.

Players simply place an xp cube next to each readied unit.  These Xp 
cubes will toughen each unit in combat.  In combat when a unit takes 

damage, an xp cube can “eat” 1 damage each.

Units may have up to X xp cubes each, where X = the unit’s track value 
(this value defines the medal and casualty tracks’ movement amount, 
the amount of damage needed to destory that unit so long as it has 

no xp cubes, and the maximum amount of xp cubes a unit may have)

xp cubes are deployed with units onto map or onto back of tile on 
port space.

reserve units may never be trained.

players may train all readied units on their playerboard.

This action has no cost requirement.

Players simply place an xp cube next to each readied unit.  These Xp 
cubes will toughen each unit in combat.  In combat when a unit takes 

damage, an xp cube can “eat” 1 damage each.

Units may have up to X xp cubes each, where X = the unit’s track value 
(this value defines the medal and casualty tracks’ movement amount, 
the amount of damage needed to destory that unit so long as it has 

no xp cubes, and the maximum amount of xp cubes a unit may have)

xp cubes are deployed with units onto map or onto back of tile on 
port space.

reserve units may never be trained.

players may build up to an amount of units equal to their general’s star 

amount.

(players may also build roads, rails and trenches when using any action, not 

only the build action, these tiles are not subject to general star amount.)

players build units by paying each unit’s appropriate cost shown on 

playerboard and then moving those tokens from their reserve spaces to a 

readied unit space.  if a player has no readied unit space available for a 

specific type of unit, they may not build that unit.  for instance, player’s 

have only space available for readied aircraft, so if an aeroplane is readied, 

another aeroplane or bomber may not be built.

build costs can be modulated with specific technology tiles. the costs 

usually include money and able bodies and possibly more/other resources.

troops may never be built, they must be drafted.

players may get a free deployment of a unit when building that type of unit 

if they have the necessary streamlined process technology tile, (each arena, 

air, land, & sea, has its own streamlined process tech tile)

players may build up to an amount of units equal to their general’s star 

amount.

(players may also build roads, rails and trenches when using any action, not 

only the build action, these tiles are not subject to general star amount.)

players build units by paying each unit’s appropriate cost shown on 

playerboard and then moving those tokens from their reserve spaces to a 

readied unit space.  if a player has no readied unit space available for a 

specific type of unit, they may not build that unit.  for instance, player’s 

have only space available for readied aircraft, so if an aeroplane is readied, 

another aeroplane or bomber may not be built.

build costs can be modulated with specific technology tiles. the costs 

usually include money and able bodies and possibly more/other resources.

troops may never be built, they must be drafted.

players may get a free deployment of a unit when building that type of unit 

if they have the necessary streamlined process technology tile, (each arena, 

air, land, & sea, has its own streamlined process tech tile)
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players may invest in one technology on their turn by selecting a specific 
available technology (the technology must be from the current or previous 
years, unless player has experimentation policy) by placing a potential action 

disc on the tile on the main board and paying the appropriate cost as defined 
by the top right of their player board.

players will have that technology for the rest of the game, and, similarly, 
their action disc will remain on the technology tile for the duration of the 

game.  At the end of the war (game’s end) each technology a player has 
invested in will yield victory paws as shown on the main board to the right 

of the technologies.

technologies will yield many different benefits, including giving access to 
new types of tokens, boosting movement abilities, upgrading combat abilties 

(unlocking new dice), and much more.

once a technology becomes available it remains available for the rest of the 
game, so even in year 4, a player may invest in a year 2 technology.

technologies do not have any prerequisite requirements, meaning a player 
does not need to have one type of technology to gain another type.

players may invest in one technology on their turn by selecting a specific 
available technology (the technology must be from the current or previous 
years, unless player has experimentation policy) by placing a potential action 

disc on the tile on the main board and paying the appropriate cost as defined 
by the top right of their player board.

players will have that technology for the rest of the game, and, similarly, 
their action disc will remain on the technology tile for the duration of the 

game.  At the end of the war (game’s end) each technology a player has 
invested in will yield victory paws as shown on the main board to the right 

of the technologies.

technologies will yield many different benefits, including giving access to 
new types of tokens, boosting movement abilities, upgrading combat abilties 

(unlocking new dice), and much more.

once a technology becomes available it remains available for the rest of the 
game, so even in year 4, a player may invest in a year 2 technology.

technologies do not have any prerequisite requirements, meaning a player 
does not need to have one type of technology to gain another type.

players may institute one policy on their turn by selecting a specific 
available policy (the policy must be from the current or previous years, 
policies are only made available every other year) by placing a potential 

action disc on the tile on the main board. policies have no resource cost if 
the space is empty. however, for each disc present on a policy a player must 

pay $6.

players will have this policy in place for the rest of the game, and, similarly, 
their action disc will remain on the policy tile for the duration of the 

game.  At the end of the war (game’s end) each policy a player has institued 
will yield victory paws as shown on the main board to the right of the 

policies.

policies will yield many different benefits, similar to technologies, the main 
difference being policies are more oriented towards actions wheres 

technologies are more oriented to the units and unit types.

once a policy becomes available it remains available for the rest of the game, 
so even in years 3-4, a player may invest in a year 1-2 policy.

policies do not have any prerequisite requirements, meaning a player does 
not need to have one type of policy to gain another type.

players may institute one policy on their turn by selecting a specific 
available policy (the policy must be from the current or previous years, 
policies are only made available every other year) by placing a potential 

action disc on the tile on the main board. policies have no resource cost if 
the space is empty. however, for each disc present on a policy a player must 

pay $6.

players will have this policy in place for the rest of the game, and, similarly, 
their action disc will remain on the policy tile for the duration of the 

game.  At the end of the war (game’s end) each policy a player has institued 
will yield victory paws as shown on the main board to the right of the 

policies.

policies will yield many different benefits, similar to technologies, the main 
difference being policies are more oriented towards actions wheres 

technologies are more oriented to the units and unit types.

once a policy becomes available it remains available for the rest of the game, 
so even in years 3-4, a player may invest in a year 1-2 policy.

policies do not have any prerequisite requirements, meaning a player does 
not need to have one type of policy to gain another type.
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players may acquire one loan on their turn.  a player acquires this loan by placing 
their action disc on the loan tile space and taking the appropriate amount (amount 

shown minus amount specified per action disc present.) the player then takes the 
appropriate amount of money in money cubes and takes the correct Loan certificate (If 

player has no certificate, they take first loan certificate. if a player already owns a 
loan certificate they take second loan certificate.  a player may acquire as many loans 

as he or she wishes, however, he or she may not ever have more than two loan 
certificates, meaning they can only ever have two loan debts at a time.  If a player has 

two loan debts already, they may not take another loan.

A player may pay off a loan by paying the amount shown on the specific loan tile chosen 
at the end of the year, then and only then, they may remove their placed action disc 

and replace the loan certificate to the supply. One specific loan tile requires leaving a 
disc on the tile permanently  (see Loan tiles on p. 17)

be mindful that loan certificates take away victory paws at the end of the game, so 
players do not want to end the game in debt.  

players may acquire one loan on their turn.  a player acquires this loan by placing 
their action disc on the loan tile space and taking the appropriate amount (amount 

shown minus amount specified per action disc present.) the player then takes the 
appropriate amount of money in money cubes and takes the correct Loan certificate (If 

player has no certificate, they take first loan certificate. if a player already owns a 
loan certificate they take second loan certificate.  a player may acquire as many loans 

as he or she wishes, however, he or she may not ever have more than two loan 
certificates, meaning they can only ever have two loan debts at a time.  If a player has 

two loan debts already, they may not take another loan.

A player may pay off a loan by paying the amount shown on the specific loan tile chosen 
at the end of the year, then and only then, they may remove their placed action disc 

and replace the loan certificate to the supply. One specific loan tile requires leaving a 
disc on the tile permanently  (see Loan tiles on p. 17)

be mindful that loan certificates take away victory paws at the end of the game, so 
players do not want to end the game in debt.  

players may engage in trade with one tile on their turn.  a player performs the trade by 
selecting one of the six available trade rates, giving away the lower amount and gaining 

the higher amount. the trade rates can go either way.

for example, if a trade rate is 5:2 and the shown resources are bodies:ammo, 
a player may:

trade 2/4/6... bodies to gain 5/10/15... ammo
 or 

trade 2/4/6... ammo to gain 5/10/15... bodies

each time a trade is made with a tile, the trade marker to the right slides down one box, 
from [+1] to [=] to [-1], so in the previous example, a tile with a +1 trade boost would allow

 a player to:

trade 2/4/6... bodies to gain 6/12/18... ammo
 or 

trade 2/4/6... ammo to gain 6/12/18... bodies

a -1 tile with the previous example would allow a player to:

trade 2/4/6... bodies to gain 4/8/12... ammo
 or 

trade 2/4/6... ammo to gain 4/8/12... bodies

this means after the 1:1 trade space has been used twice it will no longer be available. once 
the 2:1 trade space has been used twice, it becomes a 1:1 trade space.

players may engage in trade with one tile on their turn.  a player performs the trade by 
selecting one of the six available trade rates, giving away the lower amount and gaining 

the higher amount. the trade rates can go either way.

for example, if a trade rate is 5:2 and the shown resources are bodies:ammo, 
a player may:

trade 2/4/6... bodies to gain 5/10/15... ammo
 or 

trade 2/4/6... ammo to gain 5/10/15... bodies

each time a trade is made with a tile, the trade marker to the right slides down one box, 
from [+1] to [=] to [-1], so in the previous example, a tile with a +1 trade boost would allow

 a player to:

trade 2/4/6... bodies to gain 6/12/18... ammo
 or 

trade 2/4/6... ammo to gain 6/12/18... bodies

a -1 tile with the previous example would allow a player to:

trade 2/4/6... bodies to gain 4/8/12... ammo
 or 

trade 2/4/6... ammo to gain 4/8/12... bodies

this means after the 1:1 trade space has been used twice it will no longer be available. once 
the 2:1 trade space has been used twice, it becomes a 1:1 trade space.
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a player may wish to shift their economy at many points in the game as various 
resources become more or less necessary.  

players do this by choosing one resource income track and sliding the income 
marker an amount of spaces less than or equal to the player’s general’s stripes 

amount.  Once the player has slid the marker , the player then gains the amount 
of resources and money shown (it is not multiplied as in income, but rather just 

the value shown on track, or, in other words, the value on the track is multiplied 
by one)

players must be mindful of the fact that money and resources have an inverse 
relationship on their tracks, as economic energy is devoted to waritme output, 
profits and finances take a hit, or, inversely, as money is made war supply output 

takes a hit.

players will wish to use this action to fix their income, but it also allows for a 
small gain in resources as well, as players obtain amount shown.

a player may wish to shift their economy at many points in the game as various 
resources become more or less necessary.  

players do this by choosing one resource income track and sliding the income 
marker an amount of spaces less than or equal to the player’s general’s stripes 

amount.  Once the player has slid the marker , the player then gains the amount 
of resources and money shown (it is not multiplied as in income, but rather just 

the value shown on track, or, in other words, the value on the track is multiplied 
by one)

players must be mindful of the fact that money and resources have an inverse 
relationship on their tracks, as economic energy is devoted to waritme output, 
profits and finances take a hit, or, inversely, as money is made war supply output 

takes a hit.

players will wish to use this action to fix their income, but it also allows for a 
small gain in resources as well, as players obtain amount shown.

each player faction (aside from the anarchists) has three generals, one of which is 
the default starting general present on the playerboard.  The general’s stars and 

stripes dictate many different actions in the game, essentially defining the amount 
of things a player can use or do in a turn.  As such, players must have a worthy 

general.

  a player can sack (fire) his or her general and promote a new one for the cost 
specified on playerboard. the player simply places this newly promoted general tile 
above the sacked general. once a general has been sacked they are no longer avaible 

for the remainder of the game, in other words, once a player is on their third 
general that will be their final general.  

there is no order between the two available genrals for hire, either may be chosen 
when taking this action.

be mindful that the generals grant victory paws at game end.

the Fascist Faction does not have to take an action to sack and promote their 
general, but may not do so until the first year of the war has ended, and must still 

do so on their own turn.

the anarchists will have the same general stats throughout the game and may not 
be modulated, as they have no generals. 

each player faction (aside from the anarchists) has three generals, one of which is 
the default starting general present on the playerboard.  The general’s stars and 

stripes dictate many different actions in the game, essentially defining the amount 
of things a player can use or do in a turn.  As such, players must have a worthy 

general.

  a player can sack (fire) his or her general and promote a new one for the cost 
specified on playerboard. the player simply places this newly promoted general tile 
above the sacked general. once a general has been sacked they are no longer avaible 

for the remainder of the game, in other words, once a player is on their third 
general that will be their final general.  

there is no order between the two available genrals for hire, either may be chosen 
when taking this action.

be mindful that the generals grant victory paws at game end.

the Fascist Faction does not have to take an action to sack and promote their 
general, but may not do so until the first year of the war has ended, and must still 

do so on their own turn.

the anarchists will have the same general stats throughout the game and may not 
be modulated, as they have no generals. 
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COMBAT PROCESS:

AERIAL COMBAT (DOGFIGHT):

ARTILLERY/MARINE COMBAT:

INFANTRY COMBAT:

INITIATING COMBAT:
PLAYERS perform combat when they use an attack action or an attack action is being used on 

them. rmemember, the amount of units available in combat is the same amount as your 
General’s stars.

PLAYERS perform combat when they use an attack action or an attack action is being used on 
them. rmemember, the amount of units available in combat is the same amount as your 

General’s stars.

combat is ultimately decided by dice, but which dice and how they are used is dictated by the arena of 
battle and by your combat cards.  Each player has 8 unique combat cards, some weaker, some stronger, 

players will not always have all 8 to choose from, often with some in the discard, or else not available 
due to lack of general stripes.

a player only plays one card per combat round (aerial combat may continue until a plane has gone 
down or retreated, so aerial combat may use mutiple cards because they may have to combat more than 

once, but still only one per combat round.

all combatants select combat cards simultaneously. then pending which arena combat is taking place 
in, players will move to spending ammo and/or rolling dice. there is often not a clear cut victor or 
loser, as damage points are dealt out to units individually.  however, players will move up the medal 

and casualty tracks as defined below, which will grant or take away victory paws at game end.

players, when combatting on terrain, will often use both artillery and infantry in the same battle.  
When doing so, players will use the same combat card for both artillery and infantry. Players will 

carry out artillery combat then infantry combat.

combat is ultimately decided by dice, but which dice and how they are used is dictated by the arena of 
battle and by your combat cards.  Each player has 8 unique combat cards, some weaker, some stronger, 

players will not always have all 8 to choose from, often with some in the discard, or else not available 
due to lack of general stripes.

a player only plays one card per combat round (aerial combat may continue until a plane has gone 
down or retreated, so aerial combat may use mutiple cards because they may have to combat more than 

once, but still only one per combat round.

all combatants select combat cards simultaneously. then pending which arena combat is taking place 
in, players will move to spending ammo and/or rolling dice. there is often not a clear cut victor or 
loser, as damage points are dealt out to units individually.  however, players will move up the medal 

and casualty tracks as defined below, which will grant or take away victory paws at game end.

players, when combatting on terrain, will often use both artillery and infantry in the same battle.  
When doing so, players will use the same combat card for both artillery and infantry. Players will 

carry out artillery combat then infantry combat.

players play combat cards simultaneously, then roll plane die (d12) for movement, adding the amount 
in the ring to the right if attacking.  The number may be modulated with oil, but must be spent after 

rolling in this order: Defender spends oil, then attacker spends oil.
the player with the higher movement value then rolls a plane die (d12) for accuracy, needing a value 

greater than or equal to the number in the ring to the right (this number may also be modified using 
the same process of spending oil.)  If the number is greater than or equal to that value, a hit has been 

made and the player must spend ammo to deal damage according to the value on the card. if the 
number is less than the value, no hit is made and players may continue with combat or may end with 

one player retreating. after 3 rounds of combat, regardless of outcome no more combat may be waged.

players play combat cards simultaneously, then roll plane die (d12) for movement, adding the amount 
in the ring to the right if attacking.  The number may be modulated with oil, but must be spent after 

rolling in this order: Defender spends oil, then attacker spends oil.
the player with the higher movement value then rolls a plane die (d12) for accuracy, needing a value 

greater than or equal to the number in the ring to the right (this number may also be modified using 
the same process of spending oil.)  If the number is greater than or equal to that value, a hit has been 

made and the player must spend ammo to deal damage according to the value on the card. if the 
number is less than the value, no hit is made and players may continue with combat or may end with 

one player retreating. after 3 rounds of combat, regardless of outcome no more combat may be waged.

troops and tanks utilize infantry combat mechanics.  If fighting with only infantry, select combat cards 
simultaneously and play them, if fighting artillery, use the same card from the artillery combat which 

should have occured before infantry combat. obtain the amount of dice (d6) shown on card. the attacker 
will roll first applying dmage by spending ammo to apply the hits as shown on combat card. the defender 
will then perform the same process. players should immediately move any spaces necessary on the medal or 
casualty tracks when a unit falls in battle. damage is defined on the dice in the same fashion as artillery 
dice, however, ammo must be applied for the damage to occur, 1 ammo per damage point. tanks count as 3 

troops when calculating infantry dice amount, however, tank’s medal/casualty stats are the same as 
artillery.  

troops and tanks utilize infantry combat mechanics.  If fighting with only infantry, select combat cards 
simultaneously and play them, if fighting artillery, use the same card from the artillery combat which 

should have occured before infantry combat. obtain the amount of dice (d6) shown on card. the attacker 
will roll first applying dmage by spending ammo to apply the hits as shown on combat card. the defender 
will then perform the same process. players should immediately move any spaces necessary on the medal or 
casualty tracks when a unit falls in battle. damage is defined on the dice in the same fashion as artillery 
dice, however, ammo must be applied for the damage to occur, 1 ammo per damage point. tanks count as 3 

troops when calculating infantry dice amount, however, tank’s medal/casualty stats are the same as 
artillery.  

artillery and battleships use the same combat mechanics.  Players will play combat cards 
simultaneously, then the attacker will spend ammo to gain the amount of dice (d20) shown by card per 

unit (so for example if the card specified 3 ammo equals 1 die and player  A has 3 artillery guns, they 
may spend 9 ammo to roll 3 dice) and will roll the dice, apply the damage, move appropriate amount of 
spaces on the medal track (the opposing player moving the appropriate amount on the casualty track), 
then the same process occurs for the defending player. If fighting on the high seas, the combat ends 
here,  if fighting on terrain with infantry as well, the combat moves to infantry using same combat 

cards. players may spend able bodies to reroll a certain amount of dice. if a player has artillery 
upgrades or fully enhanced artilery technologies, they may choose which type of dice(D20) to roll

damage is defined by the numbers shown on the die, if it shows a 2, 2 damage is applied to one unit, if 
the die shows a 1 and a 1, then 1 damage is applied to two different units. the amount of damage 

needed to destroy a unit is unique to the unit type and is defined by playerboards.  

artillery and battleships use the same combat mechanics.  Players will play combat cards 
simultaneously, then the attacker will spend ammo to gain the amount of dice (d20) shown by card per 

unit (so for example if the card specified 3 ammo equals 1 die and player  A has 3 artillery guns, they 
may spend 9 ammo to roll 3 dice) and will roll the dice, apply the damage, move appropriate amount of 
spaces on the medal track (the opposing player moving the appropriate amount on the casualty track), 
then the same process occurs for the defending player. If fighting on the high seas, the combat ends 
here,  if fighting on terrain with infantry as well, the combat moves to infantry using same combat 

cards. players may spend able bodies to reroll a certain amount of dice. if a player has artillery 
upgrades or fully enhanced artilery technologies, they may choose which type of dice(D20) to roll

damage is defined by the numbers shown on the die, if it shows a 2, 2 damage is applied to one unit, if 
the die shows a 1 and a 1, then 1 damage is applied to two different units. the amount of damage 

needed to destroy a unit is unique to the unit type and is defined by playerboards.  
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COMBAT CARDs:

MEDALS AND CASUALTIES:

WOUNDS (DAMAGE) AND XP CUBES:

USING SUBMARINE AND BOMBER:

One of the main paths to victory paws is taking down enemy units in battle.  When a player 

destroys an enemy unit, he or she will move up an amount of spaces on the medal track, as 

defined by the destroyed unit’s stats on the player boards.  Simultaneously, the player who 

lost the unit will move up the same amount of spaces on the casualty track (which will take 

away victory paws at game end.) whn a unit is destroyed it is removed from the main board and 

placed in an empty reserve unit space of the correct type and must be built/drafted again to 

be deployed again.

Players should immediately move up the medal and casualty tracks when a unit goes down. in 

order to move up the medal track ,the player has to be the person that destroyed the unit. 

(So, for instance, if player A, B, C are all in combat and player A destroys C’s unit, player  A will 

move up the medal track a certain amount of spaces, and player C will move up the casualty 

track a certain amount of spaces, B does not move on either track.) 

One of the main paths to victory paws is taking down enemy units in battle.  When a player 

destroys an enemy unit, he or she will move up an amount of spaces on the medal track, as 

defined by the destroyed unit’s stats on the player boards.  Simultaneously, the player who 

lost the unit will move up the same amount of spaces on the casualty track (which will take 

away victory paws at game end.) whn a unit is destroyed it is removed from the main board and 

placed in an empty reserve unit space of the correct type and must be built/drafted again to 

be deployed again.

Players should immediately move up the medal and casualty tracks when a unit goes down. in 

order to move up the medal track ,the player has to be the person that destroyed the unit. 

(So, for instance, if player A, B, C are all in combat and player A destroys C’s unit, player  A will 

move up the medal track a certain amount of spaces, and player C will move up the casualty 

track a certain amount of spaces, B does not move on either track.) 

DAMAGE IS MARKED USING WOUND CUBES, 1 CUBE PER 1 DAMAGE.  aN XP CUBE WILL CANCEL 1 DAMAGE, 

REPRESENTED BY REMOVING THE XP CUBE INSTEAD OF PLACING A WOUND CUBE.  TRENCHES WILL 

AUTOMATICALLY NEGATE ONE OR MORE DAMAGE (SEE TRENCHES P. 19). IF A UNIT RECEIVES A LETHAL AMOUNT OF 

DAMAGE (REPRESENTED BY THE SAME NUMBER AS MEDAL/CASUALTY TRACK AMOUNT) THE UNIT AND ALL OF ITS 

CUBES ARE REMOVED AND PLAYERS MOVE UP TRACKS.  ANY UNITS NOT DESTROYED AT THE END OF COMBAT, WILL 

HAVE ONE WOUND CUBE REMOVED, ANY UNITS WITH ZERO WOUNDS WILL GAIN AN XP CUBE. PLAYERS SHOULD 

KEEP TRACK OF WHICH CUBES BELONG TO WHICH UNIT. 

DAMAGE IS MARKED USING WOUND CUBES, 1 CUBE PER 1 DAMAGE.  aN XP CUBE WILL CANCEL 1 DAMAGE, 

REPRESENTED BY REMOVING THE XP CUBE INSTEAD OF PLACING A WOUND CUBE.  TRENCHES WILL 

AUTOMATICALLY NEGATE ONE OR MORE DAMAGE (SEE TRENCHES P. 19). IF A UNIT RECEIVES A LETHAL AMOUNT OF 

DAMAGE (REPRESENTED BY THE SAME NUMBER AS MEDAL/CASUALTY TRACK AMOUNT) THE UNIT AND ALL OF ITS 

CUBES ARE REMOVED AND PLAYERS MOVE UP TRACKS.  ANY UNITS NOT DESTROYED AT THE END OF COMBAT, WILL 

HAVE ONE WOUND CUBE REMOVED, ANY UNITS WITH ZERO WOUNDS WILL GAIN AN XP CUBE. PLAYERS SHOULD 

KEEP TRACK OF WHICH CUBES BELONG TO WHICH UNIT. 

aerial section:aerial section: artillery/marine section:artillery/marine section: infantry section:infantry section:

movement roll (d12)

oil to modulate 
movement value

accuracy roll (d12)

oil to modulate 
accuracy value

ammo to apply damage

movement roll (d12)

oil to modulate 
movement value

accuracy roll (d12)

oil to modulate 
accuracy value

ammo to apply damage

spend ammo for dice per unit

roll (d20)

spend able bodies for reroll

apply damage

spend ammo for dice per unit

roll (d20)

spend able bodies for reroll

apply damage

gain dice per X units

roll (d6)

spend ammo to apply 
damage

gain dice per X units

roll (d6)

spend ammo to apply 
damage

submarines and bombers may engage in normal combat, but are weaker relative to normal units: in 

normal combat submarines and bombers deal half the damage shown by dice or card.  Instead, a player 

will often want to use these units with stealth tactics (the guerilla faction thrives in this style of 

warfare.)  Subs and bombers may attack without enganging other units in combat if attacking with only 

that type of unit. (for instance if player A attacks with submarines and battleships, the submarine 

functions like a weaker battleship, but if player A instead attacks with only submarines, the submarine(s) 

will be able to attack without engaging in full-on combat.)

submarines and bombers both use the aerial section of the combat card, a player will roll a d12 trying 

to obtain the value in the second circle on the right and may spend Oil to raise the value to the 

number necessary, then spending ammo and applying damage as defined by card.

the bomber will attack terrain and marine regions but not other aeroplanes, unless being attacked by 

other aeroplanes, or when attacking with other aeroplanes. 

submarines and bombers may engage in normal combat, but are weaker relative to normal units: in 

normal combat submarines and bombers deal half the damage shown by dice or card.  Instead, a player 

will often want to use these units with stealth tactics (the guerilla faction thrives in this style of 

warfare.)  Subs and bombers may attack without enganging other units in combat if attacking with only 

that type of unit. (for instance if player A attacks with submarines and battleships, the submarine 

functions like a weaker battleship, but if player A instead attacks with only submarines, the submarine(s) 

will be able to attack without engaging in full-on combat.)

submarines and bombers both use the aerial section of the combat card, a player will roll a d12 trying 

to obtain the value in the second circle on the right and may spend Oil to raise the value to the 

number necessary, then spending ammo and applying damage as defined by card.

the bomber will attack terrain and marine regions but not other aeroplanes, unless being attacked by 

other aeroplanes, or when attacking with other aeroplanes. 
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POLIC Y TILESPOLIC Y TILES

SCIENCE: RESEARCH: technology is discounted by $4 or 1 able bodyRESEARCH: technology is discounted by $4 or 1 able body

DEVELOPMENT: may build (still paying cost) when investing in tech.DEVELOPMENT: may build (still paying cost) when investing in tech.

EXPERIMENTAL TECH: may invest in technology 1 year aheadEXPERIMENTAL TECH: may invest in technology 1 year ahead

COMMERCE: TRADE DEAL: may use any trade rate for any set of resourcesTRADE DEAL: may use any trade rate for any set of resources

INVESTORS: may pay off loan debt with half the required amountINVESTORS: may pay off loan debt with half the required amount

IMPORT/EXPORT: gain 5 reources of choice with each trade/loanIMPORT/EXPORT: gain 5 reources of choice with each trade/loan

INDUSTRY: CAPITAL GAINS: add 1 to total region square value for money

          before multiplying for income

CAPITAL GAINS: add 1 to total region square value for money

          before multiplying for income

INTEGRATED FACTORIES: each resource space on income tracker is

        worth that value plus one.

INTEGRATED FACTORIES: each resource space on income tracker is

        worth that value plus one.

EMINENT DOMAIN: home region resources are wild. EMINENT DOMAIN: home region resources are wild. 

STRATEGY: MOBILIZE: gain 3 of the 5 action discs set aside at game startMOBILIZE: gain 3 of the 5 action discs set aside at game start

MERITOCRACY: gain 2 of the 5 action discs, general promotion

        discounted to half cost

MERITOCRACY: gain 2 of the 5 action discs, general promotion

        discounted to half cost

DELEGATION: may select actions one row above (or below with

      communists.)

DELEGATION: may select actions one row above (or below with

      communists.)

RECRUITMENT: CONSCRIPTION ACT: troop costs no longer require able bodiesCONSCRIPTION ACT: troop costs no longer require able bodies

PROPAGANDA: gain $10 with each draftPROPAGANDA: gain $10 with each draft

WAR GAMES: players gain +1 xp, when drafting and

    training, (so gain 1 xp cube per troop with

    draft, gain 2  xp per each readied unit with

    train)

WAR GAMES: players gain +1 xp, when drafting and

    training, (so gain 1 xp cube per troop with

    draft, gain 2  xp per each readied unit with

    train)
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AERIAL TECHNOLOGY:

EARLY 
YEARS:
EARLY 
YEARS: bomber: may now build and deploy bomber unit(s)bomber: may now build and deploy bomber unit(s)

synchronized guns: automatically gain +2 accuracy with aeroplanessynchronized guns: automatically gain +2 accuracy with aeroplanes

improved blueprints: aeroplane and bomber build costs are reduced by $5improved blueprints: aeroplane and bomber build costs are reduced by $5

streamlined process: may deploy one aerial unit after building streamlined process: may deploy one aerial unit after building 

LATER 
YEARS:
LATER 
YEARS:

dual synched guns: gain +2 accuracy, roll 2 dice for accuracydual synched guns: gain +2 accuracy, roll 2 dice for accuracy

engine upgrade: aerial unit movement cost reduced to zeroengine upgrade: aerial unit movement cost reduced to zero

recon photography: on move action player may peak at 1 port’s tilesrecon photography: on move action player may peak at 1 port’s tiles

supply cargo: if plane in same territory as troops, troops have no movement costsupply cargo: if plane in same territory as troops, troops have no movement cost

MARINE TECHNOLOGY:

EARLY 
YEARS:
EARLY 
YEARS:

enhanced artillery: roll one extra die (no ammo necessary for one dice) enhanced artillery: roll one extra die (no ammo necessary for one dice) 

submarine: may now build and deploy submarine unit(s)submarine: may now build and deploy submarine unit(s)

improved blueprints: battleship and submarine build costs reduced by $5improved blueprints: battleship and submarine build costs reduced by $5

streamlined process: may deploy one marine unit after building one.streamlined process: may deploy one marine unit after building one.

LATER 
YEARS:
LATER 
YEARS:

fully enhanced artillery: battleships may use focus and scatter dice (red, brown d20.)fully enhanced artillery: battleships may use focus and scatter dice (red, brown d20.)

propeller upgrade: marine units may move one extra spacepropeller upgrade: marine units may move one extra space

engine upgrade: marine unit movement cost reduced to zero engine upgrade: marine unit movement cost reduced to zero 

anti-air capabilities: ships may attack planes in same territoryanti-air capabilities: ships may attack planes in same territory

TERRAIN TECHNOLOGY:

EARLY 
YEARS:
EARLY 
YEARS:

heavy trench guns: when defending from a trench, 3 damage is applied to 
         attacker before he or she rolls infantry dice
heavy trench guns: when defending from a trench, 3 damage is applied to 
         attacker before he or she rolls infantry dice

tanks: may now build and deploy tank units. tanks count as 3 troops
   when rolling infantry dice
tanks: may now build and deploy tank units. tanks count as 3 troops
   when rolling infantry dice

improved blueprints: artillery and tank build costs reduced by $5improved blueprints: artillery and tank build costs reduced by $5

streamlined process: may deploy one artillery/tank unit after building one.streamlined process: may deploy one artillery/tank unit after building one.

LATER 
YEARS:
LATER 
YEARS:

bunker trench: trenches grant +3xp instead of +1. (cubes not necessary)bunker trench: trenches grant +3xp instead of +1. (cubes not necessary)

gas cartridges: when attacking, player may apply 1 damage to every enemy
           troop in region before rolling infantry dice.
gas cartridges: when attacking, player may apply 1 damage to every enemy
           troop in region before rolling infantry dice.

gas masks: troops unaffected by gas cartridges.gas masks: troops unaffected by gas cartridges.

artillery upgrades: artillery may use focus and scatter dice (red, brown d20.)artillery upgrades: artillery may use focus and scatter dice (red, brown d20.)
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trenches may be built during any action. trenches aid players when defending in combat.

when a player chooses the attack action, he or she may not attack with infantry from inside a trench, 

(see attack action P. 8)

a player builds a trench by paying the cost shown at the top right of the playerboard underneath the 

technology costs and placing the trench in a region he or she controls. A player may not build a 

trench in a region with enemy units present.

trenches act like xp cubes, in the sense that it functions as armor or extra health points.

each trench gives troops inside +1XP (no cubes are necessary to show this, any actual xp cubes are still 

placed next to troops, still applying their xp values.)

only troops may reside in treNches. tanks and artillery may not be placed inside a trench.

when a trench is built and placed on a region, any troops in the region may be placed inside the trench. 

there is no limit to the amount of troops in a trench.

if a player loses all troops in a trench, the trench remains on the main board map and may be claimed by 

another player in that region later. trenches are never destroyed and will always remain on the board 

for the duration of the game. trenches may not be stacked. trenches will act like bunker trenches if 

the occupying player has obtained the “bunker trenches” technology tile. 

trenches may be built during any action. trenches aid players when defending in combat.

when a player chooses the attack action, he or she may not attack with infantry from inside a trench, 

(see attack action P. 8)

a player builds a trench by paying the cost shown at the top right of the playerboard underneath the 

technology costs and placing the trench in a region he or she controls. A player may not build a 

trench in a region with enemy units present.

trenches act like xp cubes, in the sense that it functions as armor or extra health points.

each trench gives troops inside +1XP (no cubes are necessary to show this, any actual xp cubes are still 

placed next to troops, still applying their xp values.)

only troops may reside in treNches. tanks and artillery may not be placed inside a trench.

when a trench is built and placed on a region, any troops in the region may be placed inside the trench. 

there is no limit to the amount of troops in a trench.

if a player loses all troops in a trench, the trench remains on the main board map and may be claimed by 

another player in that region later. trenches are never destroyed and will always remain on the board 

for the duration of the game. trenches may not be stacked. trenches will act like bunker trenches if 

the occupying player has obtained the “bunker trenches” technology tile. 

roads may be built during any action. roads aid players when moving.

a player builds a road by paying the cost shown at the top right of the playerboard underneath the 

technology costs and placing the road on the border between two regions, one of which must be a 

region in which he or she is present. a player may build a road in regions with enemy units present.

a road will discount each unit’s movement cost by 1 food.  oil is not affected. tanks, artillery, and 

troops may all use roads. roads do not affect ships, subs, aeroplanes or bombers.

once a road is built any player may use it. roads may not be destroyed, however, they will be removed 

when replaced by rails. a player may build a road and then immediately replace it with a rail.

roads may be built during any action. roads aid players when moving.

a player builds a road by paying the cost shown at the top right of the playerboard underneath the 

technology costs and placing the road on the border between two regions, one of which must be a 

region in which he or she is present. a player may build a road in regions with enemy units present.

a road will discount each unit’s movement cost by 1 food.  oil is not affected. tanks, artillery, and 

troops may all use roads. roads do not affect ships, subs, aeroplanes or bombers.

once a road is built any player may use it. roads may not be destroyed, however, they will be removed 

when replaced by rails. a player may build a road and then immediately replace it with a rail.

rails may be built during any action. rails greatly aid players when moving.

a player builds a rail by paying the cost shown at the top right of the playerboard underneath the 

technology costs and replacing the road on the border between two regions with a rail tile, one of 

which must be a region in which he or she is present. a player may build a rail in regions with enemy 

units present. a player may not build a rail without a road. a player may build a road and then 

immediately replace it with a rail.

a rail will allow a player to pay 1 unit’s cost (choosing the most expensive) for all units moving.  tanks, 

artillery, and troops may all use rails. rails do not affect ships, subs, aeroplanes or bombers.

once a rail is built any player may use it. rails may not be destroyed.

rails may be built during any action. rails greatly aid players when moving.

a player builds a rail by paying the cost shown at the top right of the playerboard underneath the 

technology costs and replacing the road on the border between two regions with a rail tile, one of 

which must be a region in which he or she is present. a player may build a rail in regions with enemy 

units present. a player may not build a rail without a road. a player may build a road and then 

immediately replace it with a rail.

a rail will allow a player to pay 1 unit’s cost (choosing the most expensive) for all units moving.  tanks, 

artillery, and troops may all use rails. rails do not affect ships, subs, aeroplanes or bombers.

once a rail is built any player may use it. rails may not be destroyed.

trenches:

roads:

rails:



GAINING INCOMEGAINING INCOME

LOAN TILESLOAN TILES

TRADE TILESTRADE TILES
SCORINGSCORING
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LOAN TILE 1: LOAN TILE 2: LOAN TILE 3: LOAN TILE 4: LOAN TILE 5: LOAN TILE 6:

TRADE TILE 1: TRADE TILE 2:

TRADE TILE 3:TRADE TILE 4:

TRADE TILE 5: TRADE TILE 6:

at end of each year in the war, each player will gain their national income, gaining 
resources by counting the total value shown by each colored square and multiplying 

that value by the value shown on the correlated income track. 

money is gained in the same fashion, except all four track money values (denoted by the 
value above your income marker on each track) are added together before being 

multiplied by  the cumulative green square value.

players will collect the correct number of resources (players can use larger cubes as 
10x denominations of each resource) and place those resources in their correct 

supplies on player board underneath each income track.

once incomes have been obtained, national wealth is calculated and the turn track is 
reset accordingly, with the wealthiest nations going first and the most impoverished 

nations going last.  (Debt is not relevant in this phase.)

white squares in the middle regions denote that the resource type is wild and may be 
added to one 1 resource type when calculating income.

at end of each year in the war, each player will gain their national income, gaining 
resources by counting the total value shown by each colored square and multiplying 

that value by the value shown on the correlated income track. 

money is gained in the same fashion, except all four track money values (denoted by the 
value above your income marker on each track) are added together before being 

multiplied by  the cumulative green square value.

players will collect the correct number of resources (players can use larger cubes as 
10x denominations of each resource) and place those resources in their correct 

supplies on player board underneath each income track.

once incomes have been obtained, national wealth is calculated and the turn track is 
reset accordingly, with the wealthiest nations going first and the most impoverished 

nations going last.  (Debt is not relevant in this phase.)

white squares in the middle regions denote that the resource type is wild and may be 
added to one 1 resource type when calculating income.

players place one action disc in the circle shown when taking the loan.  the player may take back the 
action disc once he or she has paid the rest of the shown debt. In the case of tile #2, the 2nd disc 

stays permanently. players do not have to immediately pay debt, but will want to before game end

players place one action disc in the circle shown when taking the loan.  the player may take back the 
action disc once he or she has paid the rest of the shown debt. In the case of tile #2, the 2nd disc 

stays permanently. players do not have to immediately pay debt, but will want to before game end

AT THE END OF THE FOURTH YEAR, PLAYERS WILL GAIN 
INCOME, RESET THE WEALTH TRACK ONE LAST TIME AND 

WILL HAVE ONE FINAL OPPORTUNITY TO PAY OFF ANY 
LOAN DEBTS. THEN PLAYERS MOVE TO SCORING:

ADDING ALL “PAWSITIVE” VICTORY PAWS FROM:

-MEDAL TRACK, AND MEDALS OF HONOR
-CURRENT GENERAL

-POLICIES
-TECHNOLOGIES

-TERRITORIES CONTROLLED (MOST REGIONS 
CONTROLLED IN A TERRITORY, AERIAL spaces are not 

included, IF PLAYERS CONTROL SAME AMOUNT OF 
REGIONS, POINTS ARE SPLIT)

-WEALTH (1 VICTORY PAW PER $25)

THEN SUBTRACT ALL NEGATIVE VICTORY PAWS FROM:

-CASUALTY TRACK, MEDIC BADGES
-DEBT (LOAN CERTIFICATES)

THE CANINE NATION WITH THE MOST VICTORY PAWS IS 
THE VICTOR OF THE GREAT WAR.  IF PLAYERS ARE TIED, 
WHICHEVER IS FARTHER AHEAD ON NATIONAL WEALTH 

TRACK (closest to first space) IS THE WINNER. 

AT THE END OF THE FOURTH YEAR, PLAYERS WILL GAIN 
INCOME, RESET THE WEALTH TRACK ONE LAST TIME AND 

WILL HAVE ONE FINAL OPPORTUNITY TO PAY OFF ANY 
LOAN DEBTS. THEN PLAYERS MOVE TO SCORING:

ADDING ALL “PAWSITIVE” VICTORY PAWS FROM:

-MEDAL TRACK, AND MEDALS OF HONOR
-CURRENT GENERAL

-POLICIES
-TECHNOLOGIES

-TERRITORIES CONTROLLED (MOST REGIONS 
CONTROLLED IN A TERRITORY, AERIAL spaces are not 

included, IF PLAYERS CONTROL SAME AMOUNT OF 
REGIONS, POINTS ARE SPLIT)

-WEALTH (1 VICTORY PAW PER $25)

THEN SUBTRACT ALL NEGATIVE VICTORY PAWS FROM:

-CASUALTY TRACK, MEDIC BADGES
-DEBT (LOAN CERTIFICATES)

THE CANINE NATION WITH THE MOST VICTORY PAWS IS 
THE VICTOR OF THE GREAT WAR.  IF PLAYERS ARE TIED, 
WHICHEVER IS FARTHER AHEAD ON NATIONAL WEALTH 

TRACK (closest to first space) IS THE WINNER. 

$25$25
debt:debt: debt:debt:
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debt:debt:
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debt:debt:debt:debt:
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OIL :OIL :ABLE  BODIES :ABLE  BODIES : A MMUNITIONS:A MMUNITIONS:

FOOD:FOOD: MONE Y:MONE Y:

$$
MEDAL TRACK MOVEMENT:MEDAL TRACK MOVEMENT:

AEROPL ANE DI(C)E :AEROPL ANE DI(C)E : artillery/battleship
di (c)e :

artillery/battleship
di (c)e :

infantry di (c)e :infantry di (c)e :

C ASUALTY TRACK 

MOVEMENT:

C ASUALTY TRACK 

MOVEMENT:
STARS (GENERAL)STARS (GENERAL) STRIPES  (GENERAL) :STRIPES  (GENERAL) :

=  5=  5 =  1=  1

VICTORY PAW(S) :VICTORY PAW(S) : INCOME MULTIPLIER(S ) :INCOME MULTIPLIER(S ) :

(D20)(D20)(D12)(D12) (D6)(D6)

da mage a mount:da mage a mount:

xx

HIGHLIGHTED RULESHIGHLIGHTED RULES
stars:

top down actions:

movement costs:

leaving discs on spaces:

stripes :

submarine/bomber attack:

combat with artillery and infantry:

a general’s stars dictate the amount of units a player can move, attack, or build. stars also 

dictate the amount of spaces each unit may move.

a general’s stars dictate the amount of units a player can move, attack, or build. stars also 

dictate the amount of spaces each unit may move.

a row of actions becomes restricted once and action disc has been placed 

beneath it, unless a player sacrifices an action disc permanently. (communists = 

above, anarchists have no order or rules for action selection)

a row of actions becomes restricted once and action disc has been placed 

beneath it, unless a player sacrifices an action disc permanently. (communists = 

above, anarchists have no order or rules for action selection)

players must pay each unit’s movement cost to move that unit. (movement costs are 

not per space) roads, rails, and techs aid movement.

players must pay each unit’s movement cost to move that unit. (movement costs are 

not per space) roads, rails, and techs aid movement.

when acquiring loans, insituting policies, investing in technologies, a 

player will leave an action disc on the main board for the duration of the 

game, (excepting loans in which a player retrieves their disc, after 

settling debt.)

when acquiring loans, insituting policies, investing in technologies, a 

player will leave an action disc on the main board for the duration of the 

game, (excepting loans in which a player retrieves their disc, after 

settling debt.)

a general’s stripes dictate the amount of troops a player can draft, the amount of units a 

player may deploy, and the amount of spaces a player may shift economy of one resource type.

a general’s stripes dictate the amount of troops a player can draft, the amount of units a 

player may deploy, and the amount of spaces a player may shift economy of one resource type.

submarines/bombers usually attack without engaging in combat, using 

aerial section of combat cards and aeroplane dice

submarines/bombers usually attack without engaging in combat, using 

aerial section of combat cards and aeroplane dice

artillery and infantry may be used in same combat, 

performing artillery combat then infantry combat.

artillery and infantry may be used in same combat, 

performing artillery combat then infantry combat.

©2020 Astral Logic Games LLC.  WAR HOUNDS is a trademark of Astral Logic Games LLC.  
All Rights Reserved.
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SET-UPSET-UP

THERE ARE THREE MODES FOR SOLO PLAY:

-TRAINING MODE: this mode is meant to mimic a normal game, 
with less tension and more freedom to explore strategies.

-CONQUEST MODE: this mode pits the solo player against five 
other factions.  try to conquer doggerland by clearing all 

enemy units from the continent.

-CENTRAL VS. ALLIED MODE: this mode puts the solo player in 
charge of two allied factions, playing against two enemy 

factions. 

THERE ARE THREE MODES FOR SOLO PLAY:

-TRAINING MODE: this mode is meant to mimic a normal game, 
with less tension and more freedom to explore strategies.

-CONQUEST MODE: this mode pits the solo player against five 
other factions.  try to conquer doggerland by clearing all 

enemy units from the continent.

-CENTRAL VS. ALLIED MODE: this mode puts the solo player in 
charge of two allied factions, playing against two enemy 

factions. 

EACH SOLO MODE HAS ITS OWN SET-UP

-TRAINING MODE: set up game like a normal 2 player game, 
except deploy 3 extra enemy troops and 1 extra enemy artillery 

gun, in 3 adjacent regions instead of 2, when placing in 
starting terrains. solo player will always go first.

-CONQUEST MODE: set up game like a normal 6 player game, 
then choose player faction and enemy factions.  instead of 

placing starting units for enemies, place an amount of enemy 
units on board, including ships, subs, tanks, planes and 

bombers. ships and subs will go in 2 adjacent marine regions 
which are also adjcent to starting region, planes and bombers 

will go in matching terrains in aerial arena. solo player 
begins as normal.

-CENTRAL VS. ALLIED MODE: set up game like a normal 4 player 
game. choose two player factions to play with, then choose 
two enemy factions to play against. starting regions will be 

chosen with allies being the starting regions closest to each 
other with enemies being farther away, but near each other.

 

EACH SOLO MODE HAS ITS OWN SET-UP

-TRAINING MODE: set up game like a normal 2 player game, 
except deploy 3 extra enemy troops and 1 extra enemy artillery 

gun, in 3 adjacent regions instead of 2, when placing in 
starting terrains. solo player will always go first.

-CONQUEST MODE: set up game like a normal 6 player game, 
then choose player faction and enemy factions.  instead of 

placing starting units for enemies, place an amount of enemy 
units on board, including ships, subs, tanks, planes and 

bombers. ships and subs will go in 2 adjacent marine regions 
which are also adjcent to starting region, planes and bombers 

will go in matching terrains in aerial arena. solo player 
begins as normal.

-CENTRAL VS. ALLIED MODE: set up game like a normal 4 player 
game. choose two player factions to play with, then choose 
two enemy factions to play against. starting regions will be 

chosen with allies being the starting regions closest to each 
other with enemies being farther away, but near each other.
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training mode is meant to give a player an opportunity to hewn their skills and 
solidify their strategies in a solo mode. in this sense, a player may or may not 

track victory paws if he or she wishes.

the solo player will play a one on one bout with an enemy faction.

select enemy general according to desired difficulty:
4-star general (expert II)
3-star general (expert I)

starting 2-star general (normal & Easy)
This will grant enemy player combat cards respectively:

combat cards 1-7 
combat cards 1-8
combat cards 1-6

(for added difficulty give enemy faction technologies to begin with or place 
tranches in enemy regions and place enemy troops inside.)

rather than having a set of automa rules to keep up with, players will instead 
continously perform actions, pausing,

once every 3 actions (expert I & II)
once every 4 actions (normal)

after the 6th action (easy)
when the enemy units move and attack, the enemy player will prioritize using 

units that are within range of movement to engage in combat, using first their 
strongest units that are within the closest movement range.

perform combat by selecting enemy combat card at random face down, while also 
choosing your own combat card face down. simultaneously reveal cards and 

then pending which arenas combat is occurring in, perform dice rolls 
according to normal combat rules, rolling for yourself and the enemy player in 
the correct order (depending on who is attacker and who is defender in which 
arena.) always move your medal & medic badges on medal & casualty tracks, but 

you may disregard the enemy ’s track movements if you wish. (alternatively, if you 
wish to better understand the tracks, you may track enemy medals and 

casualties.) enemy combat cards are placed into a discard pile as usual and 
reshuffled when all cards have been discarded.

enemy faction will always have an amount of oil/ammo to spend in a combat:
easy: 2 oil, 2 ammo

normal: 4 oil, 4 ammo
expert I: 4 oil, 6 ammo, (1 reroll artillery/battleship)
expert II: 6 oil, 6 ammo, (1 reroll artillery/battleship)

during clean up at the end of the year, perform all normal clean up duties, and, 
additionally deploy one of each basic type of unit to a region occupied by enemy 

player, prioritizing regions closest to you.

training mode is meant to give a player an opportunity to hewn their skills and 
solidify their strategies in a solo mode. in this sense, a player may or may not 

track victory paws if he or she wishes.

the solo player will play a one on one bout with an enemy faction.

select enemy general according to desired difficulty:
4-star general (expert II)
3-star general (expert I)

starting 2-star general (normal & Easy)
This will grant enemy player combat cards respectively:

combat cards 1-7 
combat cards 1-8
combat cards 1-6

(for added difficulty give enemy faction technologies to begin with or place 
tranches in enemy regions and place enemy troops inside.)

rather than having a set of automa rules to keep up with, players will instead 
continously perform actions, pausing,

once every 3 actions (expert I & II)
once every 4 actions (normal)

after the 6th action (easy)
when the enemy units move and attack, the enemy player will prioritize using 

units that are within range of movement to engage in combat, using first their 
strongest units that are within the closest movement range.

perform combat by selecting enemy combat card at random face down, while also 
choosing your own combat card face down. simultaneously reveal cards and 

then pending which arenas combat is occurring in, perform dice rolls 
according to normal combat rules, rolling for yourself and the enemy player in 
the correct order (depending on who is attacker and who is defender in which 
arena.) always move your medal & medic badges on medal & casualty tracks, but 

you may disregard the enemy ’s track movements if you wish. (alternatively, if you 
wish to better understand the tracks, you may track enemy medals and 

casualties.) enemy combat cards are placed into a discard pile as usual and 
reshuffled when all cards have been discarded.

enemy faction will always have an amount of oil/ammo to spend in a combat:
easy: 2 oil, 2 ammo

normal: 4 oil, 4 ammo
expert I: 4 oil, 6 ammo, (1 reroll artillery/battleship)
expert II: 6 oil, 6 ammo, (1 reroll artillery/battleship)

during clean up at the end of the year, perform all normal clean up duties, and, 
additionally deploy one of each basic type of unit to a region occupied by enemy 

player, prioritizing regions closest to you.
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unlike training mode, conquest mode, has a specific, unique objective:
as a canine nation you are trying to conquer the whole coninent of 

doggerland.  to accomplish this, a player must clear the entire board in 
all three arenas of all enemy units by the end of the of the fourth year.  

if you are able to clear and conquer the board beofer the fourth year 
consider playing with higher difficulties.

set up by difficulty:
each enemy faction will begin with the amount of units shown

easy: 4 troops, 2 guns, 1 ship, 1 plane (combat cards 1-4)
normal: 5 troops, 2 guns, 1 tank, 1 ship, 1 plane (combat cards 1-6)
expert: 5 troops, 3 guns, 1 tank, 2 ships, 2 planes (combat cards 2-8)

(for added difficulty add trenches/xp cubes to enemy regions/units as 
necessary. for decreased difficulty place roads or rails between your 

current region and an adjacent region.) 

The solo player will continuously perform actions each year; the enemy 
factions wil never perform actions.  however, enemies will, of course, 

engage in combat when attacked. perform combat as usual, using the same 
rules as training mode, using the same oil/ammo/reroll amounts shown 

for chosen difficulty. track only your movements on the medal and 
casualty tracks, (even though this mode is objective based, the tracks 

will show how efficiently you have accomplished the objective.)

at the end of each year, perform all the necessary clean up duties, and, 
in addition, deploy enemy units to regions occupied by enemy units 

prioritizing regions closest to you, according to difficulty:
easy: 2 troops, to 1 faction of your choice

Normal: 2 troops, 1 artillery gun, to 2 factions, the faction with the 
fewest units and the faction with the most units

Expert: 3 troops, 1 artil. gun, 1 ship or plane (whichever is fewer on main 
board), to 3 factions, the most, the fewest, and 1 of choice.

if a faction has all units removed from board, that faction is no longer 
in the game and cannot have troops redeployed.

A player successfully beats conquest mode when no other nation has 
units left on the continent of doggerland before or by the end of the 

fourth year of the great war.

unlike training mode, conquest mode, has a specific, unique objective:
as a canine nation you are trying to conquer the whole coninent of 

doggerland.  to accomplish this, a player must clear the entire board in 
all three arenas of all enemy units by the end of the of the fourth year.  

if you are able to clear and conquer the board beofer the fourth year 
consider playing with higher difficulties.

set up by difficulty:
each enemy faction will begin with the amount of units shown

easy: 4 troops, 2 guns, 1 ship, 1 plane (combat cards 1-4)
normal: 5 troops, 2 guns, 1 tank, 1 ship, 1 plane (combat cards 1-6)
expert: 5 troops, 3 guns, 1 tank, 2 ships, 2 planes (combat cards 2-8)

(for added difficulty add trenches/xp cubes to enemy regions/units as 
necessary. for decreased difficulty place roads or rails between your 

current region and an adjacent region.) 

The solo player will continuously perform actions each year; the enemy 
factions wil never perform actions.  however, enemies will, of course, 

engage in combat when attacked. perform combat as usual, using the same 
rules as training mode, using the same oil/ammo/reroll amounts shown 

for chosen difficulty. track only your movements on the medal and 
casualty tracks, (even though this mode is objective based, the tracks 

will show how efficiently you have accomplished the objective.)

at the end of each year, perform all the necessary clean up duties, and, 
in addition, deploy enemy units to regions occupied by enemy units 

prioritizing regions closest to you, according to difficulty:
easy: 2 troops, to 1 faction of your choice

Normal: 2 troops, 1 artillery gun, to 2 factions, the faction with the 
fewest units and the faction with the most units

Expert: 3 troops, 1 artil. gun, 1 ship or plane (whichever is fewer on main 
board), to 3 factions, the most, the fewest, and 1 of choice.

if a faction has all units removed from board, that faction is no longer 
in the game and cannot have troops redeployed.

A player successfully beats conquest mode when no other nation has 
units left on the continent of doggerland before or by the end of the 

fourth year of the great war.
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unlike training mode, but similar to conquest mode, central vs allied 
mode has a specific, unique objective:

you are now leading two allied canine nations against two or more 
enemy nations who are allied with each other, trying to gain more 

combined victory paws by War’s end than the combined amount of enemy 
factions’ victory paws.

set up by difficulty:
each enemy faction will begin with the amount of units shown

easy: 2 enemy factions, starting generals, combat cards 1-6, 2 troops, 1 
gun, 1 ship, 1 plane deployed each 

normal: 2 enemy factions, 3-star generals, combat cards 1-7, 3 troops, 2 
guns, 1 ship, 1 plane deployed each

expert: 3 enemy factions, 4 -star generals, combat cards 1-8, 4 troops, 2 
guns, 1 tank, 1 ship, 1 sub, 1 plane deployed each

(for added difficulty add trenches/xp cubes to enemy regions/units as 
necessary. for decreased difficulty place roads or rails between your 

current region and an adjacent region.) 

The solo player will take actions for his or her 2 factions, one at a time, 
in turn order as usual, then the 2 or 3 enemy factions will take actions 

one at a time in turn order by taking actions in order listed on 
playerboard (top left down, or bottom left up with communists).  

enemies never have to pay costs,
when selecting an enemy ’s trade or loan action(s) instead perform train,

when selecting an enemy ’s shift economy action, instead perform 
move/attack,

when selecting policies or techs for an opponent choose at random, 
(expert enemies begin with sub, tank, bomber techs,)

when selecting an enemy ’s build action, an enemy will build the general’s 
star amount of units, choosing whichever units are the fewest on the 

main board, going from strongest units to weakest, i.e. maritime, 
artillery/tanks, aerial, troops in that order.

combat is performed just as in the other solo modes, using 
oil/ammo/reroll amounts according to difficulty. in this mode (central 

vs allied) you must track all 4 or 5 factions medal and casualty track 
movements.

A player successfully beats central vs allied mode if at at the end of the 
fourth year of the great war, your two allied factions victory paw 

amounts combined exceed the value of the enemy factions victory paw 
values combined.

unlike training mode, but similar to conquest mode, central vs allied 
mode has a specific, unique objective:

you are now leading two allied canine nations against two or more 
enemy nations who are allied with each other, trying to gain more 

combined victory paws by War’s end than the combined amount of enemy 
factions’ victory paws.

set up by difficulty:
each enemy faction will begin with the amount of units shown

easy: 2 enemy factions, starting generals, combat cards 1-6, 2 troops, 1 
gun, 1 ship, 1 plane deployed each 

normal: 2 enemy factions, 3-star generals, combat cards 1-7, 3 troops, 2 
guns, 1 ship, 1 plane deployed each

expert: 3 enemy factions, 4 -star generals, combat cards 1-8, 4 troops, 2 
guns, 1 tank, 1 ship, 1 sub, 1 plane deployed each

(for added difficulty add trenches/xp cubes to enemy regions/units as 
necessary. for decreased difficulty place roads or rails between your 

current region and an adjacent region.) 

The solo player will take actions for his or her 2 factions, one at a time, 
in turn order as usual, then the 2 or 3 enemy factions will take actions 

one at a time in turn order by taking actions in order listed on 
playerboard (top left down, or bottom left up with communists).  

enemies never have to pay costs,
when selecting an enemy ’s trade or loan action(s) instead perform train,

when selecting an enemy ’s shift economy action, instead perform 
move/attack,

when selecting policies or techs for an opponent choose at random, 
(expert enemies begin with sub, tank, bomber techs,)

when selecting an enemy ’s build action, an enemy will build the general’s 
star amount of units, choosing whichever units are the fewest on the 

main board, going from strongest units to weakest, i.e. maritime, 
artillery/tanks, aerial, troops in that order.

combat is performed just as in the other solo modes, using 
oil/ammo/reroll amounts according to difficulty. in this mode (central 

vs allied) you must track all 4 or 5 factions medal and casualty track 
movements.

A player successfully beats central vs allied mode if at at the end of the 
fourth year of the great war, your two allied factions victory paw 

amounts combined exceed the value of the enemy factions victory paw 
values combined.


