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army cut the support of the fleet in Naples, thus protecting the convoying fleet from
dislodgment, while Italy could argue that dislodgment of the fleet disrupted the convoy
50 that the army could not arrive at Naples to cut the support.

6. BOTH A CONVOY ROUTE AND AN OVERLAND ROUTE. If an army
could arrive at its destination either overland or by convoy, one route must be con-
sidered and the other disregarded, depending upon intent as shown by the totality of
the orders written by the player governing the army.

XIII. GAINING AND LOSING UNITS

1. OCCUPYING SUPPLY CENTERS. Occupation of a supply center by a
Great Power occurs when one of its units is located in that supply center after a
Fall move has been played, complete with retreats. Once occupation has been
established, the center may be left vacant for as long as the player sees fit and
the occupying Great Power may continue to maintain one unit on account of
this supply center so long as this center is not occupied by another Great Power
at the close of a Fall move. Note that occupation occurs only during the Fall
move; a unit which moves into a supply center during a Spring move and moves
out of it during the Fall move of the same year does not affect the occupation of
the center. The current owner retains occupation of the center so long as, at the
end of each Fall move (with retreats), the center is either vacant or is occupied
by one of his own units.

2. BUILDING AND REMOVING UNITS (ADJUSTMENTS). After the Fall
moves have been played, and the retreats (if any) made, each player’s number of
units must be adjusted to equal the number of supply centers his Great Power
controls. If he has fewer centers than units, he must disband the excess units
only, by removing them from the board. The units removed may be any of his
units he chooses. If he has more centers than units, he may build units by
placing them, one in each unoccupied supply center, in his home country only
(provided that such supply centers are still under his control). He must specify a
fleet or an army in a coastal supply center (if Russia. builds a fleet in St.
Petersburg, he must specify the coast on which it is to appear, or the build is
invalid). If his home supply centers are all occupied by his own units, or owneth
by other players, he must wait until the next Fall move on which this situation
can be corrected to raise any unit to which he may be entitled ar the time,
though by occupation of supply centers he may reduce the forces of some other
country. From this it should be clear that if a player has lost all his home supply
centers, he may still fight on with the units and supply centers remaining under
his control, but he may not gain units until he recaptures a home supply center
and leaves it vacant at the close of a subsequent Fall move. As with retreats,
builds and removals (adjustments) are written and exposed simultaneously,
without any preceding diplomacy.

XIV. MISCELLANEOUS

1. LENGTH OF GAME. It is wise to set aside four hours, even for a short
game. No more than five minutes should be allowed for writing the moves after
the diplomacy period has ended. Diplomacy and other conversation should not
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