[image: image1.png]be allowed during the writing and reading of moves, between moves and retreats,
during and after retreats, or during adjustment. Newcomers should be instructed
for a half-hour or so in the rules of the game before the other players assemble.
They should then each play a country, without diplomacy, for a few moves to
become familiar with the rules before the first game.

2. ALTERNATIVE RULES FOR SIX TO TWO PLAYERS

Six Players. Eliminate Italy. Italian units hold in position and defend
themselves, but do not support each other. They may be supported by units
belonging to any of the players, as with any other units ordered to hold. If they
are forced to retreat, they are disbanded.

Five Players. Eliminate Italy and Germany as described for Italy above. The
first year may be thought of as 1801 and in the six player game as 1870.

Four Players. One player plays England, and the other three play the
following pairs: Austria/France, Germany/Turkey, Italy/Russia.

Three Players. Two alternatives: 1) One player plays Russia and the other
two play the following triples: England/France/Germany and Austria/ltaly/
Turkey; 2) One person takes England/Germany/Austria, the second, Russia/
Italy, and the third France/Turkey.

Two Players. (World War I). One player plays England/France/Russia and
the other plays Austria/Germany/Turkey. Italy is neutral and Italian territory
may not be entered. The game begins in 1914. Before the Fall 1914 adjustments,
a coin is flipped. Italy joins the winner of the toss in Spring 1915. The victory
criterion is 24 units actually on the board. This is a good game for getting to
know the rules.

Note that in games for four, three, and two players, supply center ownership
is computed for each individual country, even though two or more may be
played by the same person. As under the regular rules, adjustments must be
made by each country in accordance with its supply center holdings.

3. CIVIL DISORDER. If a player leaves the game, or fails to submit orders
in a given Spring or Fall season, it is assumed that civil government in his
country has collapsed. His units hold in position, but do not support each other.
If they are dislodged, they are disbanded. No new Units are raised for this
country. A player who temporarily fails to submit orders may, of course, resume
play if he returns to the game and still has some units left. It is probably more
desirable, if sufficient persons are present, to allow a person who has not
previously had a country (or failing that, whose country has already been
eliminated from play) to replace any player who has left the game. Players
should decide what policies they will follow in this regard in advance of starting
the game.

4. CIVIL-DISORDER REMOVALS. If a country in civil disorder has to
remove units, because it has lost supply centers, the unit farthest from home
(most distant from the nearest home supply center as computed by the shortest
available route, including convoys) is removed first, the fleet before the army. If
more units are equally eligible for removal than should be removed, priority is
established by the names of the space in which they are located, the earliest in
alphabetical order coming off first.

5. PLAYERS SHOULD NOTE THAT: Fleets in Kiel and Constantinople,
and in any other coastal province, may not convoy.
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