Warlords and Pirates of the Neutral Zones  (TM)

Expansion Set for

SUPREMACY

The Game of the Superpowers

Rules of Play

__________________________________________________________________

Foreword

Warlords and pirates now occupy the neutral zones. You can not 

occupy these zones unless you are prepared to fight.

Neutral territories and seas are ruled and protected by shrewd 

warlords and pirates. They'll only sell their resources to the 

highest bidder. Make them a reasonable offer and you'll get your 

precious resources, full measure and on time - otherwise you'll 

get nothing.

Sivaji is the warlord who rules India. The pirate Sharjah 

occupies the Arabian Sea and Nicobar controls the Bay of Bengal. 

These are just a few of the rogues who are ready to make deals.

Need money? Warlords and pirates are always willing and able to 

buy weapons. You can make a big profit by selling them nukes, 

neutron bombs, L-stars, etc.

Soon, the world becomes a nuclear mine field, be careful where you 

tread. If warlords or pirates are attacked, they would rather use 

their nukes than lose them.

          "Nervos belli, pecuniam infinitam".

           The sinews of war unlimited money

                      Cicero

                      106-43 BC

__________________________________________________________________

Playing Equipment

Armies and Navies: There are two bags of black plastic playing 

pieces. Cubes represent the warlords' armies and the oblongs are 

the pirates' navies.

Supply Center of the Warlords and Pirates: This form is found at  ??

the end of the rules. The name of each warlord and pirate is 

listed next to the territory or sea which he controls. This is 

also where you record their purchases of nukes and L-stars.

__________________________________________________________________

Setting Up

There are two ways to set up warlords and pirates: Full House (for 

six players) and LT6 (for less than six players).

Full House:

Warlords may be placed in grey territories only. Pirates may be 

placed in the following seas: Arabian Sea, Bay of Bengal, Hudson 

Strait, Java Sea, Shark Bay, Tasman Sea, Timor Sea, and Tokyo Bay.

The black cubes and oblongs represent the forces of the warlords 

and pirates.

LT6:

In addition to the above, you can also place warlords in  

superpower territories which are out of play. Pirates may not be 

placed in seas adjacent to the home territory of a player.

For example, if South America is out of play, warlords can be 

placed in Argentina, Brazil, Peru and Venezuela. Pirates can be 

placed in Rio De Plata, Baia Santos, Lima Bay and Gulf of Panama. 

A pirate cannot be placed in the Caribbean Sea because it borders 

the home country of the USA player.

Use the light green cubes and oblongs to represent the warlords' 

and pirates' forces in South America.

Refer to the supply center to guide you in placing warlords and 

pirates for superpowers that are out of play.

Placing the Warlords and Pirates

Roll one die and put that number of armies (cubes) on the first 

territory listed in the Warlord's Supply Center. For example, if 

you roll a 4, place four black cubes in Greenland. This means that 

the Warlord Gunbjorn of Greenland has four armies.

Repeat this procedure for each territory and sea that may have 

warlords and pirates.

The Order of Play

The rules for this expansion set are explained below, for each 

stage of the Order of Play. The Marshall manages the warlords and 

pirates and rolls the dice for them when they are attacked.

__________________________________________________________________

Stage 1 - Pay Salaries and Loans to Bank

A player must pay a $100 million salary for each resource card 

located in a zone occupied by a warlord or pirate. The salaries 

are paid to the bank. If he doesn't pay the salary, then one of 

the other players may pay it. Then, that player may take the 

resource card and receive the resource units during Stage 2.

Bidding for the Resource Cards

During Stage 1 only, a player(s) may bid for an opponent's 

resource card(s) which is located in a zone occupied by a warlord 

or pirate. He does this by offering the warlord or pirate more 

money for his resources.

The player must make a minimum increase of $50 million per bid. 

The warlords and pirates always sell their resources to the 

highest bidder. He takes the resource card and transfers the 

resources to his supply center during Stage 2.

If no one pays the salary of a company located in a zone occupied 

by a warlord or pirate, then the warlord or pirate sells the 

resources to the market during Stage 3.

Pirate Blockades

If pirates occupy one or more light blue seas next to a territory, 

where an opponent has resources, you may pay the pirates to 

blockade the resources.

Roll for Blockade Fees

When a player wants to get a pirate to blockade a port, he asks 

the Marshall to roll one die once, to determine what fee the 

pirate is charging this turn.

The player must pay $100 million to the bank for each point on the 

die. He may change his mind about paying the pirate, and another 

player may pay the fee. However, if no one pays the fee, the 

resources are not under blockade.

If the territory has more than one light blue sea, Blockade Fees 

must be paid to each pirate.

Roll for Super Fees

The player who owns the resources being blockaded may lift the 

blockade by paying more money to one of the pirates. After the 

other player(s) have paid the Blockade Fee(s), the blockaded 

player must pay a sum equivalent to the Blockade Fee. Then, he 

must roll one die once and pay $200 million to the bank for each 

point on the die. If he does this, he gets his resources.

__________________________________________________________________

Stage 2 - Transfer Production Units to Supply Center

You may transfer production units from your companies, including 

the ones in zones controlled by warlords or pirates, if you paid 

the salaries to the bank during Stage 1.

__________________________________________________________________

Stage 3 - Sell All, Some or None of the Supply Units

If no one paid the salary of a company located in a zone occupied 

by a warlord or pirate, then the warlord or pirate sells the 

resources to the market.

Roll for Selling Position

After you have determined which player is first, second etc., roll 

one die once. If it is a 1, 2, 3 or 4, the players sell first. A 

roll of 5 or 6, means that the warlords and pirates sell first.

Adjust Market Meters

When the warlords and pirates are selling, move the appropriate 

market meter down one spot, for every production unit that appears 

on the resource card.

__________________________________________________________________

Stage 4 - Attack 

Warlords and pirates do not attack - they only defend.

A player may attack warlords and pirates.  When he does, the 

Marshall rolls the dice on behalf of the warlord or pirate under 

attacked. The battle drill for conventional or strategic forces is 

followed.

Conventional Attack

Warlords and pirates always get two dice as defenders; another, if 

they have the most forces; and, another if they have the most L-

stars.

First Strike

Warlords and pirates always launch a nuclear first strike when 

attacked (if they have nukes). Refer to the following section 

"Strategic Attack" to determine the target.

Strategic Attack

Warlords and pirates may use their L-stars for defense.

When warlords and pirates are attacked with nukes, they always 

retaliate with all of their nukes. They fire them at the 

attacker's most important home territory (that is the one 

producing the most resources). If two or more territories qualify, 

then the Marshall decides by the roll of the die which territory 

is being attacked. Warlords and pirates do not fire nukes if they 

are outnumbered by L-stars.

Remember to delete the number of nukes fired by the warlord or 

pirate from their supply center.

Ally Counterattacks

If a player attacks a warlord or pirate in a zone where other 

players have resource cards, those players may counterattack. If 

two or more players are able to counterattack, they roll a die to 

see who counterattacks first.

__________________________________________________________________

Stage 5 - Move Armies and/or Navies

The warlords and pirates like it where they are. They do not move 

around.

__________________________________________________________________

Stage 6 - Build Forces and Weapons

Players may sell weapons to warlords and pirates at the end of 

Stage 6.

Warlords and pirates like to have as many weapons (nukes, L-stars 

etc.) as they can find. However, they may only buy them from the 

superpowers, as they do not have the skills to manufacture them. 

It is always assumed that the buyer (warlord or pirate) is paying 

any applicable moving costs.

Three By Three Sales

Any player may sell weapons to any warlord and/or pirate. Each 

player may sell up to three weapons per turn. They may sell the 

three weapons, to one, two or three different warlords and/or 

pirates.

Remember to record in the supply center, the number of nukes, L-

stars etc., purchased.

Warlords and pirates will also sell their nukes and L-stars to 

superpowers for a price. The minimum price they will accept is $2 

billion for a nuke and $4 billion for an L-star. Remember to 

record the sale in their supply center by deleting the number of 

nukes or L-stars sold.

The following Sales Chart has two parts, the Client List and the 

Weapon Price List.

The Client List is where the players note the type of weapon they 

are selling and to whom. They must complete this form at the 

beginning of Stage 6.

The Weapon Price List shows the price warlords and pirates will 

pay for nukes and L-stars etc., and the maximum number they can 

own at any one time. It also lists the price for which warlords 

and pirates are willing to sell their weapons. Prices have been 

included for weapons from other expansion sets.

                           Sales Chart

                           Client List

     Type of Weapon Sold           Name of Buyer

     ___________________           ______________________

     ___________________           ______________________

     ___________________           ______________________

                        Weapon Price List

Type of             Buying Price        Selling Price       Maximum 

Weapon              ($ millions)        ($ millions)        Number

Nukes               1,000               2,000               12

L-Stars             2,000               4,000               12     

Neutron

 Bombs              1,500               3,000               12

Killer

 Satellites         3,000               6,000               12

Missile Silos         200               n/a                 24

High Technology

 For Conventional Forces:

 Tech Level 1         400                 800                1

 Tech Level 2         400                 800                1

 Tech Level 3         400                 800                1

 Tech Level 4         400                 800                1

 Tech Level 5         400                 800                1

High Technology

 For Strategic Forces:

 Tech Level 1         400                 800                1

 Tech Level 2         400                 800                1

 Tech Level 3         400                 800                1

 Tech Level 4         400                 800                1

 Tech Level 5         400                 800                1

Unconventional Forces

 Biowar:

  Small Pox           600               1,200                1

  Yellow Fever        700               1,400                1

  Botulin A           800               1,600                1

  Black Plague        900               1,800                1

  Anthrax           1,000               2,000                1

 Antidotes:

  Small Pox         1,000               2,000                1

  Yellow Fever      1,250               2,500                1

  Botulin A         1,500               3,000                1

  Black Plague      1,750               3,500                1

  Anthrax           2,000               4,000                1

 Chemwar:

  Cyanide           1,000               2,000                1

  Mustard Gas       1,250               2,500                1

  Phosgene          1,500               3,000                1

  Prussic Acid      1,750               3,500                1

  Nerve Gas         2,000               4,000                1

Boomers             4,000               8,000                5

Main Battle

 Tanks              1,000               2,000                5

(You may copy this Sales Chart for repeated use)

Building Reinforcements (Armies and Navies)

If a warlord is attacked he may build more armies on that turn 

only, during Stage 6. Roll one die once, then place that number of 

armies in his territory. Do the same for a pirate who has been 

attacked. Warlords and pirates may not build new forces in a 

territory or sea occupied by a superpower. If these zones are 

later vacated by the superpower, then they may build armies and 

navies there.

__________________________________________________________________

Stage 7 - Buy or Prospect for Resources

Warlords and pirates may not buy or prospect for resources.

When players prospect for resources, they may keep the resource 

card even if it is in a zone occupied by a warlord or pirate. Two 

or more players may have resource cards in the same territory or 

sea if it is occupied by a warlord or pirate.

________________________________________________________________ 

Other Rules of Play

Spoils of War

When a player captures a territory or sea from a warlord or 

pirate, he gets any resource cards located in that territory, 

which any of the other players possess.

________________________________________________________________ 

Rules Relating to Other Expansion Sets

Resource Deck Two

Resource Deck Two has some resources located in the light blue 

seas. Those resources are controlled by the pirate occupying the 

sea.

Neutron Bombs and Killer Satellites

Players may sell neutron bombs and killer satellites to warlords 

and pirates. Please refer to the Weapon Price Chart for buying and 

selling prices. If a warlord is making a strategic attack, he will 

always fire all of his nukes and neutron bombs.

Miniatures of War

Boomers

Miniature, boomer subs are available in black plastic. Place them 

on the game board to show where a pirate has bought a boomer. This 

will make it easier for you to keep track of boomer sales to 

pirates. Pirates do not get boomers when setting up the game.

Main Battle Tanks

Miniature, tanks are available in black plastic. Place them on the 

game board to show where a warlord has bought a tank. This will 

make it easier for you to keep track of tank sales to warlords.

When setting up the game, roll one die once for each territory 

and place one black tank on the territory for every six points. 
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