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THE WHITE MAN'S BURDEN
by Rudyard Kipling

Take up the White Man's burden —
Send forth the best ye breed —
Go bind your sons to exile
To serve your captives' need;
To wait in heavy harness
On fluttered folk and wild —
Your new-caught, sullen peoples,
Half devil and half child.

Take up the White Man's burden —
In patience to abide
To veil the threat of terror
And check the show of pride;
By open speech and simple,
An hundred times made plain.
To seek another's profit,
And work another’s gain.

Take up the White Man's burden —
The savage wars of peace —
Fill full the mouth of Famine
And bid the sickness cease;
And when your goal is nearest
The end for others sought,
Watch Sloth and heathen Folly
Bring all your hope to nought.

Take up the White Man's burden —
No tawdry rule of kings,

But toil of serf and sweeper —
The tale of common things.

The ports ye shall not enter,
The roads ye shall not tread,

Go make them with your living,
And mark them with your dead!

Take up the White Man's Burden —
And reap his old reward:
The blame of those ye better,
The hate of those ye guard —
The cry of hosts ye humour
(Ah slowly!) toward the light: —
"Why brought ye us from bondage,
‘Our loved Egyptian night?’

Take up the White Man's burden —
Ye dare not stoop to less —
Nor call too loud on Freedom
To cloak your weariness;
By all ye cry or whisper,
By all ye leave or do,
The silent, sullen peoples
Shall weigh your Gods and you.

Take up the White Man'’s burden —
Have done with childish days —
The lightly proffered laurel,
The easy, ungrudged praise.
Comes now, to search your manhood
Through all the thankless years,
Cold-edged with dear-bought wisdom,
The judgment of your peers!



PAX BRITANNICA RULES, PAGE 3

TABLE OF CONTENTS

INTRODUCTION: Page 5

TREMAD .« ottt e e 5
Playing Pieces. . ... ... .. ... o 6
Player Sheets . ........ ... .. i 7
Administrative Record Sheets .. ...................... i
Rules Organization. .. ......... ... ... 7
Setting UptheGame ......... ... ... .. 7

GAME TERMS: Page 8
THE GAME TURN: Page 8
RANDOM EVENTS: Page 9

Determining Random Events ........................ 9
HeadlineEvents . . ... ... ... . . . 9
UNTESE .« ot e e 10
ADMINISTRATIVE RECORD: Page 10

StatusRecord . ... ... 10
IncomeRecord . .. ... .. . 10
Maintenance Record .. ... ... ... 10
NetIncome Record .. ... ... . . 10
MINOR POWERS: Page 11

Determining Minor Power Activity ................... 11
Minor Power/Great Power Status Conflicts . ............ 12
Minor Power Reactionto Unrest . ..................... 12
MOVEMENT/STATUS CHANGE: Page 12

Status Change . . ... ooo oot 12
Establishing a Status Marker .. ....................... 13
Altering Existing Status Markers . ..................... 13
GaATTISONS © v 13
CodOMINIONS . ottt e e 13
MOVEMENt . ..ot 14
Building Caribbean-South Pacific Canals . .............. 14
COLONIAL COMBAT: Page 14

Colonial Combat to Establish a Control Marker . ......... 14
Colonial Combat to Suppress Unrest .................. 15
Colonial Combat Resolution . ........................ 15

NEGOTIATION: Page 16

PLEALIES « » o v v v wwsv e vn e n B Bs BB B s G g G a b o AE @S 16
Congressof BUIope ........ccoscosnvevanannasaennne 16
CHINESE RESENTMENT: Page 17

Chinese Rebellion . ....... ... .. .. ... .. ... ... ... 18
WAR WITH THE OTTOMANS: Page 19

WAR: Page 20

TheWarSequence .............ooiiiiiiiiinennenn. 20
CasiBellorum . ....... ... .. ... ... ... 20
Declarationsof War . ........... .. ... ... ... ... .. 21
TheGreat War . ... 21
War Against Minor Powers . ......... ... ... ... ....... 22
Movement During an Alliance Maneuver Phase . ... ... .. 22
CodominionsandWar . .................... ... ...... 22
Combat DuringaWar ........ ... ... ... ... ... ...... 23
Conquered Areas . .............. i 24
L5305 oJ |/ S 24
Surrendered Units .. .......... .. ... ... ... 24
Negotiation and EndingaWar . ....................... 24
EUROPEAN TENSIONS & THE GREAT WAR: Page 24
European Tension Increases .. ....................... 25

CANALS AND STRAITS: Page 25
AUSTRIA-HUNGARY: Page 25

VICTORY POINTS: Page 26
Victory Point Awards During the Victory Point

RecordPhase . ....... ... ... ... ... ... ... 26
Victory Point Awards at the End of the Game . ... ...... .. 26
Paths Across Africa ......... ... ... ... ... ... ... 26

HISTORICAL VIEWPOINT: Page 26

CHARTS AND DISPLAYS

Located on Player Sheets...
e Casus Belli Summary
e Chinese Army Placement Table

e Chinese Resentment Increase Summary
On France and Japan Sheets only.

e Combat Results Tables 1 and 2
e European Tensions Increase Summary
On Russia, Italy, and US Sheets only.
e Game Set-Up
e Game Turn Sequence Outline
e Income/Maintenance Cost Analysis
e Map Key
e Status Marker Type Summary
e Status Marker Placement Effects Summary
e War Sequence Outline

Located on Rules Booklet Insert...

The center four pages of this Rules Booklet, number pages 14a through
14d, should be removed. Victory Games, Inc. grants permission to
photocopy the material on those pages for personal use only.

e Area Location Grid Map

e Area Map Key

e Summary of Area Data

Located on Map...

e Chinese Resentment Index

e European Tensions Index

e Game Turn Track

e Home Areas

e Minor Powers Activity Table
® Phase Track

e Random Events Table

e Treasury Tracks

e Unrest Tables A through D

Located on Administrative Record Sheets...

e Alliance Maneuver Phase Restriction Summary
¢ Bonus Victory Point Summary

e Colonial Office Income Summary

e Movement/Status Change Restriction Summary
e Purchase Cost Summary

e Victory Point Divisors



PAX BRITANNICA RULES, PAGE 4

To Calliope, Euterpe, Erato, Melpomene, Thalia, Polyhymnia, Terpsichore, Clio and Urania,
in the hope that they will permit a Muse of Game Design to join their august body.

DESIGN CREDITS

Game Design and Development: Greg Costikyan
Rules: Bob Ryer

Graphic Design: Ted Koller

Cover and Map Art: Jim Talbot

Playtesting: Andy Alexander, Tom Black, Gary
Christiansen, Darrel Holloway, Josh Ludwig, Bob

Medrow, Clifford Mudd, Scott Nussbaumer, Jeremy S.

Paulson, Scott Peterson, Steve Phillips, Don Reago,
Rich Reinesch, Larry Rutledge, Stephen W. Tihor, Ed
Tucker, and the Staff of Victory Games

Production: Rosaria Baldari, Ted Koller, Bob Ryer
Prep. Department Coordination: Elaine M. Adkins

GAME COMPONENTS
Pax Britannica includes the following components:

® One 32-page Rules Booklet

® One 25-page Administrative Record Sheet Pad

¢ Eight different Player Sheets

® Two different 22-inch by 32-inch Mapsheets

® Two different 243-piece Countersheets

® One 180-piece Countersheet

® Two six-sided Dice

¢ One Counter Storage Tray

If any of these components are missing or damaged, write to
Victory Games, Inc., 43 West 33rd Street, New York, New
York, 10001.



PAX BRITANNICA RULES, PAGE 5

INTRODUCTION

Pax Britannica is a multi-player game that re-creates the
dynamics of the colonial era, from 1880 to the outbreak of the
Great War. Starting from the world situation in 1880, each of
four to seven players takes the part of one of the Great Powers
of the late 19th and early 20th Centuries: Great Britain,
France, Germany (who also controls Austria-Hungary), the
United States, Imperial Russia, Japan, or Italy. Each player
spends money and maneuvers military forces to establish
control over various Areas of the world, and each controlled
Area can generate income that will, in turn, increase the
player's treasury. This income generated by a player's colonies
is then used to further extend his empire, to construct new
military units and maintain them in the field, and to
accumulate Victory Points.

As conflicting colonial strategies develop, players form
alliances and negotiate with other Great Powers. When
compromise and conciliation fail, wars may occur. Moreover,
various Random Events can instigate Unrest among a player's
colonies, forcing the player to quell native uprisings or face the
loss of his colony.

Ultimately, each player will attempt to fulfill his own
colonial strategy at the expense of other players. Conflict is to
be expected, although players must be careful to avoid
sparking the Great War.

The game lasts for 10 Game Turns, or until the outbreak of
the Great War, which ends the game immediately and
severely punishes the player who has brought it about.

THE MAP

The Pax Britannica game map portrays the world divided into
land Areas and Sea Zones. Note that, when the two-section
map is laid out for play, it is recommended that you overlap
one section with the other by half aninch or so.

You may experience some difficulty at first in locating some of the less
well known Areas on the unusual projection used in the game map. At
the center of this booklet, you will find a more typical world map
projection, with the Area names keyed to a grid. Using this player aid,
you should be able to quickly find any Area. Also, on the back of the
map in this booklet is an Area Data Summary, providing quick reference
to the vital statistics on each Area: its Economic Value, Combat
Strength, adjacent Sea Zones, and adjacent Areas.

Areas

There are 104 Areas on the map, each represented by a box
that includes the Area's name, its Economic Value, and its
Combat Strength. Each Area is eligible to become a colony of
any player (subject to restrictions detailed later in these rules).
The Area Type Key on each Player Sheet distinguishes among
5 types of Areas:

eIndependent
eOttoman Empire
e Chinese Empire
e Chinese Vassal

e Unorganized

Area type is critical to the play of Pax Britannica, and players
should refer to the Area Type Key as often as need be to
familiarize themselves with these types.

Non-Coastal Area Afshanistan

Overland Route,

£2 10

Economic Value T

Combat Strength

Coastal Area Persia

£4 3

D ——— Sea Zone Designation

Apart from the 5 Area Types, each Area is either a Coastal
Area or a non-Coastal Area. This distinction is easily noticed,
because each Coastal Area has one or more colored boxes
affixed, indicating the Sea Zones on which it borders.

Note, however, that some Coastal Areas (such as Canada and the
Kongo) have their Area boxes located well inland, because it was
impossible to fit them conveniently along the coast. Such Areas are
Coastal Areas nonetheless, for all purposes. Also, when Naval Units
occupy Areas that are adjacent to two unconnected Sea Zones (such as
Canada and Mexico| keep the Naval Unit to one side of the Area box
on the side near the appropriate Sea Zone designation; in the event of
War, the actual Sea Zone side occupied by the Naval Unit can be
important. .

Sea Zones

There are 12 Sea Zones on the map, each of which is
represented by an oval that includes the Sea Zone's name, its
number, and a key to indicate the Sea Zones to which it is
adjacent. The distinctive color (or combination of colors) in
each Sea Zone oval corresponds to the colors affixed to each
Coastal Area. When a Sea Zone color appears in a box affixed
to a Coastal Area, that Coastal Area is considered adjacent to
that Sea Zone (and vice versa).

Note that some Coastal Areas are adjacent to more than one Sea Zone
(see, for example, the Dutch East Indies Area, which is adjacent to the
Indian Ocean, the North Pacific Ocean, and the South China Seal.
When a Sea Zone color appears in a circle inside another Sea
Zone oval, those two Sea Zones are considered adjacent to one
another.

Note that most Sea Zones are adjacent to more than one other Sea Zone
(see, for instance, the Mediterranean Sea, which is adjacent to the
North Atlantic, the Black Sea, and the Indian Ocean).

Also included on the map are two Cape Zones: the Cape of
Good Hope, and Cape Horn. These two ovals are ignored for
'all purposes, except when moving during War.

Overland Routes

Most Areas are connected to each other by Overland Routes.
Whenever an Army Unit is moving overland, or a player is
attempting to trace a Communication Link overland, you can
move or trace from one Area to another only along these
Routes (thus, for instance, no one can ever reach Aden by an
Overland Route). Areas that are directly connected by a single
Overland Route line are considered adjacent (thus, for
instance, Panama and Central America are adjacent; but
Panama and Mexico are not adjacent, since they are not
connected by a single Overland Route line).

REFERENCE INDEX (all page numbers refer to the Rules Booklet)

Area: 5. Austria-Hungary: 25. Canals: 14, 25. Cape Zones: 22. Casus Belli: 8, 20. Chinese Army Movement: 18. Chinese Rebellion: 18.
Chinese Resentment: 17. Coaling Rights: 22. Codominions: 13, 22. Colonial Power: 8. Combat (Colonial): 14. Combat (War): 23. Combat
Strength: 8. Communication Link: 8. Congress of Europe: 16. Conquered Areas: 24. Control: 8. Declarations of War: 21. Downgrading
Status Markers: 13. Economic Value: 8. Establishing Status Markers: 8, 13. European Tensions: 25. Forced Expenditures: 10. Game
Markers: 7. Game Turn Sequence: 9. Garrisons: 13. Great War: 21, 24. Home Areas: 6. Income: 10. Maintenance: 10, 11. Merchant

Fleets: 6. Military Units: 6. Minor Powers: 11. Minor Powers at War: 12, 22. Minor Power Activity: 11. Minor Power Reaction

to Unrest: 12. Movement: 14. Movement (Maneuver) during War: 22. Naval Combat: 23. Negotiations: 16. Negotiating an End to a War: 24.
Ottomans: 19. Overland Routes: 5. Retreat: 15, 23. Sea Zones: 5. Status Change: 12. Status Markers: 6, 8. Straits: 25. Supply: 24.
Suppressing Unrest: 15. Surrendered Units: 15. Treaties: 16. Unrest: 10, 15. Upgrading Status Markers: 13. Victory Points: 26.

War Sequence: 20.
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Canals and Straits

In Panama, Central America, Egypt, and Anatolia, there are
notes printed on the map indicating special cases relevant to
certain Sea Zones. Players should be particularly aware of
these notes when attempting to move Military Units and
maintain them in supply during War.

Home Countries and Home Areas

Each player's Home Country is depicted on the map, together
with its adjacent Sea Zones and Overland Routes. Note that no
player can ever move an Army Unit, Naval Unit, or Status
marker into the Home Country of another player. You can,
however, move Army Units and Naval Units into your own
Home Country.

Each player's Home Area box, located around the edges of
the map, is considered identical for all game purposes to his
Home Country; the Home Areas are provided simply to give
players more space (since, for instance, it is very difficult to
keep all of Great Britain's Army and Naval Units in the tiny
space allotted to the British Isles on the map). All of the Army
Units that a player currently has at home should be kept in the
main box of his Home Area. Each Naval Unit that a player has
at home should be kept in the appropriate Sea Zone Box of his
Home Area.

For instance, if you are the United States player and you have Naval
Units stationed on your West Coast, keep them in the North Pacific Box
of your Home Area

Attached to each player's Home Area is his Treasury Track.
Each player has three markers to use on this track, to record
his expenditures during each Game Turn.

Minor Powers (not represented by players) also have Home Areas on the
map, but without Treasury Tracks, since Minor Powers never receive or
spend money.

Chinese Resentment Index

Throughout the game, the level of Chinese Resentment will
increase as a result of foreign interference in Chinese Empire
and Chinese Vassal Areas. As the resentment level rises,
players must adjust the two markers on the Chinese
Resentment Index to reflect the new level.

European Tensions Index

As with Chinese Resentment — although for different reasons
— European Tensions will tend to increase during the game,
building toward a possible outbreak of the Great War (which
immediately ends the game, with dire consequences). As the
tension level increases, players must adjust the two markers
on the European Tensions Index to reflect the new level.

var——11884 -85
Merchant Fleets: US, Japan j

Merchant Fleet Available — Great War VP Penalty

Game Turn Track

Pax Britannica is played in a series of Game Turns. At the
beginning of each turn, the Game Turn marker is placed in the
next space of the Game Turn Track. Each of these spaces is
marked with the four-year period represented by the turn, the
countries that receive new Merchant Fleets in that turn, and
the Victory Point (VP) penalty inflicted on each player if the
Great War breaks out in that turn.

Note that a player who is actually responsible for a Great War breaking
out is penalized triple the amount shown on the Game Turn Track.
Phase Tracks

Each Game Turn is divided into a number of Phases. As each
Phase of a given Game Turn is completed, the Phase marker is
moved into the next space of the Phase Track. When all Phases
have been completed, the Phase marker is returned to the
Random Events box for the next Game Turn.

A separate track is provided for use when a War is in
progress. A War uses a sequence of Phases that interrupts the
normal flow of the game. Once the War is completed, the
Phase marker is moved back to the normal Phase Track, into
the Victory Point Record Box.

Charts and Tables

The Random Events Table, Unrest Tables, and Minor Powers
Activity Table are also printed on the mapsheet. The use of
these charts is explained in the appropriate rules sections.

PLAYING PIECES
There are 12 sets of playing pieces in Pax Britannica — one set
each for Great Britain, France, Germany, Austria-Hungary,
the United States, Japan, Russia, Italy, the Netherlands,
Belgium, Spain, and Portugal.
The number of playing pieces provided for each player is an absolute
limit. Should you run out of a particular type of piece (because all of
that type are in use), you cannot use substitute markers to represent the
type of piece you are lacking.
Additionally, there are six pieces used to represent Chinese or
Ottoman armies, and numerous neutral game markers. It is
highly recommended that players keep the playing pieces
sorted by national color and type. There are 4 basic categories
of playing pieces:
e Military Units
e Status Markers
e Merchant Fleets
e Game Markers
ARMY L NITS

/s M ﬁ“w p

S!u nt jth PHHI/\
Military Units
All Military Units are triangular and are available in three
strengths: 1, 3, and 10 Strength Points representing, roughly,
regiment or squadron strength, division or task force strength,
and corps or fleet strength. (Ottoman and Chinese Armies are
available only in 5 Strength Points.) Army Units are printed on
the back of equal strength Naval Units. Note that, once an
Army or Naval Unit is purchased, the playing pieces cannot be
turned over in play (thus, a Naval Unit cannot be converted to
an Army Unit).

Strength Points

NAVALUNITS

Note that Military Units are not interchangeable. For instance, three (1)
Army Units, once purchas*cd cannot be 0\'(‘hanged for a single (3) Unit.

Status Markers
There are 4 types of Status markers (plus 2 special cases)
printed on two different counter shapes. Interest and
Influence markers are printed on the front and back of round
playing pieces. Protectorate and Possession markers are
printed on the front and back of hexagonal playing pieces. The
two special cases — Dominion and Statehood markers — are
peculiar to the British and US players, respectively.

Note that all hexagonal markers are often referred to,
collectively, as Control markers (because the placement of
these markers gives a player virtual control of an Area).

/N
/4

Merchant Fleets

There is only one type of Merchant Fleet, and all Merchant
Fleets are treated identically throughout the game. Merchant
Fleets are printed on triangular playing pieces.
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GAME Chinese Canal
TURN PHASE £ Resent -
Game Turn Phase i Treasury Track — Chinese Resentment Canal
Unrest ? c;:ﬁf Eurogani
Unrest Status Change Casus Belli European Tension
Game Markers

There are 9 types of Game markers, all printed on square
playing pieces. Treasury Track, Chinese Resentment,
European Tension, Game Turn, and Phase markers are all
used on the tracks printed on the map. Unrest, Status Change,
Casus Belli, and Canal markers are used on the map toremind
players of certain ongoing situations.

The £ symbols (Pounds) used on the Treasury Track, markers, and
throughout these rules can be roughly translated as "hundreds of
thousands of Pounds,” or more simply as “mega-Pounds.” Note that, in

the unlikely event that you accumulate more than 999 £5 in a Game
Turn, each player has one back-printed Treasury Track marker reading
“4+1000" for use on the hundreds line of his track.

PLAYER SHEETS

There are 8 Player Sheets included in Pax Britannica. Each
Player Sheet includes information pertaining specifically to
that player for setting up his playing pieces and filling out his
Administrative Record Sheet. Numerous charts, tables, and
summaries are also included on the Player Sheets. In
particular, the Chinese Resentment Increase Summary is
provided on the Japan and France Sheets, and the European
Tensions Increase Summary is provided on the US, Russia,
and Italy Sheets. Both of these Summaries should be referred
to frequently, since their conditions can be met (and require
action) at almost any time.

ADMINISTRATIVE RECORD SHEETS

A pad of 25 Administrative Record Sheets is provided with Pax
Britannica. In each game, each player must fill out one of these
sheets, and keep it up to date from Game Turn to Game Turn.
On the back of each Record Sheet is a summary of Victory
Point awards and a summary of Movement and Status Change
rules.

RULES ORGANIZATION

Pax Britannica is an extremely interactive game, where four to
seven players can all be doing something different at the same
time. To impose some semblance of order on the game, players
must proceed according to a Game Turn Sequence. This
Sequence, which is delineated in the following chapter, simply
defines the order in which certain activities can or must be
undertaken.

These rules are organized, as nearly as they can be,
according to the Game Turn Sequence. Once you are familiar
with the map, the playing pieces, and so forth, you should read
through the Game Turn Sequence to gain a general feel for the
game. The chapters following the Game Turn Sequence deal in
detail with the specific activities that take place during each
Phase of the Game Turn Sequence. Once you have begun to

play the game, any time you have a question about a rule, you
should be able to find an explanation by simply turning to the
chapter appropriate to the Phase you are currently playing
through.

It is also hoped that this organization (together with the
reference index at the bottom of each right hand page) will
allow players to answer whatever questions may arise in the
course of their game. Should an unresolvable problem be
discovered, we invite you to write to us. Please enclose a self-
addressed stamped envelope and word your guestion to be
answered as briefly as possible. Mail your questions to:

Pax Britannica Rules Question
Victory Games, Inc.

43 West 33rd Street

New York, NY 10001

We also invite you, whether you have a question or not, to
send in the Feedback Card enclosed in this game.

SETTING UP THE GAME

Pax Britannica can be played by from 4 to 7 players. If only 4
are playing, each selects one of the following Great Powers:
Great Britain, France, Germany (who also controls Austria-
Hungary), and the United States. If 5 are playing, add Japan to
the list. If 6 are playing, add Russia. If 7 are playing, add Italy.
Any Great Power not represented by a player in a game with
fewer than 7 players is a Minor Power for that game.

Each player should sit as close to his Home Area as
possible, and refer to his Player Sheet. The Initial Deployment
section of the Player Sheet specifies which playing pieces the
player needs to begin the game, and where they are to be
placed. It is recommended that each player take only those
playing pieces he needs to deploy initially, leaving the rest in
the counter storage tray until they are needed. Note that
anyone can set up the Minor Powers pieces initially.

After deploying all Initial Set-Up playing pieces on the
map, place all Treasury, Chinese Resentment, and European
Tension markers in the zero spaces of their tracks. Place the
Game Turn marker in the 1880 box of the Game Turn Track,
and the Phase marker in the Random Events box of the Phase
Track. Place all undeployed Merchant Fleets on the Game
Turn Track, according to nationality, in the appropriate year
Game Turn boxes.

Do not, however, place Merchant Fleets on the Game Turn Track for
Russia, Japan, and/or Italy if that Power is a Minor Power in this game.
Minor Powers never receive new Merchant Fleets.

Then conduct the Random Events Phase of the first Game
Turn. Once the Random Events Phase is completed, move the
Phase Marker to the Administrative Record Phase. In this first
Administrative Record Phase, each player should copy the
information from the Initial Administrative Record section of
his Player Sheet to a clean Administrative Record Sheet. This
information represents the income and expenditures resulting
from the initial deployment of units and markers, and allows
players to skip most of the Administrative Phase calculations
in their first Game Turn.

Note that some players must still roll for their Colonial Office Income
for the first turn, and/or adjust their Colonial Office Income for certain
Random Events that may have occurred in the preceding Phase.

REFERENCE INDEX (all page numbers refer to the Rules Booklet)

Area: 5. Austria-Hungary: 25. Canals: 14, 25. Cape Zones: 22. Casus Belli: 8, 20. Chinese Army Movement: 18. Chinese Rebellion: 18.
Chinese Resentment: 17. Coaling Rights: 22. Codominions: 13, 22. Colonial Power: 8. Combat (Colonial): 14. Combat (War): 23. Combat
Strength: 8. Communication Link: 8. Congress of Europe: 16. Conquered Areas: 24. Control: 8. Declarations of War: 21. Downgrading
Status Markers: 13. Economic Value: 8. Establishing Status Markers: 8, 13. European Tensions: 25. Forced Expenditures: 10. Game
Markers: 7. Game Turn Sequence: 9. Garrisons: 13. Great War: 21, 24. Home Areas: 6. Income: 10. Maintenance: 10, 11. Merchant

Fleets: 6. Military Units: 6. Minor Powers: 11. Minor Powers at War: 12, 22. Minor Power Activity: 11. Minor Power Reaction

to Unrest: 12. Movement: 14. Movement (Maneuver) during War: 22. Naval Combat: 23. Negotiations: 16. Negotiating an End to a War: 24.
Ottomans: 19. Overland Routes: 5. Retreat: 15, 23. Sea Zones: 5. Status Change: 12. Status Markers: 6, 8. Straits: 25. Supply: 24.
Suppressing Unrest: 15. Surrendered Units: 15. Treaties: 16. Unrest: 10, 15. Upgrading Status Markers: 13. Victory Points: 26.

War Sequence: 20.
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Once all players have filled out Sections I through IV of their
Administrative Record Sheets, they are ready to continue the
first Game Turn by moving the Phase marker to the Minor
Powers Phase.

GAME TERMS

The following terms are used with great frequency throughout
the rules. Many of these terms are defined when introduced in
the main body of the rules, but more rigorous definitions and
amplifications are provided here. You are advised to be
reasonably familiar with these terms before reading the rest of
the rules. This section will also be useful in refreshing your
understanding of a term while reading the rules.

Adjacent. The rules often stipulate adjacency as a
prerequisite for various activities. As an aid in determining
what is adjacent to what, the back of the map insert in this
booklet lists all Areas and the Areas and Sea Zones to which
they are considered adjacent.

Area. An Area is any one of the 104 regions represented on the
map by an Area box (see your Player Sheet for a key to Area
types). Any player can place a Status marker in any Area,
subject to the rules for Status change.

Casus Belli. Literally translated, Casus Belli means “cause of
war! No player can declare War on another player or Minor
Power without a legitimate Casus Belli. The Casus Belli
Summary on the back of each Player Sheet lists legitimate Casi
Bellorum (plural of Casus Belli).

Colonial Power. There are two types of Colonial Powers in
the game: Great Powers and Minor Powers. Both types of
Powers can place Status markers to establish colonies. Great
Powers are represented by players, and Minor Powers act
according to the rules in the Minor Powers Phase. Great
Britain, France, Germany (together with Austria-Hungary),
and the United States are always Great Powers. Spain, the
Netherlands, Portugal, and Belgium are always Minor Powers.
Depending on how many players are in the game, Russia,
Japan, and Italy can be either Great or Minor Powers.
Historical Note: The term ‘Great Power" is a useful part of the
diplomatic lexicon which, alas, has fallen into disuse. The term
originally meant a state of such power that it must always be taken into
account in diplomatic affairs, with the ability to project its force
worldwide. In the post-World War II era, two states have become so
much more powerful than all others that they are called "superpowers.”
Unfortunately, the development of this term in regard to the United
States and Soviet Union reinforces the modern tendency to think of
everything in foreign affairs as a bipolar conflict between the US and
USSR.

Combat Strength. All Military Units and all Areas have a
Combat Strength (which is zero for some Areas), quantifying
the Unit's or Area’s ability to attack or defend. Areas use their
Combat Strength for defense exclusively.

Communication Link. A Communication Link is a path
traced exclusively through Areas under a player's Control, Sea
Zones containing one of the player's Merchant Fleets, and/or
the player's Home Country. A Communication Link must exist
between an Area and the player's Home Country in order for
the player to place a Status marker in the Area or receive any
income from the Area.

Control. A player is said to Control an Area if he has an
established Protectorate, Possession, State, or Dominion
marker in the Area; these markers are referred to as Control
markers throughout these rules.

Economic Value. Each Area has an Economic Value printed
in its box. This number represents the relative economic
strength of the Area, and the degree to which trade with the
Areais common and profitable.

Established Marker. In game terms, an established marker is
a Status marker that no longer has a Status Change marker
with it in an Area. It is important to distinguish while playing
the game between markers that are established and those that
are as yet unestablished.

European Tensions Index. The European Tensions Index is
a measure of how close to the outbreak of the Great War the
nations of Europe are at any given moment. Players'actions, as
well as Random Events, can affect the tension level.

Great War. A Great War is a massive pan-European War in-
volving all the European Great Powers. The occurrence of a
Great War ends the game instantly.

Merchant Fleets. Merchant Fleets are used by Colonial
Powers to move Armies and to provide Communication Links
to their colonies.

A player's Merchant Fleets represent the private, commercial shipping
owned by the citizens of his country. They carry commerce between his
Home Country and colonies, the value of which is represented by the
income he receives from his colonies during the Administrative Phase.
Since these fleets are privately maintained, they are not a drain on the
player's Treasury. Although commercial shipping might be at substantial
risk during a full-dress war such as World War 11, large proportions of a
nation's commercial fleet were never destroyed during the sharp, brief
wars that characterized the period of this game.

Sea Zone. A Sea Zone is one of the 12 regions of the world's
oceans, represented on the map by ovals of various colors. The
color-coding in each Sea Zone indicates the Areas and
neighboring Sea Zones to which it is adjacent.

Status. A player's Status with an Area is the relationship that
Area bears with his government. There are six levels of Status
(in ascending order of control): no Status at all; Interest;
Influence; Protectorate; Possession; and Dominion/Statehood.
A player's Status in an Area, represented by placing a Status
marker, affects his income, his maintenance expenses, his
ability to move Military Units, and numerous other facets of
the game.

Treasuries. A player's Treasury, represented by a track next to
his Home Area box on the map, is the amount of money he has
available for colonial purposes. Players keep a running record
of their Treasuries' level by moving Treasury markers on the
tracks. Players spend money from their Treasuries to
construct and maintain Military Units, to change and
maintain Status markers, and even — if they wish — to ensure
the good graces of their opponents through bribery.

Unrest. Unrest is a condition that may befall an Area as a
result of a Random Event. An Area in Unrest is highly
susceptible to intervention on the part of the players.

War. War interrupts the normal flow of the game, relying on
its own sequence of events, altering rules for movement, and
threatening to end the game if the conflict escalates into a
Great War. A War can never occur unless a legitimate Casus
Belli exists.

THE GAME TURN

Pax Britannica is played in a series of Game Turns, each of
which represents a period of four years. Each Game Turn is
played in a specific sequence of Phases, called the Game Turn
Sequence. No player can ever undertake any activity during
any Phase that is not specifically allowed during that Phase, as
detailed in the Game Turn Sequence.

Note that certain activities do take place throughout the game, in
various Phases. Informal negotiations, for instance, can occur at
virtually any time. Players may wish, as the outset of a game, arrive at a
mutual agreement as to how much game-delaying negotiation will be
tolerated. Also, players may be called upon to adjust the Chinese
Resentment and European Tensions Indexes at almost any time.
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A game of Pax Britannica will go on for a maximum of 10 Game
Turns. It may be shortened by the occurrence of a Great War.

GAME TURN SEQUENCE

Random Events Phase

e Roll one die to determine how many Random Events will
occur in this Game Turn.

e For each Random Event that will occur, roll two dice,
refer to the Random Events Table, and implement
whatever event is called for.

Administrative Phase

e Fill out Sections I through IV of your Administrative
Record Sheets.

Note that, in the first Game Turn, most of the calculations needed for

this Phase are pre-figured on each Player Sheet.

Minor Powers Phase

e Roll one die for each Minor Power in the game, and refer
to the Minor Powers Activity Table to determine whether
or not the Minor Power is active in this Game Turn.

e For each Minor Power that is active this Game Turn, roll
two dice and consult the Minor Powers Activity Table to
determine where the Minor Power activity will occur.

Movement/Status Change Phase

During this Phase, all players engage in the following activities

in any order, reacting to one another as they wish.

e Purchase and place new Status markers.

e Purchase and place new Military Units.

e Take any Merchant Fleets due them in the current turn
from the Game Turn Track.

Note that Merchant Fleets are never purchased. The only way new

Merchant Fleets can enter the game is from the Game Turn Track.

e Move Military Units.

e Move Merchant Fleets.

e Construct a South Pacific-Caribbean canal.

Colonial Combat Phase

e Conduct Colonial Combat against the Combat Strength of
Areas in which you are attempting to establish a Control
marker, or Areas in Unrest.

Marker Adjustment Phase
e Alter Status markers and retreat Army and Naval Units
from each Area that still contains an Unrest marker.

e After conducting the above step, remove all Unrest
markers from the map.

e Remove Status Change markers from your newly
established Interest and Influence markers.

e Reduce Control markers to Influence markers in Areas
that do not comply with the standard Garrison rules.

Negotiation Phase

e Attempt to negotiate settlements to existing Casus Belli.

Congress of Europe Phase

e Any player with a Casus Belli can convene a Congress of
Europe to draft a treaty to resolve the dispute.

If no Congress of Europe is convened, this Phase is omitted
and play proceeds directly to the Chinese Resentment Phase.

Chinese Resentment Phase

e Refer to the Chinese Resentment Summary and adjust the
Chinese Resentment Index.

e Roll two dice and refer to the Chinese Resentment Index
to determine whether or not a Chinese Rebellion will
occur in the the following War Phase.

War Phase

e If a Chinese Rebellion occurs, the Ottoman Empire
declares war, or any player declares war, players proceed
to the War Sequence.

Otherwise, this Phase is omitted and play proceeds directly to

the Victory Point Record Phase.

Victory Point Record Phase
e Fill out Section V of your Administrative Record Sheets.

Final Record Phase

e [f the 1916 Game Turn has not been completed, advance
the Game Turn marker one space along the Game Turn
Track to signal the end of the current Game Turn and the
beginning of the next.

e [f the 1916 Game Turn has been completed or a Great War
has occurred, each player fills out Section VI of his
Administrative Record Sheet to find his finishing rank.

RANDOM EVENTS

In each Game Turn, a variable number of Random Events will
occur. These events represent political happenings throughout
the world, over which the players have no control. During the
Random Events Phase, the players determine how many
Random Events will occur in the current Game Turn, the
nature of these events, and what effects the events will have
on the game. '

Note that the Random Events Table is printed on the map in such a way
that the United States player can most easily read it. It is recommended,
therefore, that the US player roll the dice and announce the Random
Events as they occur during this Phase.

DETERMINING RANDOM EVENTS

The US player rolls one die. The result of this die roll is the
number of Random Events that will occur in the current Game
Turn. You may wish to write this number down, just to be
certain there is no disagreement later concerning the number
of Random Events. There are two basic types of Random
Event: headline events and Unrest events.

For each Random Event that will occur, the US player rolls
two dice and refers to the Random Events Table. Note that the
Random Events Table calls for the rolls of the two dice to be
read one after another, so the two dice should be rolled one
after another.

Example: If the first die roll is 2 and the second is 5, the result is
German Colonial Agitation.

HEADLINE EVENTS

Each time a headline event is rolled, players simply take
whatever action is called for. In some cases, one or more
players affected by the event should note the result for later
action.

REFERENCE INDEX (all page numbers refer to the Rules Booklet)

Area: 5. Austria-Hungary: 25. Canals: 14, 25. Cape Zones: 22. Casus Belli: 8, 20. Chinese Army Movement: 18. Chinese Rebellion: 18.
Chinese Resentment: 17. Coaling Rights: 22. Codominions: 13, 22. Colonial Pewer: 8. Combat (Colonial): 14. Combat (War): 23. Combat
Strength: 8. Communication Link: 8. Congress of Europe: 16. Conquered Areas: 24. Control: 8. Declarations of War: 21. Downgrading
Status Markers: 13. Economic Value: 8. Establishing Status Markers: 8, 13. European Tensions: 25. Forced Expenditures: 10. Game
Markers: 7. Game Turn Sequence: 9. Garrisons: 13. Great War: 21, 24. Home Areas: 6. Income: 10. Maintenance: 10, 11. Merchant

Fleets: 6. Military Units: 6. Minor Powers: 11. Minor Powers at War: 12, 22. Minor Power Activity: 11. Minor Power Reaction

to Unrest: 12. Movement: 14. Movement (Maneuver) during War: 22. Naval Combat: 23. Negotiations: 16. Negotiating an End to a War: 24.
Ottomans: 19. Overland Routes: 5. Retreat: 15, 23. Sea Zones: 5. Status Change: 12. Status Markers: 6, 8. Straits: 25. Supply: 24.
Suppressing Unrest: 15. Surrendered Units: 15. Treaties: 16. Unrest: 10, 15. Upgrading Status Markers: 13. Victory Points: 26.

War Sequence: 20.
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Example: “Liberal Victory in Britain," which will affect the British
player's Colonial Office die roll during the Administrative Record Phase,
and possibly his Unit purchases during the Movement/Status Change
Phase.

No single headline event can occur more than once per
Random Events Phase. If a headline event that has already
been rolled is rolled again in the same Phase, re-roll for a new
event instead. Headline events can, however, occur more than
once per game, in different Random Events Phase.

Some Random Events increase European Tensions directly by telling the
players to raise the European Tensions Index. Should such a Random
Event message cause a Great War, no player is to blame, and no player
loses triple Victory Points (although all players do lose the number of
Victory Points listed on the Game Turn Track). Historically, World War
I occurred as the result of a “Serbia Defies Austria-Hungary” Random
Event, and thus none of the Great Powers was proximately culpable.
War in South America: Panama is considered part of South America.
Thus, the United States player can enter any Area from Panama
(inclusive] south through the South American continent as a result of
this Random Event.

Forced Expenditures and Tension Increases

Some Random Events require one Great Power to spend some
minimum amount of money constructing and/or maintaining
Military Units. If a player has insufficient money to make the
required expenditure, he must spend as much money as he
is able to spend on Military Units for maintenance (during the
Administrative Phase) and for construction (during the
Movement/Status Change Phase), but he suffers no ill effects
because he is unable to meet the requirement fully.

Note that the requirement to spend money on Military Units does mean
that money must be spent on Military Units as a first priority, even if
some Status markers will not be maintained as a result.

UNREST

The second type of Random Event is Unrest. When the US
player rolls an Unrest result, he must refer to the appropriate
Unrest Table (A through D) and roll one or two dice again, as
called for on the Unrest Table he is using. The result from an
Unrest Table will be the name of an Area. Immediately place
an Unrest marker on the specified Area and proceed to the
next Random Event.

No Area can be put into Unrest more than once per Random Events
Phase. If an Area that already has an Unrest marker is rolled again in
the same Phase, re-roll on the same Unrest Table for a new Area
instead. An Area can, however, go into Unrest more than once per
game, in different Random Events Phases. During the Marker
Adjustment Phase, any Unrest markers remaining on the map are
removed.

Any player who moves an Army Unit into an Area in Unrest
can place a Control marker there during the Movement/Status
Change Phase. To establish the Control marker, the player
must engage in Colonial Combat during the ensuing Colonial
Combat Phase.

See Colonial Combat and Minor Power Reaction to Unrest for details on
suppressing Unrest and the failure to do so.

Historical Note: Occasional revolts against a colonial power
sometimes occurred in relatively advanced areas, such as Cuba.
Primitive tribesmen also sometimes revolted against colonial authority,
usually because of ill treatment or because some taboo had been
violated. In addition, the colonial powers often used unrest and lack of
order in an area as a pretext for intervention. Indeed, the right of a
power to intervene in another country in order to restore order was an
accepted part of international law. In the modern era, this is no longer
the case: when the US invaded Grenada, it had to claim that it was
acting to protect American students there, when in fact it was clear that
the intervention was intended to restore order and prevent a communist
takeover. I leave to the reader’s judgment whether honest exercise of
power is less or more moral than legalistic hypocrisy.

ADMINISTRATIVE RECORD

Each time you establish a Status marker, you are extending
your empire and potentially increasing your profits. The
Economic Value of an Area, in conjunction with the type of
Status marker you place in the Area, determines how much
income you can derive from the Area in a Game Turn. But the
cost of maintaining an empire is not insignificant. For each
Status marker you establish, you must pay a maintenance
charge, reflecting your administrative costs and other
expenses. During the Administrative Phase, use your
Administrative Record Sheet to determine your total income
and maintenance costs, which in turn determine how many £'s
you have available to spend during the next Game Turn.

Note that the German player, who also controls Austria-Hungary, must
perform the steps in this Phase for both countries.

STATUS RECORD

Section I is the Status Record. In this Section, write the
number of each type of Status marker you currently have
deployed on the map (lines 01, 02, 04, 06, and 08) and the
collective Economic Value of the Areas containing each type
of Status marker (lines 03, 05, 07, and 09). Do not, however,
count Areas or Status markers to which you have no
Communication Link. You never receive income from an Area
to which you cannot trace a Communication Link during the
Administrative Phase.

INCOME RECORD

Section II, the Income Record, records both the income you
derive from your colonies and the contribution made by your
own government's Colonial Office. To determine your
Colonial Office's contribution each Game Turn, refer to the
chart at the bottom of your Administrative Record Sheet and
roll one die, cross-referencing your country with the die roll.
The number indicated is the number of £'s you receive in this
Game Turn; write this number on line 10.

As noted on the Administrative Record Sheet, a Power (other than
Austria-Hungary) that has no Control markers on the map during the
Administrative Phase receives the number of £'s listed under the
6-column, without rolling a die. The German player always rolls for
Austria-Hungary normally.

On lines 11 through 14, multiply the totals from lines 03, 05,
07, and 09 by the indicated multipliers to determine how
many £'s you receive in income from your colonies. Add lines
10 through 14, and write the total on line 15.

MAINTENANCE RECORD

Section III, the Maintenance Record, represents the money
you must spend to maintain your holdings abroad. For each
Army and Naval Unit on the map outside your Home Area,
you must spend a number of £'s equal to the unit's Strength
Points; write the number of Strength Points you have abroad
on line 16. You must also pay to maintain each of your Status
markers. On lines 17 through 20, multiply the totals from lines
01, 02, 04, and 06 by the indicated multipliers to determine
how many £'s you must spend. Add lines 16 through 20, and
write the total on line 21.

Note that the US and British players never pay raintenance for Units in
States and Dominions, although they do pay maintenance for the State
and Dominion markers themselves.

NET INCOME RECORD

In Section IV, the Net Income Record, simply subtract line 21
from line 15. The number remaining after this subtraction is
the number of £'s you have to spend during the current Game
Turn. Write this number on line 22, and place your Treasury
markers on your Treasury Track to reflect that number of £'s.



PAX BRITANNICA RULES, PAGE 11

If, as a result of subtracting line 21 from line 15, a player
arrives at a negative number, he must eliminate exactly (or as
near to exactly as possible) the necessary number of Military
Units abroad and/or Status markers to bring his Treasury
Track to zero.

Each space on the Administrative Record is divided into two sections. It
is highly recommended that you write your current figures in the left
half, and keep a running total during the Game Turn of any changes in
the right half. For instance, if you acquire two new Influences in a Turn,
make two hash marks in the righthand box of Line 06, and write the
Economic Value of each on Line 07, also in the righthand half. Keeping
a running total of changes throughout the Game Turn will save you from
counting all your markers every Administrative Phase.

MINOR POWERS

In each game of Pax Britannica, the Netherlands, Belgium,
Spain, and Portugal are Minor Powers. In 6-player games,
[taly is also a Minor Power; in 5-player games, Russia is a
Minor Power; and in 4-player games, Japan is a Minor Power.
Minor Powers perform most of the functions of Great Powers,
with the following exceptions:

e No player represents a Minor Power except in specific
instances — such as wars — throughout the game.

¢ Minor Powers never receive income of any kind.

e Minor Powers never pay any maintenance costs for
Military Units or for Status markers.

e Minor Powers never pay to purchase new Military Units
or Status markers.

e Minor Powers do not accumulate Victory Points and can
never win a game.

e Minor Powers are never required to defeat an Area's
Combat Strength when attempting to establish a Control
marker.

A Minor Power will, however, engage an Area in Colonial Combat, to
suppress Unrest in the Area, if it is directed to undertake activity in the
Area and meets the requirements for establishing a Possession or
Protectorate.

Historical Note: In the colonial era, the technological superiority of
the advanced powers was such that taking and holding large areas
populated by relatively primitive peoples was, by modern standards, an
incredibly easy process. In a battle between an advanced army and a
primitive one, the ratio of casualties usually ran on the order of 10-1 in
favor of the modern army. Too, modern technology tended to overawe,
and undeveloped areas were not yet contaminated by the idea that owing
allegiance to a far-off power was demeaning. As well, the colonial
powers tended to leave the native potentates with a great deal of power
and wealth, making colonial control more secure. Even second-rate
powers like Belgium and Portugal could, and did, build extensive
colonial empires of their own.

DETERMINING MINOR POWER ACTIVITY

For each Minor Power in the game, roll one die and refer to the
Minor Powers Activity Table. If the result on the top of the
Table indicates that the Minor Power is active, immediately
roll two dice, add the results together, and refer to the lower
portion of the Minor Powers Activity Table to find the name of

an Area. Once you have determined an Area, you must
determine what type of Status marker the Minor Power will
place there, according to the following schedule:

The Minor Power will attempt to established a Possession
marker in the Area. To establish a Possession marker...

e The Minor Power must have a Communication Link.

e The Minor Power must already have a Protectorate
marker in the Area.

e The Minor Power must already have an Army Unit in the
Area.

If the Minor Power cannot establish a Possession marker,
it will attempt to establish a Protectorate marker in the
Area. To establish a Protectorate marker...

e The Minor Power must have a Protectorate marker
available.

e The Minor Power must have an Army Unit available. An
Army Unit must be placed in the Area over which the
Minor Power is attempting to establish a Protectorate. This
Unit must come from the Minor Power's Home Area if
possible. If there are no Army Units in the Power's Home
Area, the Unit must come from the nearest Area that
contains two or more of the Power's Army Units if
possible. If no Area contains two or more of the Power’s
Army Units, the Unit must come from the counter storage
tray. If there is no Army Unit in the counter storage tray,
the Minor Power will attempt to establish an Influence
marker instead of a Protectorate marker.

e The Minor Power must have a Communication Link.

The Area can contain no opposing Control marker. Note,
however, that a Great or Minor Power that has an
Influence marker in an Area has a Casus Belli against a
Minor Power that attempts to place a Protectorate marker
in the Area.

The Area must be either (a) an Independent, Chinese
Empire, or Ottoman Empire Area that is in Unrest; or (b}
the Area must be an Unorganized or Chinese Vassal Area,
whether it is in Unrest or not.

If the Minor Power cannot establish a Protectorate
marker, it will attempt to establish an Influence marker.
To establish an Influence marker...

e The Minor Power must have an Influence marker
available (an already established Interest marker in the
Area meets this requirement).

e The Minor Power must have a Communication Link.
e The Area can contain no opposing Control marker.

If the Minor Power cannot establish an Influence
marker, it will attempt to establish an Interest marker.
To establish an Interest marker...

e The Minor Power must have an Interest marker available.
e The Minor Power must have a Communication Link.
e The Area can contain no opposing Possession marker.

REFERENCE INDEX (all page numbers refer to the Rules Booklet)

Area: 5. Austria-Hungary: 25. Canals: 14, 25. Cape Zones: 22. Casus Belli: 8, 20. Chinese Army Movement: 18. Chinese Rebellion: 18.
Chinese Resentment: 17. Coaling Rights: 22. Codominions: 13, 22. Colonial Power: 8. Combat (Colonial): 14. Combat (War): 23. Combat
Strength: 8. Communication Link: 8. Congress of Europe: 16. Conquered Areas: 24. Control: 8. Declarations of War: 21. Downgrading
Status Markers: 13. Economic Value: 8. Establishing Status Markers: 8, 13. European Tensions: 25. Forced Expenditures: 10. Game
Markers: 7. Game Turn Sequence: 9. Garrisons: 13. Great War: 21, 24. Home Areas: 6. Income: 10. Maintenance: 10, 11. Merchant

Fleets: 6. Military Units: 6. Minor Powers: 11. Minor Powers at War: 12, 22. Minor Power Activity: 11. Minor Power Reaction

to Unrest: 12. Movement: 14. Movement (Maneuver} during War: 22. Naval Combat: 23. Negotiations: 16. Negotiating an End to a War: 24.
Ottomans: 19. Overland Routes: 5. Retreat: 15, 23. Sea Zones: 5. Status Change: 12. Status Markers: 6, 8. Straits: 25. Supply: 24.
Suppressing Unrest: 15. Surrendered Units: 15. Treaties: 16. Unrest: 10, 15. Upgrading Status Markers: 13. Victory Points: 26.

War Sequence: 20.
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If a Minor Power has no available Status markers, because all
of them are currently in use, the Minor Power is considered
inactive for the Game Turn. If the Minor Power has available
Status markers, but cannot place one in the Area determined
on the Minor Power Activity Table, re-roll until an eligible
Area is specified.

MINOR POWER/GREAT POWER STATUS CONFLICTS

If a Minor Power places a Protectorate marker, any Great
Power with an Influence marker in the Area has a Casus Belli
against that Minor Power. Such a Great Power can call a
Congress of Europe to challenge the Minor Power’s
Protectorate, or can declare War against the Minor Power. Ina
Congress of Europe, the Minor Power does not vote, but must
abide by the Congress' decisions. If the Congress rules that the
Minor Power cannot obtain a Protectorate, or must share its
Protectorate in a Codominion with other Powers, the Minor
Power will abide by the decision. However, if the Congress
rules that the Minor Power can obtain sole Protectorate over
the Area, any Great Power with an Influence marker in the
Area can refuse to abide by the Congress decisions and,
instead, declare war against the Minor Power.

If any Power attempts to place a Control marker in an Area
where a Minor Power has an Influence marker, the Minor
Power will not contest the Protectorate or Possession.
However, any other Great Power (with or without a Status
marker in the Area) can announce that he will defend the
Minor Power's rights in the Area, in which case a Congress of
Europe must be called. The Minor Power does not vote in the
Congress and will abide by the Congress' decisions. If the
Congress rules against the Minor Power and permits the Great
Power to obtain sole Protectorate or Possession, the Minor
Power will accept the decision. If, however, the Congress rules
against the Great Power in the dispute, and that Great Power
chooses to defy the Congress, the Minor Power will declare
War against the Great Power. In this case, any player who
declared he would defend the Minor Power's rights is also
obligated to declare War. If he fails to do so, he automatically
loses 5 Victory Points and the European Tensions Index is
immediately increased by 3.

MINOR POWER REACTION TO UNREST

If Unrest occurs in an Area where a Minor Power has a
Control marker, the Power will attempt to suppress the Unrest
marker; Minor Powers will ignore Unrest in Areas where they
have only Interest or Influence. A Minor Power will attempt to
suppress Unrest in an Area it Controls even if the activity die
roll for the Power was unsuccessful. If there are any Army
Units in the Power's Home Area, those Units are immediately
moved to the Unrest Area. If the Power has any Army Units in
Colonial Areas that can be moved to the Unrest Area, either by
sea or land, those Units are moved to the Unrest Area.
Exception: If the Minor Power has only one Unit in a given colonial
Area, that Unit is never moved.

This movement occurs during the Minor Powers Phase. If
more than one of the Power’s Areas is in Unrest, the Power
will move all Units to the Area with the higher Economic
Value; if two or more Areas have the same Economic Value,
the players should roll dice to determine randomly which
Area the Minor Power will defend.

Once a Minor Power has moved its Units, it attempts to
suppress Unrest. It automatically attacks the Combat Strength
of the Area where it is fighting Unrest, according to the normal
rules for Colonial Combat. If the power successfully
suppresses Unrest in an Area where it has a Protectorate, it
will automatically obtain Possession in the Area.

If, as a result of Unrest, a Minor Power's Army Units are
forced to retreat from an Area, they will retreat to an adjacent

Controlled Area of the power, if possible. If that is not possible,
they will retreat back to the Power's Home Area. If that is also
impossible, the Power's Units are eliminated.

If, on the turn following one in which a Minor Power
moved Units to suppress Unrest, the Area where Unrest was
suppressed contains more than one Army Unit, the surplus
Units (that is, all but the smallest) are moved to the Minor
Power's Home Area.

MOVEMENT/STATUS CHANGE

During the Movement/Status Change Phase, all players have
an opportunity to purchase and move their pieces. Activities
during this Phase are performed in no particular order (except
that a piece must be purchased before it is placed on the map).
Players are free to react to whatever activities their opponents
may perform at any time during the Phase. Once a player has
purchased a Status marker or Military Unit, however, he can-
not then cash it in; and once a Military Unit is placed on the
map, it is subject to the rules for movement.

The costs to purchase Status markers and Military Units are listed
in the bottom right corner of the Administrative Record Sheet. To
purchase any piece, simply deduct the required amount from your
Treasury Track by moving your Treasury markers. You cannot spend
more £s than you have available on your track.

STATUS CHANGE

Players can purchase and place Status markers in Areas
according to the following schedule. Note that, once
purchased and placed in an Area, a Status marker cannot be
moved; it must be left in the Area until it is either established
or eliminated. Whenever a Status marker is placed in an Area
during the Movement/Status Change Phase, it must have a
Status Change marker placed on top of it.

Important Note: To place any of the following Status markers, you
must have a Communication Link to the Area.

You can place an Interest marker...

¢ In any Area that contains no established Possession,
Statehood, or Dominion marker.

You canplace an Influence marker...

® In any Area that contains no established Control marker
(including Protectorate).

You can place a Protectorate or Possession marker...

* In any Unorganized or Chinese Vassal Area (in Unrest or
not) that contains no established Control marker.

® In any Area, in Unrest, that contains no established
Control marker.
Important Note: According to the Garrison rules, you must have at
least one Army Unit in an Area that contains one or your Control
markers — whether it is established or not — at the end of each
Movement/Status Change Phase. If you fail to comply with this rule,
your Control marker is reduced, during the ensuing Marker Adjustment
Phase, to an Influence marker. Also, to establish a Control marker, you
must defeat the Area’s Combat Strength during the Colonial Combat
Phase. Therefore, while it is not technically illegal, it is foolish to place a
Protectorate or Possession marker in any Area without having at least
one Army Unit in the Area as well.

The US player can place a State marker...

* In any of the following Areas in which he already has an
established Possession marker: Alaska, Cuba, Hawaii,
Porto Rico.

The British player can place a Dominion marker. ..

* In any of the following Areas in which he already has an
established Possession marker: Australia, Canada, Cape
Colony, New Zealand.
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ESTABLISHING A STATUS MARKER

Whenever you purchase a new Status marker and place it in
an Area during the Movement/Status Change Phase, place a
Status Change marker with it. The new Status marker is not
considered to be established until the Status Change marker has
been removed.

Establishing a Status Marker During Colonial Combat

Any time you place a Control marker in an Area (except
Upgrading; see below] during a Movement/Status Change
Phase, you must defeat the Area in Colonial Combat in the
ensuing Colonial Combat Phase in order to establish the Status
marker. If you defeat the Area, immediately remove the Status
Change marker from the Area.

You never engage in Colonial Combat to establish an Interest or
Influence marker. Interest and Influence markers can be established
only during the Marker Adjustment Phase.

Establishing a Status Marker During

the Marker Adjustment Phase

Any time you place an Interest or Influence marker in an Area,
the marker is automatically established during the Marker
Adjustment Phase. Simply remove the Status Change marker
during that Phase.

If the Area happens to be in Unrest, you may still wish to engage in
Colonial Combat.

Status Change and Casi Bellorum

To determine whether or not the placing of a Status marker
provides a Casus Belli for another player who also has a Status
marker in the Area, refer to the Status Marker Placement
Effects Summary on the back of the Player Sheets. If a Casus
Belli does exist in the Area, place a Casus Belli marker to serve
asareminder.

Note that even placing a Status marker in an Area where no one else
has a Status marker can constitute a Casus Belli, can instigate war with
the Ottoman Empire, can affect Chinese Resentment, or can affect
European Tensions if placing the marker infringes on an existing Treaty.

ALTERING EXISTING STATUS MARKERS

If you already have a Status marker in an Area, you are
entitled to alter the Status marker, within the restrictions of
the rules for Status Change and the following.

Upgrading Status

You can upgrade any Status marker during any Movement/
Status Change Phase, just as though you were establishing a
marker for the first time. All rules applying to Status marker
placement apply to upgrading, with the following exception.
Rather than pay the entire £ cost for a new marker, you pay
only the difference in cost between the existing marker and
the new marker.

Example: If a player has an Influence marker in an Area (purchase
cost of 10£) and wishes to upgrade to Protectorate (purchase cost 20£),
he pays only 10£ — the difference between the purchase costs of the two
marker types.

Additionally, if you already have a Protectorate marker in an
Area and are upgrading to a Possession, State, or Dominion,
you need not defeat the Area's Combat Strength to establish it.

Downgrading Status
During the Movement/Status Change Phase, you can down-
grade Interest markers (by removing them) and Influence
markers (by removing them or inverting them to Interest). You
cannot voluntarily downgrade Control markers; Control
markers can be removed or downgraded only as a result of
negotiations, unsuppressed Unrest, or failure to maintain.
Note that downgrading or removing a Status marker does
not imply a refund of £'s. Once purchased, a Status marker can
never be converted to £s. Downgrading or removal can,
however, provide you with a marker for use in another Area.

GARRISONS

Players are required to keep at least one Army Unit in each
of their Controlled Areas. If, at the end of any Movement/
Status Change Phase, a Controlled Area does not meet this re-
quirement, the Status marker is immediately removed and
replaced by an Influence marker of the same nationality.
Note that, should a member of a Codominion fail to meet its Garrison
requirement, that Power's Control marker is not replaced by an
Influence marker, since Influence markers cannot be kept in
Codominions (it could be replaced with Interest, however, if there is no
Possession marker in the Codominion Areal).

In addition to this general garrison rule, special rules-apply to
the British and Russian players.

Special British Garrison Rule

The British player begins the game with three Army (10) Units
in India. These three Units constitute the Indian Army. At all
times in the game, the British player must maintain an Indian
Army of at least three Army (10) Units. If any of the Units are
destroyed in the game, he must rebuild them as soon as he can
afford to do so (after paying regular maintenance). The Indian
Army Units must always end their Movement/Status Change
and Alliance Maneuver Phases within two Areas of India
(India, for this purpose, is defined in ‘Penalty to Great Britain"
on the Bonus Victory Points Summary), by Overland Routes.

Special Russian Garrison Rule

Russia must maintain a Western Garrison of at least three Army
(10) Units in Russia and the following Areas: Serbia, Rumania,
Greece, Bulgaria, and Anatolia. If any of these Units are
destroyed, the Russian player (if any) must rebuild them as soon
as he can afford to do so. If Russia has fewer than four Army
(10) Units, none can ever be moved to any Area outside those
specified (although smaller Army Units can be moved).

CODOMINIONS

A Codominion is a shared Possession or Protectorate in an
Area. Codominions can be established through negotiation
during a Congress of Europe, or by agreement among allies at
the end of a War. When a Codominion exists in an Area, each
player represented in the Codominion must place (or upgrade
to) a Protectorate or Possession; no Influence marker can be
used to represent a Power participating in a Codominion.

If a Codominion is established in an Area where one Power has an
Influence marker, he can (with the agreement of the other players
establishing the Codominion) upgrade his Influence marker to a
Protectorate, paying 10£ to do so.

REFERENCE INDEX (all page numbers refer to the Rules Booklet)
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When a Codominion (no relation to the British "Dominion’) is
established, more than one Protectorate and/or Possession
marker can be placed in the Area, and all Powers with
Protectorate and Possession markers there are considered to
Control the Area jointly with other Powers represented. All of
the Powers in the Area have the same rights they would have
in a sole Protectorate or Possession, each receiving full income
(as long as the stipulations for trade income are met), and each
able to move Military Units into the Area.

Each participant in a Codominion is responsible for his
own garrisoning. Should a Power not have an Army Unit in a
Codominion at the conclusion of a Movement/Status Change
Phase, his Control marker is removed during the Marker
Adjustment Phase. It is not replaced by an Influence marker,
asis usual in such cases, because Influence markers cannot be
present in Codominions.

MOVEMENT

During the Movement/Status Change Phase, each player is
entitled to move his Merchant Fleets and Military Units as far
and as often as he wishes, within the restrictions of the
following rules.

Merchant Fleets
You can move your Merchant Fleets from the Sea Zones they
currently occupy to any other Sea Zones any distance away, as
long as there is no more than one Merchant Fleet of a given
nationality in a single Sea Zone oval. New Merchant Fleets
that are available in the current Game Turn can be taken from
the Game Turn Track.and placed in any Sea Zone oval that
does not already contain a Merchant Fleet of that nationality.

The Cape Zones at the tips of Africa and South America cannot be
occupied by Merchant Fleets.

[
Naval Units —
You can move your Naval Units from the Area or Home Area
Sea Zone Box they currently occupy and place them any
distance away in any Coastal Area that contains one of your
established Control markers, or in any of the player's Home

Area Sea Zone Boxes.
Army Units ﬂ,, AN

An Army Unit must trace a path of movement during the
Movement/Status Change Phase. This path must start in the
player's Home Country or in an Area that contains one of the
player's established Control markers and pass through
adjacent Sea Zones and Areas, as follows:

Your Army Units can move through (but cannot end their
movement in):

* Any Sea Zone that contains one of your Merchant Fleets.

Your Army Units can move into (but must immediately end
their movement in):

e Any Area, in Unrest, that contains one of your Control
markers, either established or unestablished.

e Any Area, not in Unrest, that contains one of your
unestablished Control markers.

Essentially, according to these two cases, you must pay for and place a
Control marker in an Area in order to move an Army Unit into the
Area. If, by the end of the Marker Adjustment Phase, you have not
established the Control marker, for any reason, any Army Units you
have in the Area must retreat, as they would following an unsuccessful
Colonial Combat.

Your Army Units can move into and through:

e Any Area, not in Unrest, that contains one of your
established Control markers.
e Your Home Country.

BUILDING CARIBBEAN-SOUTH PACIFIC CANALS

During any Movement/Status Change Phase, any player can
construct a Caribbean-South Pacific Canal through Panama or
Central America. To construct a canal, you must have an
established Influence or Control marker in either Panama or
Central America and, during the Movement/Status Change
Phase, spend 30£.

When either canal is built, place one of the Canal markers in the Area
to indicate that the South Pacific and Caribbean are now considered
adjacent. Once placed, canal markers remain in place for the remainder
of the game.

Once built, the canal creates a connection between the
Caribbean and the South Pacific. A player with an established
Control marker in an Area containing a canal can deny access
to it. Note that Control of only one of these Areas cannot deny
access if canals exist in both Areas.

The first player to build a canal (either the Panama or
Central America) gains 15 Victory Points immediately. If one
of the canals is already built, construction of the second does
not give the builder any Victory Points.

COLONIAL COMBAT

Colonial Combat represents combat between a Great or Minor
Power and the native population of an Area. There are two
situations in which Colonial Combat will occur:

e A Great Power can engage in Colonial Combat in any Area
where it has one or more Army Units to establish a
Control marker or to suppress Unrest.

It is perfectly possible that a Great Power will move Army Units into an

Area in Unrest and attempt to establish a Control marker. The Colonial

Combat procedure for either reason is the same. A victory by the Great

Power in this case would both remove the Unrest marker and establish

his Control marker.

e A Minor Power will engage in Colonial Combat in any
Area it Controls that is in Unrest.

A Minor Power is never required to engage in Colonial Combat solely to

establish a Control marker. If directed to be active in an Area that is

Unrest, however, the Minor Power may attempt to suppress the Unrest.

See Minor Powers.

In either case, Colonial Combat is resolved by comparing the

number of Army Unit Strength Points the Power has in the

Area with the Area's Combat Strength. The two Strengths are

compared as a ratio, the player refers to the appropriate

Combat Results Table, and rolls one die. The die roll will result

in the defeat of either the native population or the defeat of the

player's Army Units.

Note that Colonial Combat in an Area with a Combat Strength of zero

is automaticaltly successful, provided a Power has an Army Unit present

in the Area.

COLONIAL COMBAT
TO ESTABLISH A CONTROL MARKER

In order to establish a Control marker in an Area, a Great
Power must defeat the Area in Colonial Combat. If the Great
Power defeats the Area, the Status Change marker is
immediately removed and the Status marker is considered
established.

If the Great Power does not defeat the Area, the
unestablished Status marker is removed and the Power's Army
Units must retreat (unless, of course, they have been
eliminated in the Colonial Combat).
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EV: Economic Value. CS: Combat Strength.

UNORGANIZED AREAS
ADJACENT ADJACENT ADJACENT ADJACENT
EV  AREA NAME CS SEA ZONES AREAS EV_AREA NAME CS SEA ZONES AREAS
8 Algiers 3 Mediterranean Marocco, Taureg, Tunis 4 Togoland 1 South Atlantic ~ Gold Coast, Kambara, Nigeria,
. ' Sokoto
8 Dutch East Indies 3 Indian, Sarawak
North Pacific, 4 Turcomania 2 - Afghanistan, Persia, (Russia)
South China 4 Uganda 1 - Kenya, Kongo, Soudan, Tanganyika
8 Egypt 5 Mediterranean, Anatolia, Soudan, Tripoli 3 Aden 1 Indian _
Indian 3 Baluchistan 3 Indian Afghanistan, Persia, Punjab,
8 Kongo 1 South Atlantic ~ Angola, Gabon, Kamerun, Rhodesia, Rajputana
Tanganyika, Tchad, Ugand :
Soudan, Tanganyika, Tehad, Uganda 3 Gabon 1 South Atlantic  Kamerun, Kongo
. . . . 4 Si
¥, Doobin Gk 3 Sk i ntlocliies, Sla 3 Kaiser Wilhelm's 1 Oceania New Guinea, Papua
7 Hindoostan 5 Indian Bengal, Rajputana, United Provinces Land
7 Tanganyika 1 Indian Kenya, Kongo, Mozambique, 3 Kambara 1 - Ashantee, Gold Coast, Mauretania,
Rhodesia, Uganda Senegambia, Sokoto, Togoland
6 Alaska 1 North Pacific ~ Canada 3 Kashmir 3 - Afghanistan, Punjab, Sin-Kiang, Tibet
6 Bengal 5 Indian Burma, Hindoostan, Siam, Tibet, 3 Mauretania 1 North Atlantic  Kambara, Rio de Oro, Senegambia,
United Provinces Taureg
6 Cuba 3 North Atlantic, — 3 Papua 1 Oceania Kaiser Wilhelm'’s Land, New Guinea
Caribbean 3 Soudan 2 Indian Abyssinia, Egypt, Eritrea, Kongo,
6  Federated 2 Indian, Siam Tchad, Uganda
Malay States South China 3 Sudwest Afrika 1 South Atlantic ~ Angola, Bechuanaland, Cape Colony,
6 Kenya 2 Indian Abyssinia, Somalia, Tanganyika, Rhodesia
Uganda 3 Taureg 1 - Algiers, Marocco, Mauretania, Rio de
6  Nigeria 3 South Atlantic ~ Kamerun, Sokoto, Togoland Oro, Sokoto, Tripoli
6 Philippines 5 North Pa(?ific, - 2 Afghanistan 10 - Baluchistan, Kashmir, Persia, Punjab,
South China Turcomania, (Russia)
6 United Provinces 3 — Bepgal, Hindoostan, Punjab, 2 Bechuanaland 1 - Cape Colony, Rhodesia, Sudwest
Rajputana Afrika, Transvaal
5 Angola 1 South Atlantic ~ Kongo, Rhodesia, Sudwest Afrika 2 Guiana 1 North Atlantic  Brasil, Venezuela
5  Eritrea 2 Indian Abyssinia, Berbera, Soudan 2 New Guinea 1 Oceania Kaiser Wilhelm's Land, Papua
5 Hawaii 1 South Pacific, — 2 Rio de Oro 1 North Atlantic  Marocco, Mauretania, Taureg
i
Sl Fecie 2 Sokoto 1 - Kambara, Nigeria, Taureg, Tchad,
5 Kamerun 1 South Atlantic ~ Gabon, Kongo, Nigeria, Tchad Togoland, Tripoli
5  Madagascar 1 Indian - 2 Tchad 1 - Kamerun, Kongo, Sokoto, Soudan,
5 Marocco 3 North Atlantic, Algiers, Rio de Oro, Taureg Tripoli
Mediterranean 1 Newfoundland 3 North Atlantic  Canada
5 Mozambique 1 Indian Rhodesia, Tanganyika, Transvaal
Porto Ri 2 North Atlantic, —
> fonofeo cottbean CHINESE EMPIRE AREAS
5 Rajputana 3 Indian Baluchistan, Hindoostan, Punjab, EV  AREA NAME cs ;\B{[\Z%ENNFTS QQE\?ZNT
United Provinces 8 Central China 10 — Fukien, Inner Mongolia, Kansu,
5  Rhodesia 1 - Angola, Bechuanaland, Kongo, Manchuria, Shang-Hai, Shan-Tung,
Mozambique, Sudwest Afrika, Szech-Wan
T: ika, T |
anganyixa, Transvaa 8  Manchuria 5 North China Central China, Inner Mongolia,
5  Senegambia 1 South Atlantic ~ Ashantee, Kambara, Mauretania Korea, Mongolia, Port Arthur,
5  Tunis 3 Mediterranean  Algiers, Tripoli (Russia)
4 Ashantee 1 South Atlantic  Gold Coast, Kambara, Senegambia 6 Hong Kong 1 South China Fukien, Kwang-Si
4  Berbera 1 Indian Abyssinia, Eritrea, Somalia 5  Yunnan 8 = Burma, Indochina, Kwang-Si,
4 Bismarck 0 Oceania - Sl
Archipelago 4 Fukien 5 South China Central China, Hong Kong, Kwang-Si,
Shang-Hai
4 Fiji 0 Oceania - angal
; 4 Kansu 3 - Central China, Inner Mongolia,
4 Gold Coast 1 South Atlantic ~ Ashantee, Kambara, Togoland Mangalis, SioKing, SoechWan,
4 New Hebrides 0 Oceania - Tibet
4 Punjab 3 - Afghanistan, Baluchistan, Kashmir, 4 Kwang-Si 5 South China  Fukien, Hong Kong, Indochina,
Rajputana, United Provinces Szech-Wan, Yunnan
4 Sarawak 1 South China Dutch East Indies 4 Port Arthur 1 North China ~ Manchuria
4 Somalia 1 Indian Abyssinia, Berbera, Kenya 4 Shang-Hai 3 North China  Central China, Fukien
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1 NEWFOUNDLAND
CANADA
ALASKA
A
MAROCCO
RIO DE ORO TAUR
HAWAII
MEXICO
CUBA PORTO RICO MAURETANIA
CENTRAL AMERICA KAMBAR.
SENEGAMBIA
PANAMA
VENEZUELA
COLOMBIA ASHANTEE
GUIANA GOLDCOAST  NIGE!
ECUADOR TOGOL#
KAMER
G
PERU BRASIL
Al
. BOLIVIA
CHILE
ARGENTINA
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RUMANLE MONGOLIA
SERBIA  piLGARiA g VANCHURIA b
y SIN-KIANG
ANATOLIA MONGOLIA ARTHUR KOREA
TURCOMANIA KASHMIR
TUNIS |GREECE CENTRAL CHINA
SHAN-TUNG
EGYPT AFGHANISTAN KANSU
TRIPQLI SHANG-HAI
PUNJAB TIBET )
QUWAIT BALUCHISTAN / SZECH-WAN
UNITED ——
PERSIA PROVINCES YUNNAN CORMOSA
SOUDAN RAJPUTANA o KWANGSL . HONG
50KOTO * BURMA KONG
ADEN
TCHAD ERITREA siam INDOCHINA
BERBERA
PHILIPPINES
ABYSSINIA HINDOOSTAN COCHIN CHINA
SOMALIA
FEDERATED SARAWAK
UGANDA MALAY STATES
P CUINEA
. EAST
KONGO KENYA INDIES
KAISER
TANGANYIKA WAISER b
LAND
BISMARCK
ARCHIPELAGO
RHODESIA PAPUA
AUSTRALIA
MOZAMBIQUE
FIjI
BECHUANALAND MADAGASCAR NEW
;T
’ TRANSVAAL HEBRIDES
ORANGE RIVER
FREE STATE
COLONY
NEW
ZEALAND

N
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ADJACENT ADJACENT ADJACENT ADJACENT
EV  AREA NAME €S SEA ZONES AREAS - EV  AREA NAME CS SEA ZONES AREAS
4 Shan-Tung 3 North China Central China 4 Abyssinia 4 - Berbera, Eritrea, Kenya, Somalia,
4 Szech-Wan 3 — Central China, Kansu, Kwang-5i, Soudan
Tibet, Yunnan 4 Central America 5 Caribbean, Mexico, Panama
b South Pacifi
3 Mongolia 1 - Inner Mongolia, Kansu, Manchuria, outh Facihe
Sin-Kiang, (Russia) 4 Panama 2 Caribbean, Central America, Colombia
South Pacifi
2 Inner Mongolia 1 - Central China, Kansu, Manchuria, Uiy Fastiic
Mongolia 4 Persia 3 Indian Afghanistan, Anatolia, Baluchistan,
T ia, (Russi
2 SinKiang 3 - Kansu, Kashmir, Mongolia, Tibet, urcomania, (Russia)
(Russia) 3 Bolivia 2 - Argentina, Brasil, Chile, Peru
2 Tibet 3 - Bengal, Kansu, Kashmir, Sin-Kiang, 3 Ecuador 6 South Pacific  Colombia, Peru
o Szech-Wan 3 Siam South China Bengal, Burma, Cochin China,
Federated Malay States, Indochina
CHINESE VASSAL AREAS
ADJACENT ADJACENT
EV  AREA NAME CS SEA ZONES AREAS Ar M I ‘
8  Korea 3 North China Manchuria, (Russia) ea ap ey
6 Formosa I North China, B See other side of this sheet.
South China 4-H: Abyssinia 3-L: Kwang-Si
6 Indochina 3 South China Burma, Cochin China, Kwang-Si, 3-J: Aden 6-]J: Madagascar
Siam, Yunnan 2-]: Afghanistan 2-L: Manchuria
4  Burma 3 - Bengal, Indochina, Siam, Yunnan 1-A: Ala:ska 2-F: Marocco .
2-G: Algiers 3-F: Mauretania
OTTOMAN EMPIRE AREAS 2-H: Anatolia 3-B: MCXICOI
5-G: Angola 2-L: Mongolia
ADJACENT ADJACENT . : . . :
EV  AREA NAME cs sn{ ZONES /\R{-‘.As 6-E: Argentina 5-H: Mozambique
- - g Bulara E ——-r 4-F: Ashantee 1-E: Newfoundland
7  Anatolia 20 g/itéll(turanean, garlla,s gg}?(, (;}(“eu ersia, 5-M: Australia 4-N: New Guinea
ac Quwait, Serbia, (Russia) 3: Baluchistan 6-N: New Hebrides
4 Tripoli 2 Mediterranean  Egypt, Sokoto, Taureg, Tchad, Tunis 6-H: Bechuanaland 7-N: New Zealand
3 Quwait 2 Indian Anatolia 3-K: Bengal 4-G: Nigeria
4-]: Berbera 6-H: Orange River Free State
INDEPENDENT AREAS 5-N: Bismarck Archipelago 4-C: Panama
‘ ABIACENT ADIACENT 5-D: Bolivia 5-N: Papua
ADJACE! ADJACENT . .
EV  AREA NAME Cs SEAZONES AREAS 5-E: Brasil 3-J: Persia
9 Brasil 20 South Atlantic ~ Argentina, Bolivia, Colombia, i:{ gulgana Sg/l girr .
Guiana, Peru, Venezuela -Li burma 4-M: tippines
- - - 1-C: Canada 2-M: Port Arthur
9 Canada 10 North Athqtlc, Ala§ka, Newfoundland, 6-G: Cape Colony 3.D: Porto Rico
North Pacific _{United States) 3-C: Central America 3-K: Punjab
8  Australia 10 Indian, — 2-L: Central China 3-J: Quwait
Oceania 6-D: Chile 3-K: Rajputana
8  Cape Colony 10 South Atlantic, Bechuanaland, Orange River Free 4-L: Cochin China 5-H: Rhodesia
Indian State, Sudwest Afrika, Transvaal 4-C: Colombia 3-F: Rio de Oro
; . . . . 3-C: Cuba 2-H: Rumania
7 Argent 10 South Atlant Bolivia, Brasil, Chil
genting o antie = e 4-M: Dutch East Indies 4-M: Sarawak
7 Mexico 20 Caribl’;eanI A Central America, (United States) 4-C: Ecuador 3-F: Senegambia
North Pacific 2-H: Egypt 2-H: Serbia
7 Orange River 5 — Cape Colony, Transvaal 3-H: Eritrea 2-M: Shang-Hai
Free State 4-L: Federated Malay States 2-M: Shan-Tung
7 Transvaal 15 — Bechuanaland, Cape Colony, Orange 5-N: Fiji 3-L: S?am )
River Free State, Mozambigque, 3-M: Formosa 2-K: Sin-Kiang
Rhodesia 3-M: Fukien 3-G: Sokoto
: . 4-G: Gabon 4-]: Somalia
New _
6 ew Zealand 5 Oceania 4-F: Gold Coast 3H: Soudan
5  Bulgaria 10 Black Anatolia, Rumania, Serbia 2-H: Greece 6-G: Sudwest Afrika
5  Chile 6 South Pacific  Argentina, Bolivia, Peru 4-D: Guiana 3-L: Szech-Wan
5 Colombia 7 Caribbean, Brasil, Ecuador, Panama, Peru, 3-A: Hflwa“ S_Hf Tanganyika
South Pacific ~ Venezuela 4-K: Hindoostan 3-G: Taureg
- - 3-M: Hong Kong 3-H: Tchad
5 Greece 10 Mediterranean  Anatolia 3.L: Indochina 3-K: Tibet
5 Peru 7 South Pacific  Bolivia, Brasil, Chile, Colombia, 2-L: Inner Mongolia 4-G: Togoland
) Ecuador 5-N: Kaiser Wilhelm's Land 6-H: Transvaal
5 Rumania 10 Black Bulgaria, Serbia, (Austria-Hungary), 3-G: Kambara 2-G: Tripoli
(Russia) 4-G: Kamerun 2-G: Tunis
5 Serbia 10 — g:z;togie;, Bulgaria, Rumania, (Austria- gk EZ?;;” i{{ ”S.;;C:(;‘l;ama
- 4-H: Kenya 3-K: United Provinces
5  Venezuela 7 Nor.th Atlantic, Brasil, Colombia, Guiana 4-H: Kongo 4-D: Venezuela
Caribbean 2-M: Korea 3-L: Yunnan
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Note that the established and unestablished Status markers of any other
colonial Powers in the Area, if any, are not affected, whatever the
outcome of another Power's attempt to establish a Control marker.
More than one Power can attempt to establish a Control
marker in an Area in a single Colonial Combat Phase. Each
Colonial Combat is resolved individually, having no effect on
any other Power's attempt. If two or more Powers successfully
establish Control markers, a Casus Belli will exist (place a
Casus Belli marker as a reminder of unfinished business).

COLONIAL COMBAT TO SUPPRESS UNREST

Any Great Power that has an Army Unit in an Area that is in
Unrest can attempt to suppress the Unrest. That Great Power
can also attempt to establish a Control marker in an Area that
is Unrest, if he has an Army Unit present. The player need
conduct Colonial Combat only once to accomplish both of
these goals. Note that, once any Power in an Area has
suppressed Unrest, the Unrest marker is removed. Any other
Power in the Area that is attempting to establish a Control
marker must engage in Colonial Combat on its own — not to
suppress Unrest, but simply to establish its marker.

No one Power can ever engage in Colonial Combat in a given Area more
than once per Colonial Combat Phase. All Army Units belonging to a
Power in an Area must engage in Colonial Combat if any do so, all
Army Units belonging to that Power are then subject to any results.

Unrest in a Controlled Area

Unrest in an Area with an established Control marker is a
revolt by the natives against that colonial Power. During the
Colonial Combat Phase, the Power can attack an Area in revolt
with any Army Units it has there. If the Power defeats the
Area, the Unrest marker is removed and no change in status
occurs. If an Unrest marker remains in such an Area during
the Marker Adjustment Phase, the colonial Power's Status
marker is removed, all Military Units (Army and Naval) in the
Area must retreat, and the Unrest marker is then removed; the
revolt has been successful.

Note that the Status markers of any other colonial Powers in the Area,
if any, are not affected, whatever the outcome of the revolt. Also note
that other colonial Powers cannot intervene in the Area. It is possible
that an Area that begins the game as a Possession or Dominion can lose
its Status marker as a result of Unrest.

Unrestin an Influence Area

If an Unrest marker is placed in an Area where one or more
players have established Influence markers, the Unrest
marker represents a general revolt against colonial
domination. Any player with an Influence marker in the Area
can move Army Units into the Area during the Movement/
Status Change Phase and attempt to defeat the Area during the
Colonial Combat Phase. If any player succeeds in doing so, the
Unrest marker is removed. If the Unrest marker remains in
the Area during the Marker Adjustment Phase, all Status
markers are removed from the Area, and any Military Units in
the Area are required to retreat.

Note that Powers cannot combine forces to suppress Unrest. If two or
more Powers have Military Units in an Unrest Area, they can engage in
Colonial Combat in succession, with each successive Power's Military
Units suffering elimination or retreat until the Area is defeated (and the
Unrest marker is removed) or no Power’s Units remain in the Area.

Unrestin a Neutral Area

If Unrest occurs in an Area where no Power has any
established marker, or where there are Interest markers only,
the Unrest marker represents general internecine warfare in
the Area. Any Great Power can intervene in the Area to put
down the Unrest by defeating the Area during the Colonial
Combat Phase. If any Power succeeds in doing so, the Unrest
marker is removed. If the Unrest marker remains in the Area
during the Marker Adjustment Phase, all Status markers are
removed from the Area, and any Military Units in the Area are
required to retreat.

Unrest in Codominions

If an Area in Unrest is a Codominion, any of the member
Powers (but no others) can move Military Units there and
attempt to suppress the Unrest. Military Units representing
different Powers in a Codominion can combine their Combat
Strengths in a single attempt to suppress the Unrest.

COLONIAL COMBAT RESOLUTION

There are two Combat Results Tables, located on each Player
Sheet, labelled 1 and 2. Table 1 is used when the total Combat
Strength of the smaller force (whether the Area or the colonial
Power) is less than 5. Table 2 is used when the Combat
Strength of the smaller force is 5 or more.

The total Combat Strength of the attacking Units is
compared with the Combat Strength of the Area as a Strength
Point ratio. This Strength Point ratio is rounded off in favor of
the Area to one of the ratios found on the Combat Results
Tables (see Player Sheet).

Example: Manchuria is in Unrest, and the Russian player moves an
Army (10) Unit and an Army (3) Unit into the Area, together with a
Protectorate marker he will attempt to establish. The Combat Strength
of Manchuria is 5. The Strength Point ratio is 13-to-5, which is rounded
off to 2-to-1. To have a ratio of 3-to-1, the Russian player would need
two more Army (1) Units to bring his Combat Strength total to 15.
Once the Strength Point ratio is determined, refer to the
appropriate Combat Results Table, roll one die, and cross-
reference the die roll with the Strength Point ratio to
determine the result. There are six possible results.

AE: Attacker eliminated. All of the colonial Power's Army
Unitsin the Area are removed from the map.

AR: Attacker retreat. All of the colonial Power's Army Units in
the Area must retreat. If the Area is adjacent to another Area
that is Controlled by the player, he can retreat to that Area. If
the Area is connected to a Sea Zone containing one of the
player's Merchant Fleets, he can retreat by sea through
connected Sea Zones (Communication Link) to any Area he
Controls or to his Home Area. If a player cannot retreat his
Units, they are instead eliminated.

EX: Exchange. If the Area's Combat Strength is less than the
player's total Army Unit strength in the Area, the player must
eliminate one or more Armies whose combined Combat
Strength is at least equal to the Combat Strength of the Area. If,
after he has made his elimination, he has any Units remaining
in the Area, the Area is defeated. If the Area’s Combat Strength
is greater than or equal to the player's, treat thisasan “AE!
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2EX: Half exchange. If the Area’s Combat Strength is less than
or equal to the player's total Army Unit strength in the Area,
the player must eliminate one or more Armies whose
combined Combat Strength is at least equal to one-half the
Combat Strength of the Area. If, after he has made his
elimination, he has any Units remaining in the Area, the Area
is defeated. If the Area’s Combat Strength is greater than the
player's, treat thisasan "AE!

DR: Defender retreat. The Area is defeated.

Note that, when used for resolving attacks in War, several of these
results have different meanings from those used in Colonial Combat.

DE: Defender eliminated. The Area is defeated.

NEGOTIATION

During the Negotiation Phase, players have an opportunity to
resolve disputes which constitute Casi Bellorum. Under
certain circumstances, a dispute will result in a full-dress
Congress of Europe, when certain special rules come into
effect. Most disputes result from the placement of Control
markers. Such disputes can be resolved by several means.

1. A player can agree to remove his Control marker, thus
ending the dispute. In this case, the £'s spent to purchase the
marker are lost.

This means of settling a dispute (as well as 2 and 3 below) can force
the European Tensions Index to increase. As a rule of thumb, any time
a Status marker is removed because of a Status conflict in an Area,
the European Tensions Index increases.

2. Influence markers cannot remain in an Area where a
Control marker is established. If a Control marker has been
played on an Area where other players have Influence, they
can agree to voluntarily remove their Influence markers,
allowing the Control marker to be established. If a
Protectorate (not Possession) is established, removed
Influence markers can be replaced with Interest markers
(since Interest markers are permitted in Protectorates).

3. During the Congress of Europe Phase, players can freely
remove markers from the map, even if no dispute exists in an
Area where a marker is removed. Also, a player can always
‘give” his marker to another Power, removing it and replacing
it with an equivalent marker owned by the receiving Power.
Alternatively, he can give another player a Codominion in an
Area he Controls by taking one of that player's Status markers
and placing it in the Area. Consequently, a dispute can be
resolved by giving a Power something else in exchange for his
removal of an Influence or Control marker.

Markers placed in this manner are placed at no £ cost.

4. Players can agree to establish a Codominion in an Area. All
players with Influence or Control markers in an Area must
agree for a Codominion to be established there. Basically,
when a Codominion is established in an Area, more than one
Control marker is placed in the Area. All Powers with Control
markers there are considered to control the Area jointly with
the other Powers. All of them have the same rights they would
have in a sole Protectorate or Possesion; all receive full
income, all can move Military Units into the Area; and so
forth. If a Codominion is established in an Area where one
Power has an Influence marker, he can (with the agreement of
other players establishing a Codominion) upgrade his
Influence marker to a Protectorate by spending 10£ to do so.
Historical Note: A Codominion represents one of two things. Some
Areas were partitioned between Powers; Marocco, for example, was
partitioned between France and Spain. Other Areas were ruled jointly
by two Powers, as the New Hebrides was by France and Britain. The
case of New Hebrides is a fascinating one. British citizens were ruled by
British law, and French citizens by French law. The judicial system was
operated by a panel of three judges, one appointed by each of the two

Powers, and a third appointed by the King of Spain as a neutral party. It
was a bizarre and successful experiment at multi-state rule. Note that
Guiana begins the game as an Anglo-Franco-Dutch Codominion (each
ruled about a third of the Area).

TREATIES

Treaties are formal agreements among players. Players can
make any informal promises to one another, but such
promises can be broken without penalty (other than of a
purely personal nature). Treaties, on the other hand, must be
written and signed by the players who are party to them.
Treaties must be written in order to avoid disputes over what the signers
of a Treaty really meant. If players wish, they can waive this
requirement (o speed play somewhat, at the price of increasing the
likelihood of disputes. For those who do wish to write Treaties, a blank
is printed on the back of the Minor Powers "Player” Sheet, which you
can use as a model or to photocopy.

You can make any stipulation you wish in a Treaty. A Treaty
can involve the exchange of Status markers upon signature or
at a later time; it can stipulate that a player not place markers
in particular Areas; it can require payment of £'s by one player
to another; it can require a player to build Military Units or
prohibit him from doing so; it can require or prohibit more
than a certain number of Military Units in a particular Area or
region of the world.

Treaties can also stipulate military Alliances, either under
restricted conditions or not. For example, a Treaty might state
that one Power would come to the defense of another if the
original Power were attacked by a third Power. In effect, a
Treaty can stipulate virtually anything that does not
contravene the rules of the game.

Any violation of a Treaty constitutes a Casus Belli. Any
party to a violated Treaty can declare War against a violating
Power, or a party can convene a Congress of Europe to invoke
sanctions against a violating player.

A Treaty can also give one Power a Casus Belli if a non-
signer takes some action against another signer, or if another
signer obtains a Casus Belli. For example, signers of a
defensive Alliance Treaty are obligated to come to one
another’s defense. If a non-signer declares War against a
signer, all other signers have Casi Bellorum against the
declarer.

Players are free to keep the terms of Treaties secret from
each other. They are not required to reveal the details of a
Treaty, or even let on that a Treaty has been drawn up or
signed. If a secret Treaty is broken, however, a signer who
wishes to use that fact to obtain a Casus Belli must make the
Treaty public.

Secret Treaties must also be written. Otherwise, there is no way to prove
that a Treaty existed in the first place. Note, too, that secrecy can be
especially useful in forming the defensive Treaties needed by some
players to collect Bonus Victory Points.

By mutual agreement among parties to a Treaty, the Treaty can
be allowed to lapse. Also by mutual agreement, one signer of a
Treaty can be permitted to withdraw his signature while the
Treaty remains in effect for other signers. Any lapse or
withdrawal must be by mutual agreement among all parties;
otherwise, it constitutes breaking the Treaty and grants other
signers a Casus Belli.

CONGRESS OF EUROPE

A Congress of Europe is, essentially, a means of imposing a
Treaty on members of a dispute. Any player with a Casus Belli
against one or more other players or Minor Powers can call for
a Congress of Europe. Some or all of the Great Powers can
attend the Congress, to discuss the dispute and negotiate a
resolution. All parties to the dispute over which the Congress
is convened are automatically invited to the Congress. All
other European players (Great Britain, France, Germany,
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Italy, and Russia) may attend the Congress if they wish. The
United States and Japan are members of a Congress only if
they are party to the dispute, or if they are unanimously
invited to the Congress by all European Great Powers, or if the
Congress is held in the United States or Japan.

When a Congress is convened, the player who has called
for the Congress must stipulate a site. Any player's Home
Country is an acceptable site. Unless all players are party to
the dispute, the Congress must be held in a country that is not
party to the dispute. If all players are party, the Congress is
automatically held in Germany. The United States or Japan
can be a Congress site only if all European Great Powers are
party to the dispute, and the United States or Japan is not.

If there is more than one dispute in a single Game Turn
that cannot be resolved without recourse to a Congress, only a
single Congress is called. All parties to all such disputes are
members of the Congress (as well as the host country). The
Congress can consider disputes in any order, or a single Treaty
resolving all disputes at once can be proposed. If necessary,
the Congress may be called upon to vote to determine the
order in which disputes will be considered.

Once a Congress is called, any player attending can
propose a Treaty to resolve the matter. In the case of status
disputes, any such Treaty must resolve the dispute such that,
once the Treaty is accepted, Status markers do not occupy
Areas illegally. A Treaty can, however, make other
stipulations — including those that do not have a direct
bearing on the dispute.

Once a Treaty is proposed, the members of the Congress
must, after discussion, vote on it. A majority of the members
of the Congress is required for passage. In the event of a tie, the
host player can break the tie. If a Treaty is defeated, the
Congress continues until a Treaty is finally accepted, or one
party to the original dispute who has a legitimate Casus Belli
tires of the proceedings and declares War.

If a Treaty is passed, all parties to the original dispute are
asked to sign the adopted Treaty. If all do so, the terms of the
Treaty come into effect, and Status markers are altered or
removed as necessary. A player can refuse to sign a Treaty. If a
player does refuse, however, all other members of the
Congress — whether or not they were originally parties to the
dispute — have a legitimate Casus Belli against the player, and
they can declare War against him.

If a dispute member fails to sign, the dispute is still not
resolved. In this case, only one of two things can occur:
¢ A player can declare War against him, in which case the

dispute will be resolved on the field of battle.

e [f all players who have a Casus Belli decide not to declare
War, for whatever reason, and the dispute involves a
Casus Belli marker still on the map, some Status markers
must be removed to prevent a violation of the status rules.

In the latter case, the markers of the players who originally
had Casi Bellorum, but refuse to use them to declare war, are
removed from the Area, any Military Units illegally in the
Area are removed to their Home Countries, and the Casus
Belli marker is removed.

Unsuccessful resolution of a Congress of Europe also
resultsin an increase in the European Tensions Index.

Note that Austria-Hungary can be the site of a Congress of Europe, but
does not vote in the Congress — unless there is a tie, in which case the
German player can vote twice.

Historical Note: A Congress was a meeting of potentates or their
representatives to resolve issues of great import troubling Europe. The
congressional system evolved gradually over the course of the 17th, 18th
and 19th Centuries. They were called infrequently — the last great
Congress was that in Berlin in 1879 — but similar meetings of less
importance, known as “conferences” and operating under similar rules
met more frequently. The Congressional system was s civilized and
elegant one, a meeting of equals. Although it sometimes broke down into
committees, the main work was done in a single chamber. A Congress
was presided over by the foreign minister of the state in which it was
held, or his representative. The attendees sat at a horseshoe-shaped
table, seated in alphabetical order (in the French language, which
usually meant that Germany — Allemagne — was seated first).

In theory, any state affected by an issue which a Congress was
called to resolve could participate, although in practice the Great
Powers often ignored the lesser states. (For example, at the conference of
1869, which determined the destiny of Crete, no Greek representative
was called to attend.) Decisions were taken only by unanimous consent,
and were summarized in a “protocol” drawn up at the end of the
conference. Many times in the course of the 19th Century, Congresses
prevented war by resolving issues of contention.

To an extent, these Congresses were the precursors of the League of
Nations and the United Nations; unlike those institutions, they worked.
Perhaps they were viable because they evolved, rather than being
planned, and, through evolution, reflected the strengths of the Great
Powers, rather than working according to a visionary and impractical
master schema. The revival of such a system would be beneficial today,
alas, the nature of the Congress requires the existence of several more or
less equally powerful states — something lacking in the bi-polar post-
War period.

CHINESE RESENTMENT

Throughout the Game Turn, and especially during the
Chinese Resentment Phase, players must periodically adjust
the Chinese Resentment Index whenever a condition on the
Chinese Resentment Increase Summary is met. During each
Chinese Resentment Phase — after the adjustment is made to
the Track — roll two dice. If the total on the two dice is less
than the number in the space occupied by the 10's marker on
the Track, a Chinese Rebellion will occur in the immediately
following War Phase.

For example, if the current total on the Chinese Resentment Index is 82,
the 10s multiple is 8, any dice roll of 7 or less requires that a Chinese
Rebellion occur.

If the Chinese Resentment Index reaches 99, it remains there
until an 8 or less is rolled for Chinese Rebellion.

The Chinese Resentment Increase Summary indicates
which events affect the Resentment Index. Note that some
conditions affect the Index at the instant they occur; other
conditions affect the Index during the Chinese Resentment
Phase. Some conditions affect the Index both instantly and
during the Chinese Resentment Phase.

Note that a Summary of Chinese Resentment Increases is provided on
the France and Japan Player Sheets. It is recommended that these
players keep track of increases as they occur and during the Chinese
Resentment Phase
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CHINESE REBELLION

During the Chinese Resentment Phase, players determine
whether or not a Chinese Rebellion will occur in the following
War Phase. A Chinese Rebellion represents a War between the
Empire of China and all colonial Powers. When a Rebellion
occurs, it is played out in a series of War Phases, before any
other Wars that may occur in the Game Turn are resolved.

During a Chinese Rebellion, China is always the First
Alliance, while each colonial Power (Great and Minor) that
has one or more Influence or Control markers in any Chinese
Empire or Chinese Vassal Area is a member of the Second
Alliance. Even if some colonial Powers are at War with one
another as a result of a declaration of War during the Congress
of Europe Phase, they are still allied during the Chinese
Rebellion, and cannot attack one another until the Rebellion is
resolved.

During Second Alliance Phases, the colonial Powers that
are members of the Second Alliance move their Units, attack
Chinese Units, and determine supply status, just as they

would in any other War. /\ A A /
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When a Chinese Rebellion occurs, the players must
determine how many Chinese Armies appear on the map, and
where they are placed. Roll one die; the number rolled is the
number of Chinese Armies that appear. The players must roll
once on the Chinese Army Placement Table (on your Player
Sheets| for each Chinese Army that will appear. More than one
Army can appear in a single Chinese Area. No Army can
appear in an Area that is a Possession of a colonial Power,
although Chinese Armies can appear in Protectorates. Take as
many Chinese Armies as necessary from the counter storage
tray and place them in the indicated Areas.

Note that, if all Chinese Areas are Possessions, no rebellion can occur.
The Chinese Resentment Index will continue to rise normally to 99.
Should a Possession marker be removed somehow, the Rebellion can
then occur.

During a Chinese Rebellion, colonial Power Units can enter
any Chinese Empire or Chinese Vassal Area (as well as their
own Protectorates and Possessions).

Determining Chinese Army Movement

During the First Alliance Maneuver Phase, the players must
determine how each Chinese Army will move. A Chinese Army
in an Area that contains any colonial Army will not move. If
a Chinese Army begins in an Area that contains no colonial
Armies, it will move toward the closest Area that does contain
a colonial Army. If two or more eligible Areas are equidistant,
roll a die to determine where the Chinese Army will move.
Chinese Armies, like other Armies, can move only from one
Area to an adjacent Area in an Alliance Maneuver Phase.
Chinese Armies can enter only Chinese Empire and Chinese
Vassal Areas (whether or not such an Area is a Possession or
Protectorate of a colonial Power). Colonial Armies that are not
in Chinese Empire and Chinese Vassal Areas are not considered
when determining where a Chinese Army will move.

During a First Alliance Attack Phase, every Chinese Army
in an Area that contains enemy Units will attack those Units,
regardless of the odds. If more than one Chinese Army is in an
Area, they will combine their Combat Strengths into a single
total when they attack. If more than one colonial Power Unit is
present in an Area, they will combine their Combat Strengths
into a single total when defending, even if they are of different
nationalities.

When forced to retreat, Chinese Armies retreat according
to the following preference: (1) into an Area that contains no
enemy Units and is free of Control markers; or (2) into an Area

that contains a Control marker, but no enemy Units. If there
are two or more Areas of equivalent preference to which a
Chinese Army can retreat, use a random method to determine
to which the Army retreats. Armies can never retreat into
Areas other than Chinese Empire and Chinese Vassal Areas. A
Chinese Army that cannot retreat is eliminated.

Chinese Empire and Chinese Vassal Areas that are neither
Protectorates nor Possessions retain their intrinsic Combat
Strengths. When Chinese Armies attack or defend in such an
Area, they add the Area's Combat Strength to their total. If
Chinese Armies attacking in such an Area suffer an Attacker
Eliminated or Attacker Retreat result, the Area is considered
defeated. Likewise, an Area is defeated if a Defender Retreat
or Defender Eliminated result, or an Ex or “2Ex result if the
defending strength is less than the attacking strength, is
inflicted on the Area by colonial Units. A defeated Area loses
its Combat Strength for the rest of the Rebellion.

If, at the end of any Second Alliance Attack Phase, a
Chinese Army is in an Area that contains no colonial Armies
but contains Status markers of any kind, those Status markers
are removed. If the removed Status marker is a Control
marker, the Area immediately regains its Combat Strength.

Ending a Chinese Rebellion
A Chinese Rebellion ends in one of two ways:

1. If, during any War End Determination Phase, there are no
Army Units owned by colonial Powers in any Chinese Empire
or Chinese Vassal Area (including Hong Kong), the Rebellion
has been successful. All Status markers in Chinese Empire and
Chinese Vassal Areas are removed. All Chinese Armies are
removed from the map, and the Chinese Resentment Index is
reduced to zero.

2. If, during any War End Determination Phase, there are no
Chinese Armies remaining on the map, the War has ended in a
colonial Power victory. Status markers on the map remain
where they are. The Chinese Resentment Index becomes zero.
Next, the colonial Powers involved in the War can demand
reparations from the Chinese government. Each colonial
Power who has any remaining Units in any Chinese Empire or
Chinese Vassal Area can demand the cession of one Chinese
Area. Only defeated Areas can be ceded. If there are fewer
defeated Areas than there are colonial Powers with Units in
China, the Powers must decide among themselves who will
receive the defeated Areas. Any Power can declare that he
does not wish to receive an Area; a Power can also acquire an
Area and return it to China. Each player who receives an Area
can place a Control marker in the Area at no £ cost. Draw up a
Treaty stipulating the Areas ceded to each Power.

The demands of Great Powers are always met first, even if this means
that Areas defeated by Minor Powers go to Great Powers, and Minor
Powers end up with nothing.

If the players cannot agree, no Areas are ceded. Only those
players with Units in China at the end of the Rebellion are
required to agree; the agreement of other players is not
required. If any Minor Powers participated in the Rebellion,
the demands of the Great Powers involved are met first;
thereafter, Minor Powers will demand Areas. The demands of
the Minor Powers are met in the following order: Russia,
Japan. The Great Powers must determine which Areas are
ceded to Minor Colonial Powers. If the Great Powers decide
that no Areas are to be ceded (or they cannot agree), no Minor
Power receives Areas.

If Russia is a Minor Power, Russian Units are controlled
during a Chinese Rebellion by the French player. Similarly, if
Japan is a Minor Power, its Units are controlled by the British
player. If a Minor Power has no Influence or Control marker in
at least one Chinese Empire or Chinese Vassal Area, it does not
participate in the Rebellion, and no controlling player is
required.
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If, after Areas have been ceded at the end of a Chinese
Rebellion, there are any colonial Power Units in Areas that are
not Controlled by the owning player, the players must imme-
diately move those Units to Areas where they are legally
entitled to be. Follow the procedure for movement of Units
during the Movement/Status Change Phase.

Readjusting the Chinese Resentment Index

After reducing the Chinese Resentment Index to zero, players
must immediately consult the Chinese Resentment Summary
and increase the Index accordingly for each Status marker
placed in a ceded Chinese Empire or Vassal State. Do not, at
this time, count Areas that have pre-Rebellion markers; during
the ensuing Chinese Resentment Phase, all Areas are counted
normally.

Historical Note: In 1894, Sino-Japanese conflict over Korea escalated
into war, one speedily won by Japanese arms. The terms of the peace
involved the cession of Formosa and the Liao-Tung peninsula to Japan,
as well as recognition of Japanese rights in Korea. Russia, disturbed by
this, called for intervention by the Great Powers, and the agreement was
modified: of its conquests, Japan kept only Formosa, together with a
sizeable sum in reparations. France and Russia achieved privileges in
the north and south of the Chinese Empire in return for their support; in
the case of the Russians, these privileges rapidly developed into a virtual
annexation of Port Arthur. In short order, the French also achieved
rectification of the Indo-Chinese border; a Burmese border settlement
was achieved on terms favorable to Great Britain, and Germany
obtained a 99-year lease over Kiaochow in the Shan-Tung peninsula. In
1898, Britain obtain possession of Wei-hai-wel, a port city in Shan-Tung,
chiefly as a counterweight to growing Russian power in the north.

In short, it seemed as if the partition of the Chinese Empire was
near. Starting in 1898, an anti-colonialist upsurge began to grow in
China. Initially, it was connected with an association of lower-class
thugs whose ideograph was one meaning “the way of the righteous fist,”
somewhat loosely translated as "Boxer.” The Boxer movement was anti-
colonialist, anti-Western, and wholly reactionary, although some modern
historians have tried to paint it as the first of the left-wing nationalist
insurgencies. Its ideas were enthusiastically adopted by the dowager
Empress and her court, then engaged in a power struggle with the
Europhile young emperor, Kwang-su. Innumerable atrocities against
Westerners (and Japanese) resident in China and against Chinese
Christians were perpetrated. By June of 1900, bands of Boxers roamed
the countryside, pillaging Christian villages and tearing up the Peking-
Tientsin railroad. The chancellor of the Japanese legation and a German
minister were murdered.

On June 20th, 1900, Chinese troops opened up on the diplomatic
legations in Peking. The result was intervention by virtually all the
Great Powers: Japan, Britain; France, Germany, Italy, Russia, and the
United States. This is not the place to detail the military operations or
the diplomatic consequences, suffice it to say that by December, order
had been restored.

WAR WITH THE OTTOMANS

If any Power establishes a Control marker in any Ottoman
Empire Area, the Ottoman Empire will declare War on that
Power during the ensuing War Determination Segment.
Upgrading an existing Control marker will not trigger an Ottoman War
— only the establishment of a new Control marker.

Wars with the Ottoman Empire are resolved after Chinese
Rebellions, but before any other Wars. When the Ottoman

Empire declares War, any player can announce that he is
coming to the Empire's aid. Also, any Power can declare that
he is coming to the aid of the Power with whom the Ottoman
Empire is fighting. During the Alliance Determination
Segment, players can declare whether they are declaring for
one side or another. If the Ottoman Empire has no allies, it acts
like the Chinese Empire during a Chinese Rebellion; that is, it
is the First Alliance, it moves to Areas within the Ottoman
Empire containing enemy Units, and attacks them. However,
the Ottomans will attack only Units belonging to Powers with
which they are at War. If the Ottoman Empire has allies, the
allied Great Powers determine how its units move and engage
in combat, and initiative is determined normally. Independent
Ottoman Areas (those without Control markers) retain their
Area Combat Strengths, as do Chinese Empire and Chinese
Vassal Areas.

When the Ottomans declare War, place 3 Ottoman Armies
in Anatolia (regardless of whether or not that Area is
Controlled).

If the Ottoman Empire has allies, the War is fought like
any normal War, except that the Ottoman Empire is treated as
a Minor Power allied to its Great Power allies. If it has no
allies, the War is over when, at the end of any War
Determination Phase, there are no Units belonging to the
Empire’s enemies in any of the three Ottoman Areas, or if there
are no remaining Ottoman Armies or allied Units in the
Ottoman Empire. In the former case, all Status markers
belonging to the Empire’s enemies are removed; in the latter
case, no reparations can be demanded from the Empire. At the
end of an Ottoman War, Powers may be required to move their
units, as in a Chinese Rebellion.

If Egypt is not Controlled by any Power, Ottoman Units
can enter the Area (presumably on their way to or from
Tripoli). If Egypt is Controlled by an Ottoman ally or Ottoman
enemy, Ottoman Units can similarly enter the Area and
engage in combat there. Ottoman Units can never enter any
other Area outside the Ottoman Empire.

If Egypt is Controlled by a neutral Power, it is possible for
Ottoman Armies to remain in existence and for enemy Units
to remain in Tripoli. In this case, the Ottoman Armies cannot
move through Egypt to fight the enemy Units in Tripoli. In
such a case, the War with the Ottomans can be ended during
any War End Determination Phase upon demand of the
Ottoman’s enemies. They retain Status markers in Tripoli;
markers in the Ottoman Empire and Quwait are removed; and
all Ottoman Armies are removed from the map.

Historical Note: Egypt is a bit of an anomaly in the game. In fact, it
was in 1880 an independent state under the nominal sovereignty of the
Ottoman Empire, although the Khedive of Egypt acted as a free agent,
and had even, in the past, warred with the Ottomans. Egypt was,
however, deeply in debt to British and French bondholders and, at
various times, its government was in practice controlled by a dual
commission appointed by those two states. Egyptian finances were in
abysmal shape so that, in 1882, Britain felt compelled to intervene and
take formal control of the country (to the dismay of the French). One of
the many peculiarities of this was that Britain's Prime Minister at the
time, Gladstone, was an avowed anti-colonialist.

Although an independent state, Egypt is protrayed in the game as an
Unorganized Area, because its debt provides a convenient excuse for any
colonial power to annex it.
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From Tommy, by Rudyard Kipling
Yes, makin’ mock o' uniforms that guard you while you sleep
Is cheaper than them uniforms, an’ they're starvation cheap;
An’" hustlin’ drunken soldiers when they're goin’ large a bit
Is five times better business than paradin’in full kit.
Then it's Tommy this, an’ Tommy that, an’ “Tommy, 'ow’s yer soul?"
But it's “Thin red line of eroes” when the drums begin to roll —
The drums begin to roll, my boys, the drums begin to roll,
O its "Thin red line of eroes” when the drums begin to roll.

WAR

Essentially, War in Pax Britannica represents the failure of
negotiation to find a peaceful solution to a dispute. In order to
declare War, a player must have a Casus Belli against the
player with whom he wishes to go to War. Once a player with a
Casus Belli has declared War, the normal Game Turn is
abandoned, and play proceeds to the War Sequence.

THE WAR SEQUENCE

At the beginning of the War Phase (of the Game Turn
Sequence), players with Casus Belli can declare War. Once
War is declared (or a Chinese or Ottoman conflict is
determined to occur), the War Sequence is followed to
completion for each War fought in a Game Turn, in the
following order:

¢ Chinese Rebellion (if it occurs in this Game Turn).

e War declared by the Ottoman Empire (if it occurs in this
Game Turn).

e All other Wars, simultaneously.

Alliance Determination Phase

Each player involved directly in the War, or involved through
Treaty, determines the Alliance to which he belongs. If a
Minor Power, with no Great Power ally, constitutes one of the
Alliances, a player is appointed to control the Minor Power's
forces throughout the War.

Initiative Determination Phase

e If the War is a Chinese Rebellion, the Chinese Empire is
automatically the First Alliance, and the opposing Powers
constitute the Second Alliance.

e [f the Ottoman Empire has declared War, and the Ottoman
Empire has no Great Power ally, the Ottoman Empire is
automatically the First Alliance, and the opposing Powers
constitute the Second Alliance.

e If neither of the two preceding cases applies, one player
from each Alliance rolls one die. The Alliance rolling the
higher number becomes the first Alliance, and the
opposing Powers constitute the Second Alliance.

First Alliance Maneuver Phase
Players of the First Alliance can move the Military Units
under their control.

First Alliance Attack Phase
Players of the First Alliance can use their Military Units to
attack Military Units of the Second Alliance.

First Alliance Supply Determination Phase

Players of the First Alliance determine whether or not their
Army Units are in supply, and surrender those Army Units
that are not in supply.

Second Alliance Maneuver Phase
Players of the Second Alliance can move the Military Units
under their control.

Second Alliance Attack Phase
Players of the Second Alliance can use their Military Units to
attack Military Units of the First Alliance.

Second Alliance Supply Determination Phase

Players of the Second Alliance determine whether or not their
Army Units are in supply, and surrender those Army Units
that are not in supply.

War End Determination Phase

e If the players have negotiated an end to the War, proceed
to the Resolution Phase.

Note that players are free to negotiate at any time during a War, and to

draw up a Treaty.

e If no Army Units of one Alliance occupy any Area outside
the Alliance's Home Countries, proceed to the Resolution
Phase.

e If every Controlled Area of one Alliance is occupied solely
by enemy Army Units, proceed to the Resolution Phase.

e If three consecutive War Sequences have passed without
any attacks on either side, the War has ended in a
Stalemate; proceed to the Resolution Phase.

e If none of the four preceding conditions applies, return to
the Initiative Determination Phase and continue the War
Sequence from that point.

Resolution Phase

e If there are no further Wars to resolve in this Game Turn,
the players alter Status markers to reflect the outcome of
the War and any subsequent negotiations, return any
surrendered or at-sea Naval and Army Units to their
Home Countries or eligible Areas, and proceed to the
Victory Point Record Phase of the Game Turn Sequence.

e If there is another War to resolve in this Game Turn,
perform all the steps in the preceding condition, and
proceed to the Alliance Determination Phase of the War
Sequence.

CASI BELLORUM

A Casus Belli (pl. Casi Bellorum) is a “‘cause of war/ a conflict
between two Powers that must be resolved either by
negotiation or by War. In point of fact, players are prohibited
from declaring War on one another or on a Minor Power
without a Casus Belli. A summary of Casi Bellorum is
provided on each Player Sheet.

In practice, most Casi Bellorum will be resolved, without
recourse to War, through negotiation. As a general rule, a
Casus Belli is effective for only one Game Turn; if a player
does not use a Casus Belli to declare War against another
player on the turn that the conditions of the Casus Belli occur,
the Casus Belli expires and can no longer be used by that
player as a pretext for War.

Historical Note: The 19th Century, unlike our own, was a civilized
era. People generally believed that progress would lead to plenty for all,
and that as civilization spread, wars would die out. They had good
reason for this hope: save for the brief wars fought by Germany and
Italy during the course of their unifications, Europe had seen no general
war since the Crimea. True, wars sometimes occurred in such backward
places as the Balkans, the Soudan, or America, but progress would
bring peace. An important element in the establishment of worldwide
peace was, of course, the fact that all civilized nations acknowledged
and followed a code. Wars of raw aggression were ungentlemanly; wars
were fought only for reasons of national honor, and only because that
honor had been transgressed. In short, war was like a duel between
gentlemen, and duels may be fought only upon points of honor. In the
modern era, by comparison, war is a grim struggle for survival, fought
with every contrivance, without regard for the rights of individuals,
fought, as least in theory, to the last man capable of bearing arms. Yet
many historians castigate the Victorian era for its hypocrisy! Perhaps
civilization is nothing but an agreement upon certain hypocrisies which
permit peaceful intercourse.
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Casus Belli Markers

On the back of each Player Sheet is a Status Marker Placement
Effects Summary. This summary should be consulted
whenever two or more players place Status markers in the
same Area in a Movement/Status Change Phase, or when one
or more players place a Status marker in an Area that is already
occupied by one or more Status markers. The Summary will
clearly indicate where a Casus Belli exists.

Whenever the Status Marker Placement Effects Summary
indicates a Casus Belli, players should place a Casus Belli
marker in the Area, as a reminder that a Casus Belli exists in
the Area. All of these markers must be removed by the end of
the Game Turn by any of several means:

e As a result of Colonial Combat, the removal of one or
more Status markers can eliminate the Casus Belli.

® As a result of negotiation, one or more players can
voluntarily remove their Status markers.

e A Congress of Europe can call for the removal of markers.

® War can be declared. Once the War Sequence begins, all
Casus Belli markers are automatically removed.

Treaties and Casi Bellorum

Whenever a player breaks a formal Treaty, all other
signatories to the Treaty automatically have a Casus Belli
against that player.

Also, players can sign Treaties with one another that give
one signatory a Casus Belli if another signatory also obtains a
Casus Belli or has War declared against him.

For example, if France and Russia were to sign a mutual defense pact,
and Germany were to declare War against Russia, France would have a
Casus Belli and could declare War against Germany. Indeed, if France
failed to do so, it would have broken the mutual defense Treaty, giving
Russia a Casus Belli against France.

Similarly, Powers can sign "'mutual offensive’ Treaties. Such a
Treaty stipulates that, if one signer declares War, the other is
obligated to come toits aid. If Germany and Italy signed such a
pact, and Germany declared War on France, Italy would also
have a Casus Belli against France.

DECLARATIONS OF WAR

Any player with a Casus Belli can declare War against the
Power that produced the Casus Belli.

Note that, when player A declares War against player B, player B does
not reciprocate by declaring War on A in turn. This is important in
terms of European Tensions.

War can be declared at the outset of the War Phase or during
a Congress of Europe, if a disputant refuses to sign a Treaty
or tires of the proceedings. In the latter cases, if other disputes
remain that require resolution (and which will not be resolved
by the declared War, since they concern Powers other than the
disputants), those disputes should be resolved by Congress
before the Congress adjourns.

When War is declared, the players should consult the
Treaties in force to determine whether or not other Powers are
obligated to come to one of the warring Powers' aid. If so, an
obligated player must state whether he is fulfilling his
obligation by declaring War (with the consequent increase in
the European Tensions Index). If he does, he is an ally of one of

the warring Powers, and he is at War with the opponent(s). If a
player refuses to abide by his Treaty obligations, his Treaty
partners can declare War on him, in which case he is an ally of
the opposing side.

Defensive Treaty Example: Britain declares War on France, which
has a defensive Treaty with Germany. Britain's declaration increases the
European Tensions Index by 5. Germany is obliged to declare War on
Britain; if he does so, the European Tensions Index increases another 5
points. If he fails to do so, he has broken his Treaty with France, which
increases the Tensions Index by 5 and gives France a Casus Belli against
Germany (although, in practice, France would be foolish to use this to
declare War against Germany)

Important: If you have a defensive Treaty with a Power that
initiates a War, you are not obligated to declare war on his
behalf (this applies to Austria-Hungary).

Austria-Hungary, which is an independent Great Power
under the control of the German player, is considered to have
a defensive Treaty with Germany. If any Power declares War
on Germany, Austria-Hungary will come to Germany's aid
(and vice versa), and the German player can use the Austro-
Hungarian Units in the ensuing War. If Germany is the Power
to declare War, however, Austria-Hungary is not obligated to
aid Germany (and vice versa), since Germany is not fighting a
defensive War. In this case, Austria-Hungary is considered a
neutral during the ensuing War.

Normally, a War occurs between two different Alliances,
each of which moves during one of the two Alliance Maneuver
Phases. However, it is possible (though unusual) for a three-
cornered War to occur.

For example, Britain is at War with France, France is at War with
Germany, and Germany is at War with Britain — and no Power is allied
with another.

In this case, the players should add Third Alliance Maneuver,
Attack, and Supply Phases to the War Sequence, as necessary.

It sometimes happens that two separate Wars occur in a
single Game Turn, in which each War has combatants that are
not at War with any of the Powers in the other War. In such a
case, the players should fight the two Wars out
simultaneously, all Military Units in one War effectively
ignoring those in the other War.

THE GREAT WAR

Any War involving any four or more of the following Powers is
a Great War: Britain; France; Germany; Austria-Hungary;
Italy; and Russia. In the event of a Great War, the game
immediately ends. A number is printed in each box of the
Game Turn Track; when a Great War occurs, each player loses
as many Victory Points as the number printed in the box
occupied by the Game Turn marker.

There are two exceptions to this rule: the player who
started the War (was the first to declare War) and the player
who caused the Great War by being the fourth Power to
declare War, both lose triple the amount listed.

Note that Austria-Hungary is considered a Great Power for purposes of
this rule, and thus declaring War against Germany brings two out of the
four required Powers into the War. If Austria-Hungary is the fourth
Power to declare War (because the other two Powers have declared War
on Germany, for instance), the German player does not lose triple the
number of Victory Points listed on the Game Turn Track.
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In a four-player game, any War involving Britain, Germany,
and France is a Great War. Also, any War involving two of
these three, plus any two of the following is a Great War:
Austria-Hungary; Italy; Russia.

WAR AGAINST MINOR POWERS

War is sometimes declared against Minor Powers. When this
occurs, and some player allies with that Minor Power, the
Minor Power's forces are controlled by that player. If no player
allies with the power, the players should, by mutual
agreement, choose one neutral player to control its forces.
Needless to say, he is obligated to do his best for the Minor
Power against its opponents.

MOVEMENT DURING AN ALLIANCE
MANEUVER PHASE

The rules and restrictions on movement during the War
Sequence are different from those in use during the normal
Game Turn Sequence. The following rules for movement
totally supercede the normal movement rules. Note that each
Military Unit can move only one Sea Zone or Area each
Alliance Maneuver Phase, subject to the following rules.

Merchant Fleet Movement
You cannot move your Merchant Fleets during the War
Sequence.

Naval Unit Movement
During your Alliance Movement Phase, each Naval Unit
belonging to your Alliance can move into one of the following:

¢ Into an adjacent Sea Zone or Cape Zone where you have
Coaling Rights (see definition, below).

¢ Into an adjacent Coastal Area containing a Control marker
that belongs to either Alliance.

® To or from an adjacent Sea Zone and your Home Country.
Important Note: When occupying an Area that is adjacent to two Sea
Zones that are not themselves adjacent (as Canada is adjacent to the
North Atlantic and North Pacific), keep a Naval Unit in the Area to one
side of the Area box, on the side corresponding to the Sea Zone from
which it entered the Area. Similarly, Naval Units in the US and Russia
Home Areas must be kept in one of the “port” boxes provided; for
instance, a Naval Unit in the North Pacific box of the US Home Area
could move only to the North Pacific; a Naval Unit in the North
Atlantic/Caribbean could move to either of those Sea Zones.

Army Unit Movement

Subject to the three restrictions listed below, during your

Alliance Movement Phase, each Army Unit belonging to your

Alliance can move into one of the following:

* Any adjacent Sea Zone containing one of your own
Merchant Fleets.

Note that Army Units cannot use Merchant Fleets of allies to enter Sea

Zones. This restriction also applies to Austro-Hungarian Units and

German Merchant Fleets.

® Any adjacent Area containing a Control marker that
belongs to either Alliance.

¢ To or from an adjacent Sea Zone or Area and your Home
Country.

Note that German Army Units can move through Austria-Hungary and

its Controlled Areas during a War, provided both countries are at War.

Restrictions on Army Unit Movement

¢ An Army Unit cannot enter a Sea or Cape Zone that
contains opposing Naval Units unless the Zone also
contains Naval Units belonging to your Alliance.

* An Army Unit cannot move from a Sea Zone to a Coastal
Area containing an opposing Naval Unit, and vice versa.

® An Army Unit cannot move from an Area occupied by
enemy Army Units to an adjacent Area occupied by
enemy Army Units.

Coaling Rights

You have Coaling Rights in a Sea Zone if the Sea Zone is
adjacent to your Home Country, or if the Sea Zone is adjacent
toan Area that contains any of the following:

® Your own Influence or Control marker.

e An Influence or Control marker belonging to any member
of your Alliance.

¢ A neutral Power's Control marker, provided the neutral
Power volunteers the Area for your coaling use. (Once
volunteered verbally, such a neutral Area remains a
coaling Area for the duration of the War; the owning
player cannot change his mind.)

e A conquered Control marker belonging to the opposing
Alliance.

Cape Zones

During Wars, the Cape of Good Hope and Cape Horn act as

Sea Zones. That is, a Unit cannot move directly from the South

Atlantic to the South Pacific or Indian Ocean, or vice versa.

Instead, it must spend a turn moving to the intervening Cape

Zone. Cape Zones act in all ways as Sea Zones during War,

except:

e Any Unit that has Coaling Rights in either the Indian
Ocean or the South Atlantic is considered also to have
them in the Cape of Good Hope Zone.

* Any Unit that has Coaling Rights in either the South
Pacific or the South Atlantic is considered also to have
them in the Cape Horn Zone.

e A player can move an Army Unit into either Cape Zone if
he has a Merchant Fleet in either adjacent Sea Zone
(subject to the restrictions on Army Movement regarding
opposing Naval Units).

Minor Power Movement

Units of Minor Powers participating in a War are moved by
their allies. If a Minor Power has more than one ally, the allied
players must unanimously agree for any move by that Minor
Power to be made. If a Minor Power has no allies, the player
appointed to control its Units decides their moves.

CODOMINIONS AND WARS

Problems can sometimes arise when one warring Power holds
an Area in Codominion with a neutral. If a Power that is not
part of the Codominion moves a Military Unit to the Area, the
neutral player has a Casus Belli against the moving player. If
he wishes, the neutral player can immediately declare War
against the moving player (with the normal increase of 5 to the
Tensions Index). The neutral player can exercise this option
only immediately upon the Military Unit's entry into the Area;
if he fails to do so, he cannot later use entry into that Areaasa
pretext for War.

Example: Guiana is initially a Codominion between Britain, France,
and the Netherlands. If Germany is at War with Britain and a German
Unit enters Guiana, France has a Casus Belli against Germany and can
immediately declare War. The Netherlands also has a Casus Belli, but
Minor Powers will not declare War in this manner.

No problem occurs if players from both Alliances in a War
hold an Area in Codominion with a neutral. Both Alliances can
then enter and have combat in the Area without giving the
neutral a Casus Belli.

Example: Hawaii is a Codominion between Germany, Britain, and the
US. Germany and Britain are at War. Both German and British Units
can enter Hawaii without giving the US a Casus Belli.

An ally of a player who holds an Area in Codominion with a
neutral can enter the Area without giving the neutral a Casus
Belli.

Example: Japan is allied with Britain. Japanese Units can enter
Hawaii without giving the US a Casus Belli.
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If an Area is Codominion is conquered, the Status markers of
any neutral Powers in the Area cannot be removed or altered
inany way.

Example: France did not declare War when Germany invaded Guiana.
At the end of the War, Germany has conquered Guiana and may, if he
chooses, place a German Control marker there. France and the
Netherlands were both neutral, so their Possession markers remain in
Guiana, which has now become a Franco-Germano-Dutch Codominion.

COMBAT DURING A WAR

During an Alliance Attack Phase, Units belonging to members
of the Alliance can attack Units belonging to members of the
enemy Alliance. All combat occurs within a particular Area or
Sea Zone. Units in one Area or Sea Zone can attack only enemy
Units within the same Area or Sea Zone. Only Naval combat
can occur in Sea Zones; both Army and Naval combat can
occur in Areas.

The Alliance whose Attack Phase is in progress can resolve attacks in
any order the members of the Alliance wish. The Alliance can, for
example, first resolve a Naval combat, then an Army combat, then
another Naval combat, etc.

When Army combat occurs, any player with Army Units in
the Area where the combat is being resolved can declare that
he is attacking the enemy. Any allied player can participate in
the attack, or refuse to do so, at his discretion. Minor Power
allies of Great Powers will always attack if any Great Power in
an Area chooses to attack. Minor Power Units in Areas where
no Great Power ally’s Units are located will attack only if all
allied Great Powers agree they should do so. If a Minor Power
has no allies, its Units attack when the player controlling the
Power for the duration of the War decides they should do so.

If a player chooses to have his Units in an Area attack, all
his Units in the Area participate in the attack. He cannot keep
some of his Units in the Area out of the combat, although his
allies can choose to participate in the attack or not, as they see
fit. The attacking player(s) total the Combat Strengths of all
allied Army Units in the Area that are participating in the
attack. They then total the Combat Strengths of all enemy
Army Units in the Area. All enemy Army Units must
participate in the combat; if the Area contains Units belonging
to several enemy Powers, all of them will participate in the
combat, regardless of the wishes of the enemy players.

The Combat Strengths of Areas play no part in combat during a normal
War. However, see Chinese Rebellion and Ottoman Wars.

The total Combat Strength of the attacking Units is compared
with the total Combat Strength of the defending Units as a
Strength Point ratio. This ratio is rounded off in favor of the
defender to one of the ratios found on the Combat Results
Tables (see Player Sheet).

Example: Japan is fighting a War with Russia, and has two Army (3)
Units and one Army (1) Unit, for a total Combat Strength of 7, in
Manchuria. Russia has two Army (1) Units and an Army (3) Unit, for a
total Strength of 5 in the Area. The Strength Point ratio is 7-to-5, which
is rounded off to 1-to-1, to have a ratio of 3-to-2, the Japanese would
have to have a Combat Strength of 7.5, and since they do not, the ratio
is rounded down to favor the Russians, who are the defenders. If Britain
were an ally of Japan, and had one Army (1) Unit in Manchuria, the
British player could choose either to join the Japanese in the attack, in
which case the ratio would be increased to 8-to-5, rounded to 3-to-2; or

they could choose to refrain, in which case the British Unit would suffer
no adverse combat result should one be obtained.

The Combat Results Tables

There are two Combat Results Tables, located on each Player
Sheet, labelled 1 and 2. Table 1 is used when the total Combat
Strength of the smaller force is less than 5. Table 2 is used when
the Combat Strength of the smaller force is 5 or more.

Once the Strength Point ratio is determined, refer to the
appropriate Combat Results Table, roll one die, and cross-
reference the die roll with the Strength Point ratio to
determine the result. There are six possible results.

AE: Attacker eliminated. All attacking Units are removed
from the map.

AR: Attacker retreat. All attacking Units must immediately
move to an adjacent Area or Sea Zone to which they could
legally move during an Alliance Maneuver Phase. If there is
no such Area into which the attacking Units can move, the
Units must surrender. When Units retreat, they need not all
retreat to the same Area or Sea Zone; the player can split his
retreating Units up as he wishes.

EX: Exchange. All Units belonging to the smaller force (in
terms of total Combat Strength) are removed from the map.
The other side must remove Units whose combined Combat
Strength is at least equal to the smaller force. If the stronger
side consists of Units belonging to more than one Power, all
Great Power Units are removed before any Minor Power
Units are removed. If not all Great Power Units need to be
removed, the players with Units in the Area must agree which
Units are to be removed. If they cannot come to an agreement,
all Great Power Units of the stronger side are removed.

2EX: Half exchange. All Units of the weaker force are
removed. The stronger force must lose Units whose combined
Combat Strength is at least equal to one-half the Combat
Strength of the smaller force (round halves up). If the stronger
force contains Units belonging to more than one Power, the
rules outlined under "EX" are used to determine which are
removed.

DR: Defender retreat. This result is identical to “AR; but is
applied to the defending Units.

DE: Defender eliminated. This result is identical to “AE/ but is
applied to the defending Units.

Note that the same Combat Result Tables are used to resolve Colonial
Combat, in which case some of the results have different meanings.

Naval Combat

If, during its Attack Phase, an Alliance has Naval Units in an

Area or Sea Zone that also contains enemy Naval Units, the

phasing Alliance’s Naval Units can attack the enemy Naval

Units. Essentially the same procedure as for Army combat is

followed, with the following changes:

® Naval combat is always between Naval Units, and Army
combat is always between Army Units. Naval Units can
never lend their Combat Strength to Army Combat, nor
vice versa.

e If forced to retreat, Naval Units can move to any adjacent
Area or Sea Zone to which they could move during the
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Maneuver Phase. Note that Army Units cannot retreat to
an Area containing enemy Army Units, but Naval Units
can retreat to Sea Zones or Areas containing enemy Naval
Units. Land Units have no effect on the retreat of Naval
Units, except that a Naval Unit cannot retreat to an Area
containing enemy Military Units unless the Area also
contains Military Units of the friendly Alliance. If there
are friendly Army Units in a Sea Zone where Naval
combat occurs, and the player is forced to retreat his
Naval Units, the Army Units must also retreat.
e Army combat takes place only in Areas. Naval combat can
take place both in Sea Zones and Areas.
It is possible for Naval Units to retreat into an Area or a Sea
Zone containing enemy Units where Naval combat has not yet
been resolved. In this case, the retreated Units do not add their
Combat Strength to other friendly Units in the Area, but they
do suffer whatever adverse combat results are inflicted on
those friendly Units.

If at the end of combat in a Sea Zone, Army Units find
themselves alone in a Sea Zone containing enemy Naval Units
but no friendly Naval Units, those Army Units immediately
surrender.

CONQUERED AREAS

If at the end of an Alliance Attack Phase, one Alliance has
Army Units in an Area which is Controlled by an enemy
Power, and no enemy Army Unit remains in the Area, the
Alliance has conquered the Area. For the remainder of the
war, the conquering Alliance treats the Area as a joint
Controlled Area of all allied Powers. Of course, the Area can
be reconquered by the enemy Alliance. No markers are
changed when conquest occurs; that happens only during the
War Resolution Phase.

Note that a conquered Coastal Area can be used by the conquering
Alliance for purposes of Coaling Rights.

SUPPLY

During an Alliance’s Supply Determination Phase, the
members of the Alliance must check to make sure each of its
Army Units is in supply. A Unit is in supply if (1) it is in the
owning player's Home Area, Dominion, or State; or (2) its Area
is connected to a Home Country, Dominion, or State of its
owning player or an ally by a Line of Supply.

A Line of Supply can pass through Areas Controlled (or
conquered) by the owning player and his allies, and through
Sea Zones containing Merchant Fleets owned by the Unit's
Power. A Line of Supply can be traced through such a Sea Zone
even if the Sea Zone also contains enemy Naval Units.

However, a Line of Supply cannot be traced from an Area
to an adjacent Sea Zone if the Area contains an enemy Naval
Unit, even if the Area also contains friendly Army Units. In
other words, enemy Naval Units can prevent a player from
tracing a Line of Supply from an Area to a Sea Zone if the Area
is “blockaded! Similarly, a Line of Supply cannot be traced out
of a State or Dominion to a Sea Zone if the Area is blockaded; a
blockaded State or Dominion cannot be used as a source of
supply.

Since Units can never enter the Home Countries of other Powers, Home
Countries cannot be blockaded.

An Army Unit that is determined to be out of supply
immediately surrenders.

SURRENDERED UNITS
Under three conditions, Units will surrender:

¢ When forced to retreat and unable to do so.

® When out of supply or unable to draw coaling rights.

e When Army Units occupy a Sea or Cape Zone containing
enemy Naval Units, but no friendly Naval Units.

When a Unit surrenders, it is removed from the map. It is not
considered eliminated, however. Surrendered Units should be
placed to one side. At the end of the war, they are returned to
play (prisoners of war being repatriated to their Home
Country]. Returned Units are placed in the Home Area of their
owning player.

NEGOTIATION AND ENDING A WAR

Players can negotiate at any time during a War. By mutual
agreement of all combatants, a War can be ended at any time.
When a War ends, the players should draw up a Treaty
resolving any remaining disputes and making any other
desired changes. All warring players must sign the Treaty. If
one player refuses to sign, but his allies do sign, the allies are
no longer in the War, and the opposing side continues to fight
against the remaining player until he agrees either to sign the
Treaty or negotiates a new Treaty with his opponents. This is
termed a separate peace and is usually viewed by the Power
that chooses to fight on as a betrayal. Whenever a separate
peace is made, the European Tensions Index increases by 5.

If no negotiated end to a War occurs, the War ends when
all Military Units of one Alliance outside their Home
Countries have been eliminated. When a War ends, the
victorious Alliance can divide up the Areas conquered from
the defeated Alliance. The victorious players can, by mutual
agreement, put any legal Status markers in each of the Areas
conquered from the defeated Alliance, whether those Areas
were originally Protectorates or Possessions, at no costin £'s. If
the players cannot agree on a division of spoils, a Congress of
Europe is automatically called.

An unsuccessful resolution of that Congress could, conceivably, result in
another War among the victors over the spoils of the last conflict. This
kind of behavior, however, is ungentlemanly and un-Victorian, and
should be regarded by all civilized people with disgust.

A War also ends if no combat occurs for three consecutive War
Phases. This is considered a stalemated end to the War. In this
case, each side retains whatever Areas it conquered during the
War, and the players on each side must decide how those
Areas are divided up. Any Status markers may be placed, and
so forth.

A Minor Power cannot negotiate an end to a War. If a
Minor Power has any Great Power allies, it will agree to any
Treaty to which its allies agree. If it has none, it will fight until
either it or its enemy is victorious or a stalemated end occurs.
If victorious, it will obtain Possession of whatever conquered
Areas it is granted by its allies, will move one Army (1)
Unit into each Protectorate or Possession, and move all other
Military Units to its Home Country. If it does not have enough
Army (1) Units to garrison all Protectorates and Possessions,
the players should take as many Army (1) Units are needed
from the game box and place them on the map as required.

When a War ends, any Units that surrendered or were left
in a Sea or Cape Zone are returned to their owning players.
Returned Units are placed in the owning player's Home Area.

EUROPEAN TENSIONS
AND THE GREAT WAR

Throughout the Game Turn, players must periodically adjust
the European Tensions Index whenever a condition on the
European Tensions Summary is met. If the European Tensions
Index ever reaches 100, the game ends instantly, during
whatever Phase is in progress. Players receive end of game
Bonus Victory Points and Victory Points for Area ownership,
but they do not conduct a final Victory Point Record Phase for
the turn in which the game ends. Additionally, each player
loses the number of Victory Points listed on the Game Turn
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Track for that Game Turn — except the player responsible for
forcing the Index to or beyond 100; that player loses three
times the number listed. A player is said to have caused a
Great War if:

e He was the first Power to declare War, if that War
eventually turns into a Great War (a War involving four
European Powers) or was the fourth European Power to
declare War.

® He took any action that increased the European Tensions
Index above 100.

® He was the first player to declare War and, in the course
of that War, the European Tensions Index rose to 100.

Note that, by these definitions, it is sometimes possible for
more than one player to ‘cause” a Great War.

For example, if one player was the first to declare War, and a later
Power’s declaration of War caused the Index to reach 100, both Powers
would be culpable.

EUROPEAN TENSION INCREASES

Whenever markers are downgraded during the course of a
Congress of Europe Phase, whether forcibly or via negotiation,
The European Tensions Index increases. The Index increases
one point for each ‘step” by which a Status marker is
downgraded (from State/Dominion to Possession; from
Possession to Protectorate; from Protectorate to Influence;
from Influence to Interest; from Interest to nothing).

When a Congress of Europe convenes, the Index increases
by 3 points. If the Congress is not resolved — that is, if the
Congress produces no Treaty which all original disputants are
willing to sign — the Index increases by 3 points. The Index
increases by 2 additional points for each Power that defies a
Congress by refusing to sign a Treaty. Thus, the Index will
increase by at least 5 points if the Congress is not successfully
resolved.

The Index increases by 5 points each time a declaration of
War is issued by a player. This could mean an increase of
several times 5 if several players issue declarations of War in
the course of a War.

The Index increases by 2 points at the end of each War
Phase during a War. Thus, the longer a War lasts, the more the
Index increases. This increase does occur during Chinese
Rebellions and Ottoman Wars.

Each time any Power other than the United States, Great
Britain, or Japan constructs a Naval (1) or Naval (3) Unit (even
if forced to by a Random Event), the Index increases by 1
point. Each time a Power other than these three constructs a
Naval (10 Unit (even if forced), the Index increases by 3
points.

Each time a player breaks a Treaty, the Index increases by
5 points.

The Index increases by 3 points if a Great Power declares
support for a Minor Power and fails to come to its aid during a
subsequent War.

Note that a Summary of European Tension Increases is provided on the
Russia, Italy, and United States Player Sheets. It is suggested that these
players keep a close watch for situations that warrant a European
Tension Increase.

CANALS AND STRAITS

Egypt controls the Suez Canal, which provides the connection
between the Mediterranean Sea and the Indian Ocean. During
a War (only), a player who Controls Egypt can deny use of the
canal to any other Power. A Power denied access to the canal
cannot move Military Units from the Mediterranean to the
Indian Ocean, or vice versa.

Similarly, Anatolia controls the straits connecting the
Black Sea and the Mediterranean. During a War (only), a
player who Controls Anatolia can deny use of the straits to any
other Power. A Power denied access to the canal cannot move
Military Units from the Mediterranean to the Black Sea, or
vice versa.

During a Movement/Status Change Phase, players can
construct a Panama Canal. Any player with an established
Influence or Control marker in Panama can construct a canal
by spending 30£. Once built, a canal connects the Caribbean
Sea and the South Pacific. A player with a Control marker in
Panama can deny access to the Panama canal, as per the Suez
canal and the Straits.

Any player with an established Influence or Control
marker in Central America can construct a canal by spending
30£. The same procedure as for the Panama canal is used. If
both Panama and Central America canals exist, -access
between the Caribbean and South Pacific is denied only if a
Power is denied access to both canals.

When either canal is built, place one of the Canal markers in the Area
to indicate that the South Pacific and Caribbean are now adjacent -
subject to the whim of a Controlling player. Once placed, a Canal
marker is never removed from the map.

If no player has Control of a canal or straits Area, access
cannot be denied. If such an Area is a Codominion, all member
players must agree for access to be denied. If a neutral player
denies use of the straits to one (but not both) Alliances in a
War, or is a member of a Codominion and agrees to closing the
straits, the Alliance which is denied has a Casus Belli against
the neutral player. Any member of the Alliance can, if he
wishes, immediately declare War against the neutral player
(making him a member of the other Alliance).

The first player to build a Panama or Central America
canal gains 15 Victory Points immediately. If one of the two
canals has already been built, building the second canal does
not give the second builder any Victory Points. Note that the
builder of the canal is the player who gains Victory Points, not
the player who ends up Controlling the Area.

AUSTRIA-HUNGARY

Austria-Hungary, although a Great Power, does not have its
own player. Austria-Hungary is always controlled by
Germany. The German player can make defensive (but never
offensive| Alliances in the name of Austria-Hungary alone, or
along with Germany. A permanent defensive Alliance always
exists between Germany and Austria-Hungary, but this does
not mean that Austria-Hungary will always enter a War in
which Germany takes part — only when Germany is attacked.
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The German player can move Austrian Units, use them to
engage in combat, build and place Status markers, and so
forth. Note, however, that Austrian Units cannot use German
Merchant Fleets to move or provide Communication Links, so
Austria is essentially confined to exploiting the adjacent Areas.

The German player can transfer £s from the German
Treasury to Austria-Hungary, but not vice versa. Austria-
Hungary can never give £s to any other player.

During the Victory Points Record Phase, the German
player adds the German and Austrian Treasuries together
before dividing to determine the number of Victory Points he
earns for the current Game Turn. That is, the Austro-
Hungarian £'s do contribute to the German Victory Point total.
Also, at the end of the game, Austrian Status markers do
contribute to the German Victory Point total.

VICTORY POINTS

The winner of Pax Britannica is determined according to the
number of Victory Points each player has accumulated. There
are three basic means of acquiring Victory Points:

e Purchasing Victory Points with £'s remaining on your
Treasury Track at the beginning of the Victory Point
Record Phase.

e Receiving Bonus Victory Points for meeting the conditions
listed on the Bonus Victory Point Summary during each
Game Turn or at the conclusion of the game.

e Determining your end-of-game Status marker values.

Victory Point awards (and penalties) are made either during
the Victory Point Record Phase of each Game Turn or during
the Final Record Phase of the last Game Turn.

VICTORY POINT AWARDS DURING
THE VICTORY POINT RECORD PHASE

During the Victory Point Record Phase, fill out Section V of
your Administrative Record Sheet. On Line 23, write the
number of £'s remaining on your Treasury Track. Attached to
the Colonial Office Income table at the bottom of the Record
Sheet is a list of Victory Point Divisors. Find the divisor for
your country, divide the number on Line 23 by that number,
and write the result on Line 24 (fractions are lost).
For example, if Great Britain has 167 £'s on Line 23, the British player
divides this number by 10 (Great Britain's divisor] for a total of 16
Victory Points in this turn.
To fill in Line 25, consult the Bonus Victory Point Summary.
Most Bonus Victory Points are awarded at the end of the game,
but some — for Treaties in effect, and for the construction of a
South Pacific-Caribbean Canal — are awarded during the
Game Turn. Write the total of any applicable per-turn Bonuses
on Line 25. Then total the amounts on Lines 24 and 25 and
write the result on Line 26.

From Game Turn to Game Turn, add the totals on Line 26
to reflect your total accumulation of Victory Points.

VICTORY POINT AWARDS
AT THE END OF THE GAME

During the Final Record Phase of the last Game Turn — either
Game Turn 10 or upon the outbreak of the Great War — fill out
Section VI of your Administrative Record Sheet. On Line 27,
enter the accumulated total of Victory Points from the last
Game Turn of Line 26. To fill out Line 28, consult the Bonus
Victory Point Summary and enter the total of all applicable
Bonuses (and penalties).

To determine the figure for Line 29, re-figure Section 1II
(the Income Record), taking into account any gains or losses
that may have occurred since the Administrative Phase of the

current Game Turn. Double the number of £'s you calculate,
and divide this total by your Victory Point Divisor. Enter the
resulting number on Line 29.

In essence, at the end of the game, each player gains as many Victory
Points from his Areas as he would receive over two turns of collecting
income from it — without subtracting maintenance costs.

If the game has ended due to the outbreak of the Great War,
write the penalty number from the Game Turn Track on Line
30. Note, however, that if you were responsible for starting the
Great War, you must enter triple the penalty number on Line
30.

Total the numbers on Lines 27, 28, 29, and 30 and write the
result on Line 31. Compare final totals to determine your
finishing rank, with the greatest total coming in first, the
second greatest second, and so forth.

PATHS ACROSS AFRICA

A player earns 10 Victory Points if he owns an east-west path
across Africa. To fulfill this condition, a player must have a
Control marker in one Area in the northwest of Africa (Marocco,
Rio de Oro, Mauretania, Senegambia, or Ashantee) and one in
the northeast (Egypt, Soudan, Eritrea, Berbera, Somalia, or
Kenya) and be able to trace a Communication Link by Overland
Routes only between the northwest and northeast Areas.
Similarly, a player can earn 15 Victory Points for owning
a north-south path across Africa. A player owns a north-south
path if he has a Control marker in one African Area adjacent
to the Mediterranean (Marocco, Algiers, Tunis, Tripoli, or Egypt)
and one Coastal Area in the tip of Africa (Cape Colony, Sudwest
Afrika, or Mozambique) and is able to trace a Communication
Link by Overland Routes only between the Mediterranean and
tip Areas.
Note that more than one player can earn VP's for complying with these
two conditions. A player can earn each bonus only once, however; he
does not earn twice as many Points for having two east-west paths.

HISTORICAL VIEWPOINT

We are taught that the 19th Century was the century of sexual
repression, exploitation of labor and, above all, the evils of unfettered
capitalism, colonialism, and oppression of black and yellow by the white
man. In dingy industrial cities, pallid-fleshed proletarians were forced to
work horrendously long hours at back-breaking physical labor for
meagre pay. The dark clouds of coal smoke hung low over the cities of
Europe. ..

Was Jerusalem builded here among

these dark, Satanic mills?

Using their advanced technology to overawe and, when necessary,
slaughter the locals, the Great Powers conquered the rest of the world.
In the colonies, natives were forced to hard labor in plantations and
mines to maker their masters wealthy, resources and products were
stripped from the undeveloped lands to fuel the economy of Europe. It
was, we are told, an era of oppression, racisim and misery.

What utter nonsense! It is hard to believe how any rational person
could draw these conclusions from the historical record.

We might compare the 19th Century with the 20th. Implicit in the
criticism of the Victorian world is the idea that the modern world is
much superior, that we have solved the ills of that era. The Victorian
era was the era of the Pax Britannica, it was the era of peace. There
were, to be sure, some localized and relatively minor uprisings in South
Africa and the Balkans, but Europe remained at peace. It was genuinely
believed that the progress of civilization meant pan-European wars
would no longer occur. As nations become more civilized, they learn to
settle their disputes peacefully, so it was claimed. Wars might occur in
backward areas, but as the rest of the world adopted civilized ways,
wars would become less and less common, until the whole world was at
peace. The 19th Century was the last time any serious person could
hope that war might be ended. And perhaps it might have been; no war
has ever been fought between democracies. Oppressive government
vields aggression. Had it not been for the rise of totalitariansm, perhaps
it would still be possible to hope for peace.
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The 19th Century was the era of hope. The 20th Century has been
the era of the hecatomb. In two great wars, close to 100 million people
have been killed, slaughtered by weapons immensely more powerful than
the war zeppelins the Victorians viewed with such distaste and horror.

The 19th Century was the era of liberalism, and I do not mean by
that term the milk-and-water socialism it now implies. To a Victorian, a
liberal was one who believed in individual liberty and the free market.
To a liberal, the two went hand in hand, obvious corollaries of one
another. If a man had the right to drink what he pleased, he had the
right to brew what and how he pleased, if he had the right to write as he
wished, he had the right to enter into the publishing industry free of
state interference. A liberal supported freedom of movement and
migration; free trade; equality before the law, fair elections; democracy;,
elimination of state monopolies; progress, freedom; and peace.

The 19th Century was the era of the triumph of liberalism, for the
liberal program brought incredible technological and economic advance.
The workers in those “dark Satanic mills" were working fewer hours
than their peasant fathers had worked; they were earning more money
and living better. They were living longer, too, and were losing fewer
children to infant mortality. They were far from hopeless in their plight;
they knew things were better than they had been, and would get even
better as society and technology advanced. Throughout the 19th
Century, the wages earned by working men increased, as productivity
increased. If workers were sometimes impatient with the pace of
progress and struck for better wages and working conditions — well,
that is only to be expected, is it not?

The 20th Century has been the era of totalitarianism. In Russia,
China, Eastern Europe, Germany, and Italy, insane tyrants have
achieved power. All liberties have been abolished, and every citizen
made a cowed, fearful cog in a monstrous war machine. In those lands,
secret police would torture and beat, make midnight raids, murder,
silence, and rape. In those lands, millions would be slaughtered for the
most absurd of ideological reasons: in Russia, because they were
peasants slightly wealthier than others, in Germany, because they were
Jewish; in China, because they were educated. The technological
advances used by the Victorians to make life better for all were used by
the tyrants to murder more efficiently.

The 19th Century was the era of colonialism. Colonialism has a bad
name, but reputation should not deter us from examining it dispas-
sionately. The colonies were plundered? “They took the tea from India
and the rubber from Malaya," goes the refrain, but precisely the reverse
was true. Britain introduced tea, indigenous to China, into India, and
brought rubber, indigenous to South America, to Malaya. European
capital was used to modernize the "Third World," to build plantations,
mines, and industries there. Before the colonial era, most of Africa did
not even have the wheel. By the end of the colonial era, most of Africa
had profitable export crops, profitable mines, sanitation and medicine,
increasing literacy rates, and efficient government. The colonial powers
ran roughshod over local traditions and cultures — by abolishing
slavery, tribal warfare, genital mutilation, human sacrifice, the practice
of immolating wives upon the death of a prince, and cannibalism.

The colonial powers took over the rest of the world, and brought it
into the modern era, benefitting the masses of Asia and Africa
tremendously. "White man's burden,” some say with a sneer, and talk
about Victorian racism. But Victorian racism was paternal and
benevolent, not vicious and contemptuous. Victorians believed their
superiority did not imply a right to exploit, instead, it implied an
obligation to uplift. Yes, Europe benefitted by the trade it established,
but so did the colonies; it is possible to do well and do good at the same
time. When Kipling wrote "White Man's Burden,” he did not have racism
in mind — read the poem:

Go bind your sons to exile
To serve your captives’ need...

The purpose of colonialism is not profit, but the extension of civilization:

To seek another’s profit
And work another’s gain.
As Kipling predicted, those who benefitted most by colonialism have not
been grateful: '
Take up the White Man's burden
And reap his old reward
The blame of those ye better
The hate of those ye guard.

When the French spoke of “la mission civilatrice] they were serious. The
facts are that, with the notable exception of India, few colonies were
profitable for their owners; the cost of administration and defense was
much greater than any profit realized by increased trade. Why adopt
colonies, then? To extend civilization, to add lustre to the nation's honor
and reputation — to gain prestige in "The judgement of your peers!

Ah, but in the 20th Century, we knew better. We abandoned the
“Third World" to the tribal hatreds we had previously suppressed, to
petty dictators who murder and oppress their own people. People talk
with approval of the end of the colonial era, but fail to realize its
consequences. Does the United States not have a responsibility for
Marcos' brutal dictatorship in the Philippines? After accepting
responsibility for those islands, did we not commit a crime by
abandoning them while (apparently) they were still unready for liberty
and democracy? For the "Third World," the 20th Century has been an era
of tyranny and increasing poverty. So what was wrong with colonialism?

The 19th Century "oppressed” its workers, but their standards of
living gradually rose. The 20th Century was more “‘compassionate,”
which is why we have had repeated economic upheavals, world-wide
banking crises, and endemic unemployment. The 19th Century
‘oppressed” the underdeveloped lands, thereby introducing them to
advanced medicine, education, and an improved standard of living. The
20th Century ‘freed” the colonies, and thereby condemned them to petty
dictatorship and economic decline. That, it seems to me, is what the
historical record shows. Most of what people "know” about the 19th
Century is wrong.

Why is this so? The only reason I can find is this: the 19th Century
was the era of liberalism, and its successes show the superiority of
democracy, individual liberty, and the market place. But the Western
World has, since the 1930, been dominated by modern “liberalism,” a
form of mild socialism which seeks to limit individual freedom in the
name of a mythical "common good" and bring the economy under the
control of government. Modern “liberalism,” then, is the antithesis to
19th Century liberalism, and tries to discredit it whenever possible.
Thus, we have the myth that industrial workers were miserable serfs,
that colonialism was an evil exploitation of the rest of the world, that
capitalism progressively enslaved its own workers and the inhabitants of
Asia and Africa. This is a peculiarly selective view of history — one
which, I believe, only an ideologue can believe.

Peter Gay says, "Each generation must write its own history.” Each
generation views the world in a different light, and its understanding of
historical events is necessarily, therefore, different from that of previous
generations. Too, as historical events recede into the past, they can be
viewed more dispassionately — although, simultaneously, a gut
understanding of motives and events becomes more difficult. I believe
that the time has come for a new history of the colonial era, a revision
and, in many cases, rejection of post-Victorian theories of colonialism.
Such a reinterpretation must see the grandeur and genuine altruism of
the Victorian era, as well as its darker side.

—Greg Costikyan
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RECESSIONAL
by Rudyard Kipling

God of our fathers, known of old,
Lord of our far-flung battle-line,
Beneath whose awful Hand we hold
Dominion over palm and pine —
Lord God of Hosts, be with us yet,
Lest we forget — lest we forget!

The tumult and the shouting dies;

The Captains and the Kings depart:
Still stands Thine ancient sacrifice,

An humble and a contrite heart.
Lord God of Hosts, be with us yet,
Lest we forget — lest we forget!

Far-called, our navies melt away;
On dune and headland sinks the fire:
Lo, all our pomp of yesterday
Is one with Nineveh and Tyre!
Judge of the Nations, spare us yet,
Lest we forget — lest we forget!

If, drunk with sight of power, we loose
Wild tongues that have not Thee in awe,
Such boastings as the Gentiles use,
Or lesser breeds without the Law:
Lord God of Hosts, be with us yet,
Lest we forget — lest we forget!

For heathen heart that puts her trust
In reeking tube and iron shard,
All valiant dust that builds on dust,
And guarding, calls not Thee to guard,
For frantic boast and foolish word —
Thy mercy on Thy People, Lord!



