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1.00 Bacsground and map information.

lels Long befors the time of Jobhn Carter Barsoom enjoyed geveral bundrod
years of peace. The empires of the red men had been stabilized at u fair
gize und tne warli.e tendancies of the giant green nomads had been culmed
by & program of trioute and foreign aid from %he red cities thut lifted tuem
to new heights of comfort.R Becauss of this support from the red men; %ne
green populations had sored to double what their land could support.

Suddenly, tne climate changed for the worse. Jroduction of fucd

diminighed sharply, and the red cities found that they could no longer suppori
the indolent green hordes. A% the time which this game begins, the red men
nad mostly broken off thsir alliances with the green, and the hordea hud
begun to waid the fields ms and cities of their orstwhile friends. Before
long, this small=scale raiding escalated intc e planet-wide war as frieandly
states found themselves competing first for survival and then for empire.

1.2» There are four different types of sectors on this map, and a few
changes that must be made from the Barsoomiun Blitz II layout. Please make
tnesa indicuted changes now.

(1) The gity of Korad is not a ruin and not a green sup,ly cenier. Uss
liquid paper to cover the chevron and underline the dot in black. rorad is
now the recond city im the Jodangan nutione ,

(¢) Tne city of Bxum is not a ruin., Underline it in black. It is tne second
city in the mation of Gathol.

(3) The city of siamtol, home of Black Pirates is not known. It is in an
impassable canyon. osurround the sector with a dottsd line (cross-hutched)

to snow that no one may enter if.

1.2.1 Underlined red cities are worth 3 supply pointe to sll red men.
1.2.2 Kuined citiee are worth 2 supply points to all red men.
1:2.3 Unmarked sectors are fertiles useble land and are worth 1 supply

point to all red men.

lo2.4 Sectors marked with a chevron are gresn men supply centeras and are
worth no eupply points to red men unless tney alsc contain a ruined city.
Ruined citiea are worth 2 supply pointg as per rule l.2.2

1.3 When any green horde conquers a sgcfor, fhey will ruin it so that
only they can useé it hanceforih. Unmarkcd “tisk7y-will be marxed with a single
chevron. HKed cities will be marxed with & double chevron. while the gune
is in progress such ruined land may not be reclaimed to productivity by the
rad men.

2:0 VICTORY CUNDITIONSs Victory goes to the first player to expand
their holdings to 4 times the original number of armies. (24 armies for a
red player; % armies for a green player)

3.0 LRGaL MU /EST Thers are 4 xinds of moves: attack, Support, Mova,
#nd Holde

3.1 The attack is tne ptrongest possible move. It muy not Do cowbined



feo

with any ofher ferm of movas

Jelsl A miptpcon abtack agaloet your own forces will be counted as a

raobellion wr temporery ineurrecilion anc will be adjudicated just as i i%
wara an enamy attzck.

32102 stteacke are not cumuletive. If two different groups of armies

3.2

from tne sswe country attuck the same pectory the etronger attuck will win,
and the wesker aitack will fail. If both attacke are of equal strength, tne
desired sector will not be conquerede (Example: Invak & Onvak belong to the
game player who writes 3a Invak . Exum; 2 Gnvak a Bxume The result is not
S armies A Exume (nvak ls defeated, % tne only move that really couats is
34 Invak 4 Bxum,)

The Support ie the second strongest form of move. when trying fo
conquer a secior, the Support counts for the full value of the number of
unite Supporting. (Uxamples 14 Thu a Ptaranj 5a Ptarth S la Thu A Piuran.
The total attacking strength is & which would defeat a player wno wrote
47 Ptaran holde This 1s a chauge from the Barsoomian Blitz II rules, so
paey atteniios.

3eida1 Supporting armieas that are attucked will have the amount of their
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3.6

Support roduced by the number of armier attacking them. Supporis will
never ue® raduced bslow O. (In the exarple above, let us postulute that
3n Phundahl o Ptarth. That is not enough to defeat the 5s in Ptarth, but

it reducea Ptarh’s supporting value %o 2. Now the total altuck hess a strength

of only J and it fails.)

The Meve (different from a wmuve which includes any of the four
possible orders) is thea weakeat forw of move. It is used for consolidating
or breesing up forces. It always gives place %o an attack. It way be
combinsd with a Hold order. (Exumple: 24 Hastor M Lothary 1a Hastor M Zory
24 Hastor holde In cmse Haator was atfacksd that turn by L. Helium (3a L.
Helium A Hustor, only the 24 Hastor ho.d are counted for defemse. iven if
the move to Lothar failed because of lu Uegor a Lothar, tnough the 2. would
nave to return to Hastor, only the 2« nold would be counted for the defense
which would give Lo Helium a partial victorye. (Sie;? rule could be invoxed
to xeep tnem out of Hastor that turn.)

The Move order may be used in conjunction with an attack to gat
greater force into a conquered sector. (Example: 3A Duhor A Phundahlj 2a
suhor M Phundahl.) If the Attack succeeds and the sector is carried the
jove order takes effect. If the Attack fails (possibly bscause of something
like 3a Phundehl hold) the Movs order is them incredibly stupid, and the
Moving army is captured and sliwinated from the board.

Hold ia a strong order. It is always understood %o be part of
any Attack or Support order, sxpecially if, for some reaton, those ordera
should faille hen used whila in a red city, a hold order for wore than a
1 unit army autonuticully calls up the Siege rule (qeve)e

Retreat, while noi a reguler move, is often neceasary. armias
ordered to retreat ma) move %o any unoccupied sector whem the regular game
turn is finished or to any friendly sector containing taneir own troops if
the sector is not already full. Retresting armies with no possible retreat
sector are killed and rewovzed from the boarde

The maximum length of any move is no more than to one adjacent
sector. -
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4.0 SUPPLLAS AND BUILDSs There gre 2 movewent turne and 1 building
turn in every Barsoomian game ysar. The order of play will begin thusly:
tiove, Build, Move, Move, Build, Move, love, Build, etc. In order to make
the gane go & little fester, wo are only playing 1/2 of a year for the
first turne pNew units may only be built in cities, either ruined or intact.

4ol The MBareoomian calundar is divided into ten year cycles named
after Barscomien pessts in this order: Banth, white ape, Tnoat, Zitidar,
S5ilian, Calot, Sith, Sorax, Ulsio, apt. Tue cycle is diversified by letting
every other ten-year cyles be xnown for the feminine form of tne creature.
The first half of the game year is callied Young and the second nalf is
called Llde Taus a game turn mi_ht be called L1d She-ulsio. Different
cities waintain a different yeur count eince their founding, but tney all
use the same yeur names simultansously. Build turns are always taxen
between an old and s young move turm, not between a young and an ald cne.

5402 It is not possible %o loan extra builde to other players. Each
player must atand or fall on ifts own holdingse.

5.0 PLAYER HOLDINGS AT THS BEGINMING OF THE GAMDs

NANE HCLDINGS

delivy 3a Heliun (Greauter)s 34 L. Helium

Hastor 34 Hestori 3a Zor

Zodange 3a Jodengaj 34 Korad

raols 3A fuoly 3~ Menatos

Hanator 3a HYanatory 3. Manata}

Gatnol ’ 34 Gatnoli 3a Exum

Invak 34 Invaxy 3n Unvag

Jahur 34 Jaharj 34 Kobel

Tjanath 3A Tienathj 34 Ghasta

Ptarth _ 3A Ptarthjy 3A Phundahl

amhor 34 Amhorji 3A Musmx Duhor

Dusar 34 Dusars 3a Toonol

warhoon 4A Warhoon; 24 S. Warhocn

Thark 4n Tharky 2A E. Thurd

Thurd %A weo Thurd§ 24 amnther

Torquas 44 Torquas} 24 Xanator

Throxeus Bottoms 45 Throxeus Bottome; 2A Ochre lands.

Garrigon armies: Heuiral non=player forcee that must be conquered to get the
use for tneir sectorss

Raxar:s 2a 0lé Torquuss 1a

Horzs la Cold waste: 1a

Bantoom: 1A Artollian Hilds 1A.

Lothars 14

korbus: la )

Gooli: 1A Thege units will not Move or attack but

6.0

6.1

may be Supported as a defensive
NAreuver.

THE Fa.-LUS SIEGE RULG: Red cities are all strongly walled; and
even though attacked by superior forces, tney can hold out in a state of
siegée

Ruined citles, including thoase ruined by a greem aittack during the
game ere not aligible for the slage rule cption.



Geod when a walled red city is attaucked by superior numbers and defeated,
the player holding that city may shooee not to retreat from it as would
ordinarily be the case, bui instoad tc remove 1 army from the defonding
garrison and continue holding the city.

6020l A playsr who invokesz the siegs rule when he has only 1 army left
in the besieged city will lose both hir army and the city. & single unit
iz never enough to permit a city from boing over=run by u superier force.

6ol No eity which is in a state of siege during the Uld nalf of the
Barsoomian gume year muy build any new armies inaide the besiegad city
during tne build turn, regurdless of how many excess supply points the
player may have.

ot An attack by an inferior forcae will net ever put a city in a state
ef siega.

Ts0 ALLIANCRSs sny player way Support the attacking forces of any other
player during the course of play. Doing ao constitutes, a% least temporarily,
wnat ie known as an alliance.

Tol The terms Attuck, Support, Move, and Hold wean exactly what they
sound like ee defined in rules 3.0 through 3.4 and as generally understood
from the game of Diplomacys

Tod The meximum numper of army units allowed in any given sector at
the end of a turn is 5.

ToRel Two or more players may not share a sector in terms of supply
pointe or in terms of boih players having aermies within that sector at the
conclusion of a turne

7.3 Anytning not specifically prohibited by the above set of rules
shall be deened boith psrumisaable and mandatory. all rules that logicully
follow from the rules above, even though excluded from print, shall be
deomed included.
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