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Assembling 

 

Each of the player sheets contains: 

• The player board 

• Three double-sided outpost counters, comprising three normal counter faces and three 

‘reloading’ counter faces 

• Three double-sided large settlement counters, comprising three normal counter faces and 

three ‘repairing’ counter faces 

• Three double-sided small settlement counters, comprising three normal counter faces and 

three ‘repairing’ counter faces 

• Six single-sided airship counters 

• Four single-sided warship counters 

• Three double-sided resource-tracker counters, comprising three ‘1’ faces and three ‘10’ 

faces 

The airship, warship and resource-tracker counters in particular will require frequent handling and 

should preferably be mounted on thick card or wooden counters. Ideally the settlements and 

outposts would also be mounted as such, as they will less-frequently need to be flipped to show the 

opposite face. 

Alongside the 10 hexagonal board sections are two (grey) abandoned outpost counters, two (purple) 

automated outpost counters and one (grey) abandoned small settlement counter; these should be 

mounted in a similar manner to the player settlement and outpost counters. 

The players will be required to provide some additional components: 

• A number of six-sided dice; at least two are necessary to play the game, preferably more. 

• Twelve red, twelve blue and twelve yellow small cubes (8 or 10 millimetre wooden or plastic 

cubes are ideal) to use as research tokens. 

• 11 small tokens (small glass beads of the kind used in flower pots are ideal) to represent 

exploration  points of interest. 

• 12 small tokens (again; glass beads are ideal) for each player to mark researched 

technologies. 

On the optional component sheet there are a number of printable tokens which can be used as 

research tokens and point-of-interest markers; all of these should preferably be mounted on thick 

card for easy handling. The optional component sheet also contains a two-sided reference card for 

the common costs, move and combat statistics, and available actions used within the game. 

  



Story 

 

The world is on the brink of war – the three major superpowers have drawn battle lines and 

positioned their armies… and yet, nobody wants to go down in history as the country that fired the 

first shot. The tense stalemate around the globe sees nearly every fighting unit of every nation 

committed; nary a man can be spared lest the enemy sees a point of weakness and gains a strategic 

advantage. 

In the midst of this, each country’s scientists feverishly work to devise a super-weapon; a bomb, 

death-ray or invincible shield that will give their nation’s armies the upper hand and ensure victory. 

Then, almost missed by the world, a team working in a small independent nation discovers a new 

procedure for refining and working with telonite ore, previously thought to be worthless. Suddenly 

worldwide demand for telonite explodes, as it promises to be the key to the super-weapon that – 

possessed by only one nation – could avert global war and force the squabbling nations to return to 

the negotiating table. 

There is only one small problem… telonite only occurs in significant quantities in a remote, near-

barren archipelago, in the most inhospitable corner of the globe. The rocky islands can barely support 

life, and the frothing seas are populated by such nightmarish creatures of the deep that only the 

sturdiest armoured vessels stand a chance in the waters. Previously inhabited only by a handful of 

research scientists, each of the superpowers has now sent a task force to the area and established a 

beachhead. The race is on: only a small force can be spared, so now it’s up to you to secure enough 

telonite to guarantee your nation’s future – by fair means or foul – and thwart the other nations in 

their own attempts! 

  



  Setting Up 

 

Each player picks a colour, and takes the relevant player board, all location and unit tokens of that 

colour, and three resource-tracking markers. The resource-tracking markers start the game with the 

‘1’ face upwards, on the ‘0’ space of the resource track. For each unit of that resource gained, move 

the relevant token one step along the track; when the tenth unit is gained, flip the token to the ‘10’ 

face and place it back on the ‘0’ space and continue as before. (Likewise, when the tenth unit is 

spent and the reserve goes down to 9, flip the token to the ‘1’ face and place it on the ‘9’ space.) 

Next, each player is randomly dealt one yellow, one blue and one red R&D card. These are generally 

arranged beneath the player board. 

At the beginning, separate the start map tiles – identifiable by the player 

start icon as seen to the right – and randomly deal one to each player. If 

there are only two players, deal a third start tile at random and place to 

one side. The fourth remaining start tile is placed face up in the middle of 

the table. 

Next, shuffle the regular map tiles (keeping the spare start tile to one side if there are only two 

players). Starting with the youngest player, take turns to randomly select one tile and place it 

adjacent to this central tile. Six hexes are placed like this, surrounding it to form a larger hexagon 

shape. 

In the reverse order to which they placed the regular map tiles, starting with the last player to place 

a tile, players then place their own start tiles - in the orientation of their choice - equally-spaced 

around the outside of this hexagon. This should form a triangle of map tiles upon which the game is 

played. If there are only two players, then the player who placed their start tile first also places the 

third start tile. 

As each player start tile is placed, the owning player takes a small settlement token and places it 

regular-side-up on the player start icon of his start tile, then takes an airship token and places it on 

any hex of his choosing adjacent to the settlement, facing any 

adjacent hex. 

Place all the research tokens in a container suitable for blind drawing, 

and shuffle the exploration deck, placing it in a face-down pile near 

the board. 

Lastly, place an exploration point of interest token on every point of 

interest icon as seen to the right. These tokens denote which points 

of interest have yet to be explored. 

Play begins with the player who placed his start tile last, and proceeds in the opposite order to that 

of start-tile placement – the same order as that of regular map-tile placement. 

  

 

A player start icon 

 

A point of interest icon 



  Sequence of Play 

 

Each player takes their turn in sequence around the table. Each settlement a player controls has a 

number of action points – 4 for a small settlement, 8 for a large settlement – which may be spent on 

actions by that settlement, or any units the player has in play. The player acts with each settlement 

in turn, spending these action points to perform actions as outlined below; once the player has acted 

with each of his settlements or elected not to do anything further, it is the end of his turn. If he 

moves on to another settlement or ends his turn and the previous settlement has any action points 

remaining, they are lost. 

At the end of a player's turn, he must feed each of his settlements; each settlement that the player 

has in play requires one unit of food per turn. If the player has insufficient remaining food or elects 

not to feed a particular settlement, then unfed settlements take damage as if they had been 

damaged in combat. If insufficient food to feed all settlements is spent, the owning player decides 

which settlements are left unfed. 

Winning the Game 

 

The first player to have fifteen units of telonite ore at the beginning of his turn wins the game. 

Alternately, if one player wipes out all other players, destroying all of their units and all of their 

settlements, then they win. 

 

When a player wins, if neither of the other players have ten or more units of telonite ore in their 

reserves it is a complete victory; that player’s nation can build its superweapon and successfully 

intimidate their opponents into capitulation or negotiation. If one or both of the other players have 

ten or more units of ore, it is only a marginal victory; the other nations are close behind with their 

own superweapons, and while outright conflict is prevented, the cold war that follows could last 

decades… 

  



Action Points 

 

Each settlement has a number of action points with which to act over the course of a turn. Action 

points can be spent in the following ways: 

• It costs one action point and one fuel resource to move a unit up to its move allowance 

and/or attack with that unit 

• It costs one action point for a settlement to perform an attack 

• It costs one action point to attempt to harvest a resource adjacent to your settlement 

• It costs three action points to attempt to harvest a resource one hex from your settlement. 

• It costs one action point to perform research. 

• It costs one action point to repair a damaged settlement. 

• It costs one action point, 2 ore and 2 food to upgrade a small settlement to a large 

settlement. 

• It costs one action point and various other resources to build a new unit at any one of your 

settlements. 

• It costs one action point and some resources to convert an airship unit into a new 

settlement or outpost. 

Moving 

Each unit has a base movement allowance, as seen in the following table; when an action point and 

a unit of fuel have been spent to perform a move action with a unit, it may use any or all of its move 

allowance. 

Airship 4 

Warship 3 

 

Unit tokens have a direction, and are positioned in the centre of their current hex, facing a particular 

adjacent hex. 

• It costs one movement point to move to the adjacent hex immediately in front of the unit. 

• It costs one movement point to rotate a unit 60 degrees in either direction to face the next 

hex around. 

Airships float above the islands and the ocean, and can traverse any hex on the board. Warships, 

however, are traditional 'wet navy' ships and can only traverse sea hexes. A hex is a sea hex if no 

more than one of its corners are on land. 

Unless otherwise stated or overridden by technology advances, a unit may only move one time in a 

player's turn. Only one unit may occupy a hex at any one time. A second unit may not enter or pass 

through an already-occupied hex. A unit’s move must be entirely completed before another action 

can be taken, such as harvesting with the Mobile Equipment upgrade. 



Exploring 

 

Units explore the islands by moving into a hex adjacent to an exploration point of interest token. As 

soon as the unit moves into an adjacent hex, the token is discarded and the player owning that unit 

draws an exploration card. Most of these cards are beneficial, although some are not! 

The effects of the card are resolved immediately, interrupting the player’s unit’s movement; after 

the effects are resolved, the player may continue his unit’s movement if he has any remaining 

movement points. 

Harvesting Resources 

 

Spending an action to harvest entitles the 

player to attempt to harvest the resources from 

one hex within range. A settlement may 

attempt to harvest a hex immediately adjacent 

(the yellow hexes in the diagram to the right) 

for one action, or at the cost of three actions 

may attempt to harvest one extra hex distant 

(the orange hexes). 

 

A given hex may only be successfully harvested 

once per turn by any settlement (unless the 

player possesses a technology upgrade which 

increases this limit), but as many attempts as 

necessary to obtain that success may be made, providing that the player has sufficient action points. 

Only hexes with a resource icon printed on them may be harvested. Hexes which are occupied by 

another player’s unit may not be harvested. 

To attempt to harvest resources from a hex, simply roll two dice and compare the total result to the 

number printed under the resource icon; if the total of the dice equals or exceeds the printed 

number, the harvesting attempt is successful; the player increases their stock of that resource by 

one. If the total of the dice is less than the printed number, the attempt failed and no resource is 

gained. 

If a harvest attempt fails and another harvest attempt is made on the same hex immediately 

afterward, a +1 bonus is applied for the following attempt. This bonus is cumulative, so long as no 

other actions have been taken between one attempt and the next to harvest the same hex. 

  

 

Harvesting Ranges 



Research 

 

An important way for a player to expand his capabilities is through researching new technologies – 

many of these technology advances allow players to ignore or extend limits in the main rules, or gain 

new abilities not available from the start of the game. 

A player may spend an action point to perform research, at which point he randomly draws three 

research tokens from the pool, examines them and keeps two, returning the third to the pool. Any 

number of a player’s actions may be spent on researching. 

As soon as the tokens are drawn, they must be placed on a technology advance on the relevant 

colour of the player’s R&D cards. Tokens may be placed on the top row of technologies from the 

beginning of the game, but may only be placed on the second row of a card if the requirements for 

the first row of that card have been completely satisfied already, and may only be placed on the 

third row if the requirements for the second row have been completely satisfied already. The order 

in which technologies on the same row are researched is up to the player. 

After placing cubes, if any technology advance has as many tokens placed against it as the number 

listed for that technology, research on that technology advance is complete; place a token on the 

technology to denote its completion, return all the research tokens to the pool, and its bonuses may 

from this point forth be used by the player. Any number of advances may be completed in a single 

research action if their token requirements are met. 

When a player completes a technology advance, he must announce the name of the technology he 

has completed; if he is the first player to complete that advance, before returning the research 

tokens to the pool he first hands one to any other player with that technology on one of their R&D 

cards. This free cube must be placed on the same technology advance on their cards, regardless of 

whether it would normally be a valid technology for them to research (for example, they may not 

have completed the previous tier of research already). 

If the free cube completes the technology advance’s requirements the player does not gain that 

technology immediately; he must still perform a research action to complete it, although he does 

not have to play any more tokens on that particular technology. 

Normally only red tokens may be placed on the red (military) R&D card, yellow on the yellow 

(propulsion) R&D card and blue on the blue (resource) R&D card. However, if the extra tokens would 

be enough to complete the technology, a player may remove two tokens from another technology – 

on the same or another card – and count them as one point of research towards the nearly-

completed technology. This may be done any number of times in a single research action, and 

indeed a technology advance may be completed entirely from tokens moved in this fashion. It is, of 

course, an inefficient way to spend your research tokens, and may only be performed if the 

technology that the tokens are moved to is completed in the same action. 

  



Damage and Repair to Settlements 

 

If a settlement is damaged in combat, or cannot be fed at the end of the turn and takes damage, flip 

the settlement marker over to show the repair side. While the repair side is face-up, the settlement 

is only allowed two action points a turn, regardless of the size of the settlement. 

If a large settlement is already on the repair face and takes damage, replace it with a small 

settlement marker, repair face upwards. Once repaired, it will become a regular small settlement 

unless upgraded again in the future. 

If a small settlement is already on the repair face and takes damage, it is destroyed - remove it from 

the board. The player who lost the settlement also loses resources equal to his total for each 

resource divided by the number of settlements he had before the loss, rounding up – so if a player 

has 4 fuel, 2 food and 1 ore, and loses his third settlement, he loses 2 fuel, 1 food and 1 ore. If the 

lost settlement was destroyed in combat, the player who destroyed it gains these resources; 

otherwise they are simply lost. 

Spending a single action point will repair a damaged settlement (or complete the building of an 

incomplete one); after the action point cost is spent, flip the token to the regular non-repair side. In 

future turns the settlement will generate action points as normal. No action points are gained at the 

point that the settlement is repaired. 

Upgrading Settlements 

 

If a player spends one action point, 2 ore resources and 2 food resources from a small settlement, he 

may upgrade that settlement to a large settlement - replace the small settlement token with a large 

settlement token on the 'repairing' side. No action points are gained the turn that the upgrade is 

made, but if the settlement had action points remaining from its original allocation for the turn, the 

owning player may spend another to repair/build itself and flip the large settlement counter to the 

completed side in the same turn, if he so wishes. 

A settlement may not be upgraded if its repair face is showing. 

  



Performing Attacks - Combat 

 

Units, settlements and outposts may all perform attacks. In the case of units, the attack action will 

be part of a move action; in the case of settlements, an action is spent specifically to attack; outposts 

are a special case and will be addressed separately. A unit may perform its attack at any point along 

its move, and may continue to use any unspent movement allowance after the attack is over. 

To perform an attack – unless the player possesses a technology advance that raises this limit – the 

attacking unit must be in an adjacent hex to its target. For targeting to or from 

settlements/outposts, this means that the settlement must be on the corner of the hex of the unit 

that is the target/attacker. 

A unit or settlement has three combat statistics as described in the chart at the end of this section: 

attack strength, armour, and structure. 

• The attack strength determines how many dice the player rolls when attacking. 

• The armour value determines what score attackers will need to roll in order to have a 

successful attack against this unit. 

• The structure score determines how many successes are needed to damage or destroy that 

target. 

To resolve the attack, roll a number of six-sided dice equal to the attack score of the attacker, and 

compare each die's value to the armour value for the defender. If the die result equals or exceeds 

the armour value, a success is scored. If the attacker scores at least as many successes as the 

structure value of the defender, the attack succeeds and the defender is damaged. Settlements are 

damaged and flipped according to the rules outlined earlier; units which take damage are 

immediately destroyed. 

If several of a player’s units are all adjacent to the same target, they may all participate in the same 

attack, still requiring only a single action point. Simply add all of their attack scores together and roll 

the appropriate number of dice. 

A single unit may only participate in a single attack per turn, regardless of whether that attack was a 

group attack or a single-unit attack – so only units, settlements or outposts which have not already 

attacked may participate in a new attack. 

If two attacks are made against the same target in the same turn, the successes do not accumulate. 

If a defender has a structure of 2 and is attacked twice, both attacks scoring a single success, the 

defender remains undamaged. 

 Attacks Armour Structure 

Airship 1 3 1 

Warship 4 4 2 

Small Settlement 2 3 2 

Large Settlement 5 4 3 

Outpost 4 3 3 



Example Attack – Airship versus Airship 

Near the beginning of the game, Alice elects to attack an Bob’s airship with one of her own airships. 

She moves her ship adjacent to Bob’s, and declares the attack. 

At this point in the game, neither player has any military upgrades, so Alice looks up her airship’s 

attack score (1) and rolls the corresponding number of dice: she scores a 5. She then checks this 

number against the Armour of Bob’s airship (3), and since her die roll was equal or greater to the 

armour, she scored a success. Lastly, she looks at the number of structure points Bob’s airship has 

(1), and since she scored at least as many successes as the target had structure points, she has 

successfully shot down Bob’s airship. 

Example Attack – Upgraded Warship versus Outpost 

Later on, Bob has built an impressive warship, and his R&D teams have developed the ‘Mk. II 

Targeting Computers’ upgrade, which gives each of his units an extra point of attack. Alice has 

already fired one of her outposts, so Bob sees an opportunity to attack! He moves his warship to an 

adjacent hex – with the outpost on one corner of the hex his warship occupies – and declares his 

attack. 

Bob has 4 attacks from his warship, and an extra 1 attack from the targeting computer upgrade, so 

he rolls 5 dice, scoring a 1, a 2, a 2, a 3 and a 6. Alice’s outpost has an armour value of 3, so only dice 

with a value equal or greater to 3 are counted as successes: Bob’s attack scored 2 successes. 

Unfortunately for Bob, the outpost has a structure of 3, so his attack failed to destroy it. His damage 

doesn’t carry over, so should he attack again in this turn, or in a future turn, he will still need 

another 3 successes to destroy the outpost. 

Example Attack – A Warship and an Airship versus a Large Settlement 

Bob wants to attack Alice’s large settlement, but since it has a structure of 3 he knows that he’ll 

need a lot of firepower – he doesn’t want to risk the attack failing, so he gangs up on it with more 

than one unit. 

First, he moves his airship adjacent to the settlement, but doesn’t attack with it, and ends the 

airship’s movement. Next, he moves his warship into another hex adjacent to the settlement, and 

declares the attack with both units. Because the airship hasn’t attacked yet this turn, it can join in 

with the warship’s attack, and their attack scores are added together.  Bob has the ‘Mk. II Targeting 

Computers’ upgrade, so each of his units have one extra point of attack. This gives the airship a total 

attack of 2, and the warship a total attack of 5; Bob adds these numbers together for the combined 

attack, and rolls 7 dice, scoring a 1, a 2, a 2, a 4, a 5, a 5 and a 6. 

Alice’s large settlement has an armour value of 4, so Bob has scored 4 successes; this is equal or 

greater to the 3 structure of the settlement, so it is damaged; Alice flips the settlement counter over 

to show the ‘repairing’ side. 

  



Building New Units 

 

Units may only be built at settlements, and a settlement may only build one unit in a turn, regardless 

of action points or resources. Once the cost has been paid and the unit produced, the owning player 

places it in a hex adjacent to the settlement it was built at, facing in a direction of his choice. The 

unit must be placed into a hex it would normally be able to move into. (This effectively bars 

landlocked settlements from building warships.) 

Building a new airship costs 3 units of fuel; building a new warship costs 3 units of telonite ore and 4 

of fuel. 

Building Settlements or Outposts 

 

If a player has an airship over a hex containing land, he may elect to build a new settlement or 

outpost. This costs one action point, plus the cost for the building: a new small settlement costs 2 

units of telonite ore and 3 units of food; a new outpost costs 1 unit of ore and 1 unit of food. 

Once the price is paid, remove the airship from the board and place a new settlement or outpost 

token on one of the corners of the hex the airship was in. The settlement does not have to be on a 

land corner, but it must be adjacent to at least one hex with land in it. (We assume that it is on the 

coast, if the corner it is positioned at is actually a sea corner.) 

All newly-built settlements start on the repair face of the token, and may not be repaired in the 

same turn that they are placed on the board. 

Outposts 

 

Outposts are independent entities which do not need food, but also do not need the action points of 

settlements to act. They function as static defences, and may either perform an attack against an 

adjacent unit in the owning player’s turn, or may interrupt another player’s turn to perform an 

attack against a unit which has just moved into attack range. Attacking with an outpost does not 

require an action, even if other units participate in the attack. 

At the start of the player’s turn, he flips all of his outpost markers to the ‘ready’ side. When the 

outpost fires – either in his turn, or interrupting another player’s turn – the outpost is flipped to the 

‘reload’ side. Once on the ‘reload’ side, the outpost may not participate in or make another attack 

until the player’s subsequent turn, when it is flipped back to the ‘ready’ side. 


