Starting:  To begin, download the map by right-clicking it and selecting “Save Picture As” and pick a spot on the map to place your nation.
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You can pick any unclaimed area you want as long as you don’t take too much (the examples above are reasonable).   Edit the picture in MS Paint, Paint.NET, etc. and save as a PNG file (always use PNG!)  Capitals have large dots & normal cities have smaller ones.

Turns:  During a turn you can conduct diplomacy with other nations, make public announcements to other nations, declare war, form alliances and other pacts, make actions in a battle, and trade with other nations.  You can also choose research and production, perform espionage, make a colony, start investigations, and place troops once per turn (corrections allowed). Whenever you change the map for any reason, declare war, sign alliances or defensive pacts, make actions in a war that aren’t espionage-related, and/or start an investigation it must be made public.

On top of that, all building projects and research must be implied at, though not really publicized until their secret qualities are publicly revealed (more on that later).  Any information or actions you keep private must be sent to the Game Master.  If the GM doesn’t know about something, it never happened.
First Turn:  These are slightly different.  On the first turn you start playing on you cannot start wars, have war declared on you, enter alliances (other diplomatic actions are OK), perform espionage, research or build Überclass units or buildings (until the 10th game turn) or make colonies on your first turn (which cannot be made until the 4th game turn.)  This will give you plenty of time to choose your starting location, make a backstory for your nation, explain who leads the nation if you don’t for RP reasons, explain your starting units, talk with the other players before the game truly starts, and perhaps make a flag for your nation (optional but recommended).
End of Turn:  The turn ends once the GM receives a turn report from every player (unless you make every action public) or after a substantial period of time.  The GM then draws random events, calculates production & research, and determines how well espionage & investigation missions went.  With this he updates the map and compiles private reports for each player as well as a broader public report.
Diplomacy:  Talking to other nations in public or private.  Forming alliances, defensive pacts, trade agreements, joint projects, and other cooperative plans are the most common acts of diplomacy, though you can talk about whatever you want where ever you want, though you need to publicize what was mentioned earlier in Turns.  Just make sure the GM knows if anything comes out of it!
Trade:  You can trade anything you have publicly or privately except for stability, espionage, pacts, and maximum research & production levels.  You can also trade Special Resources, which each nation may have so that their unique technologies and units cannot be replicated by nations who steal the blueprints for them through espionage.
Stats:  There are 4 main stats:  Economy Scale, Stability Level, Production Capacity, and Research Points.
Economy Scale:  A scale of 1-10 Economy Points that represent the state of your nation’s economy.  EP represents money, and can be spent to provide extra production and/or research for a turn, on colonies, or potentially in deals with other nations.  You must keep at least 1 EP at all times. EP can be gained through smart investments (such as building banks in your cities), having more than 7 EP for a while, trading with other nations, stealing from other nations through espionage, not spending points for a while, starting a war with less than 4 EP, and various events.  EP can be lost through having less than 4 EP for a while, other nations stealing from you, constant splurging, prolonged and/or costly wars, and various events.  If you have only 1 EP, you run the risk of hitting 0 EP and going bankrupt.  Bankruptcy has the following effects:

· -1 to -3 Stability.

· Research Point and Production Capacity maxes are halved, and their points are not regained until bankruptcy is over.

· Increased chance of bad events.

· Troops may desert.

· Espionage capabilities are halved, and counterespionage does nothing until bankruptcy is over.

After 1-5 turns, your economy will recover with 2 EP.  There’s no way to speed up economic recovery, as you will not gain any EP.  If a nation gives you points during bankruptcy, it takes away the increased change of bad events and possibility of troop desertion for that turn.  If you manage to get above 10 EP, the excess must be spent that turn.

Stability Level:  How stable your nation is on a 1-10 scale.  Stability affects how well your nation resists espionage, and stability below 5 allows rebels to randomly appear.  Each nation starts with 5 stability.  Stability is gained through being at peace for a prolonged period, awesome player decisions (epic battle victories, groundbreaking new research ideas, etc.), having more than 7 EP for a while, and various events.  Stability can be lost through idiotic player decisions (losing a battle heavily tilted in your favor, declaring war on allies, etc.), having less than 4 EP for a while, having your cities occupied, prolonged/costly wars, indirectly through enemy espionage, and various events.

If you have only 1 point for a while, you run the risk of hitting 0 points and entering an instant civil war.  Having less than 3 stability might cause a civil war anyways if a rebellion spirals out of control.  Stability cannot be traded between nations.

Production Capacity:  Your ability to produce things.  Nations start with 10 reusable points.  They are used in production, which will be explained later.  Production Capacity can only be increased through building factories (or your nation’s equivalent), starting a war, capturing cities, or various events, and can only be decreased by losing factories & cities, prolonged/costly wars, or various events.  Even then, the only thing that can cause more than a 1 point change on its own is capturing or losing a capital (3 point change).

Research Points:  Your ability to research.  Nations start with 5 reusable points.  They are used in research, which will be explained later. Research is increased and decreased the same way as Production, except factories are swapped with laboratories (or your nation’s equivalent).

Both production and research points can be put into joint projects by two nations, from which they both benefit.  However, if either nation’s progress is sabotaged, it affects both of them.

Production:  Building things is a crucial part of the game.  You can produce anything really, but troops and structures encompass most of these things.  While the amount of points needed to build things depends on their usefulness, the minimum cost for things are 1 point per unit of Infantry, 2 points per unit of Vehicle, 3 points per unit of Aircraft, 5 points per military naval Vessel, and 10 points per building.  Überclass units and buildings (which are extremely strong and are indefinitely useful) have a minimum cost of 5 times their base unit’s cost and often cost much, more regardless.  The GM will determine the final cost of an item.
{Examples of Überclass units would be flying, bionic infantry with incredibly powerful weapons and armor, or a battleship that’s massive and powerful enough to act as a mini-base.  Examples of Überclass buildings would be flying fortresses or massive walls around a large piece of land.  However, remember that even these must have a weakness, and that such a weakness might be expanded upon, so don’t entirely depend on Überclasses!}
Anyways, you apply your production points towards whatever you want to build.  You can run as many production projects as you like at one time, and can freeze production whenever you want.  Joint projects benefit each nation based on the terms of their deal.
Buildings:  Any structure, typically within a city but not required to be.  You must announce that you’re producing one when you do so, but you can refrain from saying what it does until its usage is witnessed by another nation outside of diplomacy (such as a force field during a war).
Research:  Also a crucial part of the game.  Much like Production, you can research just about anything you want, but the number of points needed to research something can vary greatly depending on usefulness (again the GM determines the final cost).  Unlike production however, you can only have one normal research project and one joint research project running at the same time.
You must also be able to link your research project to something you already know, so you can’t just grab amazing discoveries out of the blue.  Like in real life, you’ll have to be creative to advance!

You must announce that you are working on an improvement to a previous technology, but you do not have to say what it is, though once its use is revealed in any other way, it’s as good as public. 

Troops:  Your world-conquering tools.  It’s ideal that they relate to your nation, but they can be whatever you want (in fairness, so no invincible flying tanks).  There are four categories of troops:  Infantry (squads), Vehicles (regiments), Aircraft (wings), and Vessels.  Nations start with 20 squads, 10 regiments, 10 wings, and 5 military Vessels (non-military vessels such as trade ships are always unlimited!)  Their specifications may vary depending on your nation, but they loosely resemble their human counterparts.  The GM can help sort out any confusion.

There are also Überclass troops, which are super-powerful units that you cannot research or build until the 10th game turn.  These are your spec. ops. troops, your flagships, your mega-tanks; really any type of unit (or even buildings) that have incredible capabilities.  When implementing them, realize that everything has a weakness, and that depending on your Überclasses can be catastrophic if an enemy finds that weakness.
To deploy troops, just tell the GM where you want them (publicly or privately, though war actions must be publicized).  Newly produced troops can be placed anywhere within your borders, while existing troops take a turn to get from one city to the next closest city, and two turns if they are separated by a body of water and are not capable of extended flight.  These rules apply for trade deliveries as well.
Declaring War:  You must have a reason to go to war, but war is required if you want to win the game.  Entering a war also adds +1 to your maximum Production Capacity & Research Points, as well as +1 Economic Point if you’re below 4.

Your first offensive war can be a Bloodlust war.  Bloodlust can only be used once by each nation.  When it is not a Bloodlust war, here’s a list of reasons with no penalties:

· “Defensive”-War was declared on you, thus you have no choice.

· “Alliance”-Honoring an alliance or defensive pact.

· “Espionage”-You caught their act of espionage against you.

· “Trade War”-You can prove they’re directly threatening your trade with a public partner (talk with the GM first).

· “Reclamation”-They took land from you, colonial or otherwise.

· “Balancing”-They own half of all owned land (declared usable by GM).

The following incur only a -1 stability hit:

· “Counterattack”-They declared Bloodlust on you before (can only be used once for each Bloodlust declared on you).

· “Secret Trade”-Same as Trade War, but involving a secret partner.

· “Claimed Espionage” Possible espionage you haven’t proved.

If you declare war without a reason, you are incurred -2 stability.  Dishonoring an alliance is -1, and -3 to -4 for declaring war on an ally.  If your allies are at war and both call you, you cannot lost stability for it.

War:  The name of the game!  Wars can be fought anywhere on the map, so be sure you remember if the world is flat or round.  Make use of as many fortifications and unique weapons as you can!

Once armies clash, a battle starts, and will go on until one side is routed, retreated, destroyed, or captured.  Because infinite actions may be taken in a battle, they often last only one turn, but the GM does not have to wait for a battle to end before ending the turn and may carry it over to the next turn.  All battle actions are public!
Battles progress as such; the attacker(s) gives their troops commands, and the defender(s) suffering losses accordingly, then retaliate to inflict causalities on the attacker(s).

