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Expand your empire relentlessly Utilize the die strictly as a tool Wield conventional grnund armies and |
across 600 global regions. for psychological deduction and . intercontinental nuclear arsenals
@||@® bluffing. It is never thrown. g |e@ until only you survive. @

h—-—-—-—-_u-— L ST EE S N W LSS




tripgeo.com: tmasﬂf-.rarinfd Online_Command_Briefing

THE THEATER OF OPERATIONS
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e PRl SCOPE: 8 distinct boards
b ' I comprlsing 600 regilons.
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ZCDHHEND STRUCTURE:

SCALAEILITY: Engage in massive
global conflicts, or isolate
specific regional borders for

accelerated 2-hour
engagements.

Supports 2 to 7
Commanders vying for
absolute supremacy.
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ESTABLISHING
YOUR FOUTHOLD

DEPLOYMENT PROTOCOL

thN-ADJACENT RULE '

DEPLOYMENT RESTRICTION:
INITIAL FOOTHOLDS MUST
MAINTAIN MININUM

SEPARATION DISTANCE. NO
l- ? I_DIHEET BORDERS ALLOWED.

1. DRAFTING

l Commanders take turns claiming a
single mountain region to serve as
their initial one-region empire.
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2. ISOLATION PROTDCOL ALy

A newly claimed mountain must NEVER
share a border with any previously
claimed mountain (yours or an
enemy's).
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3. EXPANSION

Once the valid mountains are
exhausted, the war for the empty
territories begins.

s e e e e e Rl



s CLASSIFIED ;
5 3! = |

PHASE 1:

THE NUCLEAR OPTION.
Detonating A-Bombs

and H-Bombs.

(Usually bypassed in
the first 3-4 rounds).

- — S

fripgeo.com/stories/Warlord Online Command Bnrefing

BT

PHASE 2: MOBILIZATION.

Calculating industrial
production and deploying
reinforcements to the
front lines.

PHASE 3: MANOEUVRES
& ENGAGEMENT.

Moving ground armies into

empty regions and launching

calculated attacks against
enemy territories.
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" FUELING THE WAR MACHINE
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!l BASE UUTPUT. MEGA-CITY OUTPUT:

+1 Army automatically|| +1 Army for every
|| per distinct empire. Yellow region held.
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YELLDH REGION
Mega-City L

|| KEY REGION OUTPUT: || RURAL OUTPUT:

+1 Army for every +1 Army for every
2 Red regions held. 3 Green regions held.

RED REGION
Key Region

WAR PRODUCTION
FACILITY

rjr\;’,#/_\ f & y &
L A\ CRITICAL DIRECTIVE A\
<:r. Qh' S RESTRICTED RULE: 1 army holding a region is as
S kj? L productive as 10. Concentrating forces yields
GREEN REGION ]

no extra production. Reinforcements must de ley
strictly within the empire that generated
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2 THE GOLDEN RULE You may move armies into adjacent, unoccupied regions, but 7
’ 4 you must ALWAYS leave at least 1 army behind. A region cannot be abandoned. 4 |

Cannot move into a Cannot move out of a Cannot move into an Cannot leapfrog into a
region you already region leaving it empty region from two non-adjacent region.
occupy. : entirely empty. different directions

simultaneously. —
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The Attacker secretly
selects a number on the
die (cannot exceed the
total armles in the
attacking region) and
hides it under a cup.
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g PSYCHOLICAL WARFARE |

STEP 2: DECLARE

The Attacker formally
announces the origin
territory and the target
territory.
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STEP3: DEDUCE

"‘- 3

The Defender must
analyze the board, read

their opponent, and
state their guess for
the hidden number.
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Did the Defender
guess correctly?
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AMBUSH T BREAKTHROUGH P

The Attacker 1nstantly loses The Defender loses 1 army.
all armies committed The Attacker is immedlately
under the cup. rewarded wlth 1 A-Bomb unit.
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CONQUEST PROTOCOL

If the defending region is reduced to @ armies, the
exact number of armies committed on the hidden die MUST
cross the border to occupy the captured territory.




MEGA-CITY SIEGE: The attacker M8 MOUNTAIN ASSAULT: The attacker | AMPHIBIOUS LANDING (Sea to
is strictly forbidden from P W is strictly forbidden frem Land) : The defender is granted
eeleeting '1' on the selecting '4', '0', - TWO simultaneous guesses

RESTH || the hidden die. M| | deduce the hiddemwal ADV
| | L

NAVAL SKIRMISH (Land to Sea): No dice used. Defender is automat
wiped out. Attacker moves in. No A-Bomb units rewarded.
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 WEAPONS OF MASS DESTRUCTION

TRIGGER
MECHANISHM

TRIGGER
MECHANISHM P g

4 PAYLDAD UNIT
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PAYLOAD UNIT*——J

A-BOMB (TACTICAL) - H-BOMB (STRATEGIC)
Acquired by successfully executing Acquired strictly as a byproduct-earned
conventional ground attacks. every time an A-Bomb 1s detonated.

RANGE MECHANICS: Bombs are modular. 1 interxlocking unit equals 1 boundary of range.
Adding units extends the missile’s reach across the map.




Effects
when an
H-bomb
explodes
on

Madrid.

Effects '
o

when an
A-bomb

explodes
on Irish

Sea.
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Fallout Diagnbstic v & 4 Il“ .
TACTICAL DETONATION (A-Bomb) i3

Explosion site receives a permanent ‘Black |

Splat' (impassable radioactive zone ey |
The devastation zone destroyE h’lh““
all armie in adjacent regions. LBl

o
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STRATEGIC DETONATION (H-Bomb)

Explosion site AND all adjacent regions

Fallout Diagnostic I/”l ' .

receive permanent °‘Black Splats’ . |
The lethal devastation zoné |
pushes even further outward =

Fallout Diagnostic llll@ﬂ

CHAIN REACTIONS

Any unexploded bomb caught within a o
devastation zone detonates i Aty Eig
site, potentially trigg® “‘ b §

continental wipeout in|Z
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THE DIGITAL COMMAND CENTER

Browser-based Run solo campaigns

architecture. = PF—~/\VAUBEF = against up to 6

Zero downloads required 2\ g | T ul AI-controlled
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| RECONNAISSANCE |

Utilize the built-in Map
Explorer to study the 600
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[LIVE CoMBAT] |

Enter the Multiplayer
Beta to match wits
against human operatives
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THE WARLuRiJ's DILEMMA

PRODUCTION fuels
the armies required
for Aggression.

EXPANSION secures
the territory required
for Production.

PH[][IUGTIUN

—‘3

DESTROYED EXPANSION . COMBAT/AGGRESSION

AATARD %
NUCLEAR WEAPONS ¢ L
permanently irradiate and only way to acquire

destroy the very Expansion Nuclear Weapons.

you need to survive.
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