CONTINENTAL CONQUEST


JUMP START


Notes to Beginning Players





�
GETTING STARTED


	To join a game, send in a Startup Request Form or simply handwrite your name and address on a piece of paper and send it to Agents of Gaming, PO Box 31571, Dayton OH 45437-0571. If you already have an account with Agents of Gaming, include that number with your request. 


	If you want to play on a particular map (America, Europe or Oceania), ask for it. Otherwise you will be entered in the next available game. You can request an area of the map, and we will try to accommodate your request as best we can.





YOUR STARTUP RESULTS


	This is what comes back to you once the game starts. It shows your starting position, your initial city and hex, and gives you an orders sheet with which to send in your next turn. Answer the following questions:


	What is your starting city? Look at the map and find out whatÕs nearby. Start thinking about how you want your convoy to move and where it should go.


	What kind of convoy do you have? You almost always have a land convoy, and so you should stick to roads early on to keep fuel and parts costs low. If you have a sea convoy, review the rules on sea movement carefully. You do not want to make errors this early.


	How much money will you have next turn? You start with $20,000 and your Income Report will show how much you can expect to earn (in addition to that) next turn. The sum of these numbers is how much you will have to spend during pre-turn orders.





WHAT TO DO ON TURN #1


	You will have at least $35,000 to spend. This allows you to do a number of things, but not everything you want to do. The following options are available, but keep in mind that you will not want to do them all.


	Hire troops. You donÕt start with any, except the few in your convoy and the ones in your city. You need troops to accomplish your first true mission: capturing all the hexes you can. Consider hiring at least 50 ($5,000) or as many as 100 ($10,000). Remember that even an unallocated troop will spend food, so donÕt hire too many.


	Buy a vehicle. The hex-capturing abilities of your convoy will improve dramatically if you add a van or bus. Vans are $15,000 while buses are $25,000. If you buy a bus and 100 troops, you will not be able to do anything else, but you will capture the maximum possible hexes.


	Buy a new convoy. For the first half of the game, you will make a lot of money looting hexes (which is different than capturing themÑbasically you just scrounge up all the valuables left over in the hex after the Scourge wiped out civilization). If you buy a second convoy on turn #1, you double your looting ability on turn #2 (plus you could buy a third convoy on turn #2 and increase your looting and exploring abilities still further).


	Buy a church. You need to get your population increasing as quickly as you can, because population is what wins the game. Building a church in your original city will double its population growth, increasing your income quickly. The benefit of this is slow to appear, since growth is gradual instead of instantaneous. 


	Train some agents. You will use these on ensuing turns to check out cities that are just outside your convoysÕ exploration ranges. You are looking for the most desirable experts (scouts in particular) and cities which have Outposts, which are easiest to conquer.


	Buy some supplies. Depending on your movement, you might need food, fuel or parts. Sea convoys are especially notorious for running out of fuel on a first turn. Always buy food and fuel during pre-turn orders (since it will be expended when convoys move), but buy parts only at the end of the turn (since convoy maintenance comes after movement and orders). If your convoy enters many mountain or wilderness hexes without entering roads, buy plenty of fuel and a few parts. If you enlist a lot of troops, buy some food to support them.


	Hire an expert. If your city has an Expert Scout, Expert Engineer, Expert Politician, Expert Sergeant, or Expert Trainer, consider hiring one immediately. The other expert types can wait until later to acquire (and some, like the Pilot and Spy, are useless this early in the game).


	As you can see, you have some decisions to make. Right now, having nothing else to go on, you will have to make a decision based on gut instinct. Pick a strategy and try it out. If you want to conquer hexes, buy a bus and some troops and skip everything else. If you want to explore quickly and learn whatÕs around you, looting as you go, buy a new convoy right away. And if you want to grow quickly, put a church in your city. Or you could combine some facets of these strategies in any way you desire. ItÕs your Clan!





PLANNING YOUR MOVES


	Look at the area around you, especially where the roads go (assuming you have a land convoy). Your convoy can move 5 hexes, so loot your starting hex, move along the road to an adjacent hex, loot again, and continue doing this until you are out of moves. If you loot & move 5 times, you will not be able to loot the last hex, so be sure to do this next turn.


	If you have a sea convoy, target all the small islands near you and go and loot them. Small island hexes are worth more looting than anything else in the game (as compensation for how difficult it is for you to loot coastlinesÑyou have to move out into the water, then into another coastal hex, and then loot, making this operation slower for sea convoys than for land convoys). You will also want to capture small island hexes, as they are rather valuable.


	Try to arrange to have your convoy pass through a friendly city (or your original city again) on its 2nd or 3rd move so it can refill with troops. The convoy will try to conquer each hex it enters, and will quickly run out, so if you can get to another city to refill, youÕll increase the number of hexes you can conquer on your first turn.


	Depending on how much food you have and whether or not you add a vehicle to your convoy, you might consider using a CELEBRATE order right away. ItÕs important to improve a convoyÕs morale level early, while it is small and the number of troops it can carry is minimal. (You pay 1 unit of food for every troop in the convoy, and the convoy must be loaded with troops.) This can be done at any friendly city, including the one you start in. If you do this, you must spend one of your convoyÕs order slots celebrating, so you will have to skip one of your looting ordersÑpreferably the one in your original hex, since you can always get that later with the next convoy you create.


	If you choose to HIRE an Expert Clansman from the Guild in your original city, you will have to make room for that order as well. If the city has a Gourmet, you will definitely want to combine the HIRE order with a subsequent CELEBRATE order. This will cost you movement and/or looting but will be worthwhile later on.


�
PREPARING TURN #1


	When you have decided what you want to do, fill in the appropriate orders on your turn sheet. In the pre-turn orders section, buy any vehicles, food, fuel and troops you chose to purchase/enlist. Save the remaining orders for the post-turn phase.


	Next, write in your convoy moves. Use one of the lines for each individual order. Make sure you use them allÑif you left any blank, you are doing something wrong (unless, of course, you hired an Expert Scout, which makes the LOOT order unnecessary and will by nature leave a couple of order slots empty).


	Finally, fill in your post-turn Clan orders. This is where you will create new convoys, train agents, build churches, and/or buy parts. There is no reason to issue these orders in the pre-turn phase, as you cannot benefit from any of these things during convoy movement. If you want to, you can use a BUY 999 FUEL order as your final order, which will spend all remaining funds on extra fuel for next turn. This is a safe way to make sure youÕll have plenty of fuel for next turn.


	Note that you cannot issue orders for any convoys you create or agents you train during the turn you create/train them. You will have to do that next turn.





SENDING IN TURN #1


	When your turn is ready, put it in an envelope and send it in. Agents of Gaming provides a pre-addressed, barcoded label you can use to speed your letter to us. Please use this label if you can, as it reduces the chance the post office will screw up the delivery. (Like they would ever make a mistake!)


	If you need to send money, include it with your turn. DonÕt send cash! Use a check or money order, made out in amounts of at least $20 (turns are just $5, but the extra will go into your account for future use, and you can always request a refund of any unspent funds at any time).


	Your turn will run on the date shown on your orders sheet. After it is run, weÕll mail it back to you, and depending on where you live, it will usually reach you in 1 to 3 days (maybe 4 at most). If your turn has not arrived by then, give us a call and weÕll give you an update on its status.





LOOKING OVER YOUR


TURN #1 RESULTS


	Look over your results from turn #1 carefully. You will learn a lot about the way things work by reading this first turn. Notice that events occur in the order they appearÑincome happens first, then pre-turn orders, then convoy moves a pulse at a time, then post-turn orders, and so on. After youÕre used to this sequence, doing a turn will become second nature.


	Look at your post-turn status, especially at the looting and hex capturing summaries, as well as your estimated income for next turn. Your final treasury total PLUS your estimated income is how much you can expect to spend on turn #2. Hopefully your estimated income will be an improvement over your previous turn (it will depend on how many hexes you captured, and what type, plus how much your cityÕs population improved).


	Next, look at your City List and examine the reports for any cities you encountered (other than your initial city). Look for Outposts (fortification level 1 with 50 troops) and start thinking about how you will go about capturing them. Stations are also likely targets, but Bases should be avoided this early in the game. Also check the experts a city produces, and see if there are any Scouts or Engineers available. Most veteran players consider these the best experts early on.


	Now check your Hex List and see what hexes you captured (shown in bold face type) plus what they are worth, and if they have any special structures. If you see a University, things are looking upÑmake sure you own it, and if not, go and capture it as soon as you can. These valuable structures can be used to hire any expert you like, so you wonÕt have to depend on the Guilds. Every convoy you own can then pick up scouts and engineers whenever you want them.


	Finally, look at your final resource totals (food, fuel, parts, vaccine and troops) and see how many you used up during your turn. Do you think you will need more next turn? Remember to include any vehicles you plan to buy (or any new convoys you created) in your estimation. You donÕt want to run out of food or fuel early in the game, so buy as much of those as you think youÕll need during the pre-turn orders phase of turn #2. Note that it is not necessary to worry about vaccine this early. DonÕt bother to buy any of that until you absolutely have to.





PLANNING YOUR NEXT MOVES


	You have a lot more options open to you now, and a lot of them depend on the choices you made when preparing turn #1, as well as the hexes and cities you visited during that turn. In fact, you have far more options available than could possibly be discussed here. Some general hints will help, however.


	Getting that second convoy. If you did not create your second convoy during turn #1, you will have to do it this turn. You must explore the area around you and collect as much looting as you can. This will supplement your income until you can start capturing cities. Income growth will be slow during the early stages of the game, so you must augment it as best you can.


	Capturing a city. It is tempting to consider attacking a city right away, especially if that city has an Outpost. If you get lucky and find an Outpost quickly, and there is another city adjacent to it, you have a good target. Stations and cities without another adjacent city will take too long to conquer on turn #2. (In order to take a city, you will want to add another van/bus to the convoy, buy plenty of troops, and then move the convoy back and forth, attacking the target and going back to the adjacent friendly city to resupply. You can do this at least twice if the two cities are adjacent.) If no nearby cities make good targets right now, start planning ahead for a future attack.


	Keep doing what youÕre doing. That is, keep capturing hexes, looting, and exploring. Use your agents to check out nearby cities your convoys canÕt get to. Watch your radio reports for nearby players, and if you meet a player, contact him or her immediately to discuss life, the continent and everything.


	When youÕre done with turn #2Õs orders, send them in and get settled into the normal turn cycle. The normal cycle consists of your turn arriving, your spending about a week mulling over your moves and orders, sending them in, and waiting for the next set of results to arrive. After a while, this will become a well-established pattern.





IMPORTANT TURN TIPS


	ALWAYS spend all your ClanÕs money. Unspent money does you no good. The last order of your turn should be a BUY order with food, fuel, parts, vaccine, or something else you need.


	ALWAYS write your orders in pencil. If you decide to change them later, you can do so easily without creating a confusing mess. 


	ALWAYS  make a photocopy of your turn before sending it in. If it gets lost in the mail, you will have another copy ready to quickly replace it. 


	ALWAYS make sure your account balance is positive. Agents of Gaming cannot run your turn if your balance is negative. NEVER send cash through the mail. Use money orders or personal checks.


	ALWAYS have as much fun as possible. Have a good time and enjoy the game!


