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�
Hello!


	Welcome to the first issue of the Continental Press! This is the first in what will (hopefully) become a continuing feature of the Continental Conquest game system. The Continental Press will provide a space for game announcements, victory reports, tactics & strategies, player commentary, and anything else that might relate to Continental Conquest.





NEW MAP AVAILABLE!


	The big news of the day is the introduction of our fourth CC map, Great Britain! While Britain may not seem like a Òcontinent,Ó it provides an ideally shaped region for the CC game environment and we just couldnÕt resist making a map out of it. The first game with this map is starting as you read this message, and future issues will provide strategies and tactics for playing on this map.


	Britain is designed to hold approximately 12 players, which fits neatly into the niche between Oceania (8 players) and America (16 players). The European map allows 20 or more players, with 24 the upper limit. (There were 24 players in this field during game #12.)


	Note that the map of Great Britain does not have any Desert hexes. In truth it should not have Swamps either, but we have used the Swamp terrain type to denote Moors. You can consider Moors the equivalent of Swamps for all game purposes (such as building refuges).





THE MOST COMMON RULES ERRORS


	We see a lot of order errors, and try to correct these when we can. However, if we donÕt catch an error you made before the turn runs, and the order fails, we canÕt correct it after the fact. To avoid this keep an eye out for some of these common pitfalls:


	MOVEMENT: When moving non-air convoys, always use a direction letter if possible. YouÕll make far fewer errors this way (and so will we when we type in your turn).


	PAUSING: A lot of players think they have to pause whenever a convoy wants to do nothing in a hex. ThatÕs not what PAUSE is for (itÕs intended as a way to try coming out of hiding at the start of a turn, without having to leave the hex and come back in). If you want a convoy to sit idle, leave its movement line blank. YouÕll save fuel and parts.


	BUILD vs ERECT: We often see something like this: ÒBUILD 2531 CHURCH.Ó The order to put up buildings is ERECT, not BUILD. Again, this is one we try to correct, but if we miss it, we canÕt fix it later no matter how obvious it may seem.


	ASSIGN: You cannot ASSIGN using the Ò*Ó wildcard character that is available for the DEFEND order. Trust me, this would make things way too easy. Everyone would just ASSIGN **** at the end of every turn. Booorr-ing.


	ENLIST: You do not have to say ENLIST 50 TROOPS. Just ENLIST 50 will do.


	ABBREVIATIONS: Some of the orders have unusual abbreviations. BUILD is BL, not BU; GARRISON is GR, not GA; PATROL is PT, not PA; LOOT is LO, not  just L. Also note that you can abbreviate the Kill Mode orders to any of the following: KV, KT, or KN.





RULES ADDITION: FERRY ROUTES


	One new feature in Great Britain is the addition of Ferry Routes. Ferries do not appear on the full-sized continents, which have too great a scale to deal with this method of transportation.


	Ferries appear on the map as a curved, dashed line between coastlines of major land masses. Both ends of this line terminate in city hexes, although the ferry is independent of the city and operates for any player (even if they are banned from that city).


	In order to use the ferry service, move a land or military convoy to the hex containing one end of the route. Then, for your next movement, donÕt write in a direction, but instead enter the hex number of the other end of the ferry. For example, a convoy in Brighton on the Britain map would write Ò6459Ó to move to DieppeÕs hex on the coast of France. Note that it could not move to Boulogne or any other ferry destination, but must follow the ferry route shown.


	Moving on a ferry route does not cost fuel or parts because the vehicles are idle while being ferried. However, there is a fee which must be paid. The charge is $100 for every Òsize pointÓ of vehicles in the convoy. Convoy sizes are described on page 11 of the rulebook. For example, a convoy with a bus and two bikes (total size 12) would have to pay $1,200 to use a ferry. Obviously this sort of thing can get expensive for very large convoys; however, it is a lot cheaper than some of the other alternatives.


	Moving along a ferry route is considered a single ÒmoveÓ against the convoyÕs normal limit, and entry into the destination hex is treated normally (e.g., there could be combat if an opposing convoy is located there). Note that only land and military convoys can use this type of movement!


	There is no way to prevent an enemy convoy from using ferry services, even if you own both the hex and the city at both ends and have your opponent banned! Ferry service is completely neutral.





RULES CHANGE: LATE TURNS


	Effective with Game #16 and beyond, any player whose turn is late will have their Sequence# increased automatically. (Every player has a Sequence# printed on their Orders Sheet. This number indicates when your turn runs in relation to those of other players. The values are 1000 or greater and are deliberately large to disguise player sequencing.)


	If your Sequence# is increased, the new number will move you to the end of the turn processing sequence for all future turns. Thus, if your Sequence# is 1500 and your turn runs late, and the player whose turn runs last has a Sequence# of 3300, your Sequence# will be increased to a value higher than 3300.


	Why is this being done? Because many players have ÒdiscoveredÓ that it can be a good idea to run a turn late on purpose if they have a low Sequence#, then send in their next turn on time, in order to Òdouble-turnÓ an opponent whose Sequence# follows theirs. Under this new procedure, this rather distasteful tactic will no longer work. (You could still achieve a double-turn by accident but wouldnÕt be able to plan one.)


�
RULES CHANGE: JET CARGO


	Beginning with Game #16 of CC, air convoys are no longer allowed to carry cargo. (This does NOT affect games with game numbers less than 16.) Why? As anyone who participated in Game #12 or Game #13 can tell you (and as those in #14 and #15 should consider), convoys with jets can make ridiculous amounts of money making multiple pickups and dropoffs each turn. Some players were making literally millions of dollars doing this as the game neared its end, in many cases making triple or more their normal income. Since there is no limit to the amount of trade a convoy can conduct (other than its cargo capacity), this has a game-unbalancing effect.


	Please note that this is not a ÒstabÓ at those of you who were (and are) using this perfectly valid tactic. ItÕs in the rulebook and nothing is wrong with it. ItÕs just something that my playtesters missed. One of my jobs as game moderator is to correct just this sort of problem when it is discovered.


	In any event, this does not destroy the usefulness of air convoys. They are still useful for many missions, among them scouting cities (early in the game), recapturing critical hexes with valuable structures, curing cities that have the Plague, dropping spies off in enemy cities (dangerous, but worthwhile), bombing cities, and collecting experts to give to other convoys. Many players consider this last tactic the best use for air convoys, especially with the GIVE ALL EXPERTS order available. (Please note that this order will not give away an Expert Pilot unless the recipient convoy is also an air convoy!)





TACTICS: FORTIFYING CITIES


	Fortifying a city is too expensive (in both money and order space) to do too often. The only cities you really need to fortify are crucial trading cities near a combat zone, cities which provide a vital jumping-off point for opponents to use to penetrate your territory, or cities that have reached their max population and are thus very valuable. You might also consider fortifying a major city to a Citadel, since these are worth a lot of popularity (not to mention cash).


	In addition to coughing up the bucks for fortification levels, you can increase the number of troops a city can hold by adding a Barracks. However, this is not cost-effective until you reach Base level (and perhaps not even then). Shelters can also help by increasing the defense combat value (killing 10% more attacking troops). For strongholds and larger these buildings become very worthwhile, adding a lot of defense in relation to their cost.


	Claymore mines are one other thing you can add to defend critical cities. A city can have one claymore for every 10 troop capacity, and each provides +1% to the defense value. Is it worth buying claymores? Yes, but only for bases and larger. A base with a Barracks can have 20 claymores, increasing its damage capability from 85% to 105% and guaranteeing a kill every time it shoots at an attacker, for a cost of $15,000 (50% more than a Shelter but providing twice the ShelterÕs defense ability). In larger cities claymores are even better. A Fortress with a Barracks, Shelter and the maximum of 60 claymores has a defense hit percentage of 150%+10%+60%=220% and will kill two attacking troops every combat round, plus a third about every fifth round! Since convoys on GUARD status will automatically defend the city using these same values, itÕs easily possible to make a Fortress completely invulnerable for the cost of two buildings, 60 claymores, and the two orders needed to install these options.


�RULES QUESTIONS & ANSWERS


	Q: Sometimes I have to scrap a vehicle in order to pay for repairs, because I stupidly let myself run out of parts. However, the rulebook doesnÕt tell me how many parts I get for any given vehicle and neither does the turn report. Can you tell me how this works?


	A: Whenever your convoy either (a) has a battle and has to make repairs or (b) has to handle maintenance at the end of the turn, then the computer calculates a total number of parts that are needed to repair/maintain all the vehicles in the convoy simultaneously. If not enough parts are available, vehicles are scrapped starting with the smallest and working up. The parts value of vehicles (regardless of convoy type) are listed on the chart below. Note that these values are DOUBLED if your convoy possesses an Expert Tinkerer.





Fast Scout Vehicle�
5 parts�
�
Small Combat Vehicle�
15 parts �
�
Medium Multipurpose Vehicle�
30 parts�
�
Large Troop Vehicle�
50 parts�
�
Large Assault Vehicle�
100 parts�
�



	Q: How exactly is the Plague contracted, and how is it spread around? Specifically, if an enemy convoy with the Plague drives through one of my cities, will it transmit the disease to my city? If so, itÕs too easy to spread the Plague around!


	A: We agree, which is why we took that out after the very first playtest game. HereÕs how the Plague works.


	At the end of each game turn, each city has a chance of contracting the Scourge. This chance is directly related to the number of cities that already have the Plague (the actual formula is too complex to list here). This is a matter of game balance because if it werenÕt limited, then the Plague would spread faster than players could ever hope to cure it.


	Anyway, if a city contracts the Plague, it appears AFTER the population growth cycle. This is one reason to have Hospitals in critical cities, because you will see the Ò*Ó warning you of the Plague one turn earlier than you would normally notice the effects (the loss of population and troops). Of course, even if you get there on the very next turn you will still have to suffer one turnÕs losses, but thatÕs a lot better than two turns or more!


	Convoys themselves can contract the Plague from cities but do not spread it simply by moving about. The arrival of the Scourge is usually completely random. Of course, some other player actions can force it to appear (sabotage and bombing, for example).





AGENTS OF GAMING WEB SITE


	Check us out: http://members.gnn.com/agent1/aog.htm! ThereÕs a Continental Conquest page you can get to by following the right link. You can get several forms from this location or send us Email to join a new game, or ask game questions. WeÕll also put this and all future newsletters on this page for easy download and/or viewing.


	If you have any questions or suggestions for how to improve our page, let us know!





PUBLISHERÕS INFO


	The Continental Press is published on an undefined schedule (i.e., whenever we have something useful to say) and is © 1996 Agents of Gaming. This newsletter is a free service to our customers. Send articles & suggestions to b.graw1@genie.com or agent1@gnn.com. Thanks!


