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Scenario Scoresheet and Rules:

The teacher will call out “Round ___”. You have a couple of minutes to decide what you wish to do, chat with other players, etc. Then write down decisions. 

You are allowed up to two decisions per round (you are always allowed to talk to people at any time and issue “official statements” at any time. Such statements are useful for informational purposes). 

Actions allowed: Investigation of incident(s); Making/Accepting/Declining Ultimatums; Mobilization—Partial/Full and Mobilization—Army/Navy/Both; Declaration of War; Activation of War Plans; Send Other Diplomatic Request (Specify: Request for Free Passage, etc)

You must give brief reasons why you did the action you did.

What Actions Do:

· Investigation of Incident(s)—Allows you to find out information about incidents. Usually a precursor to any other action, as it enables countries to “take the moral high ground.”

· Make/Break Alliances—Unaligned players may make/break alliances according to their victory conditions. Such actions must be publicly announced.

· Making/Accepting/Declining Ultimatums—Following investigations that turn up relevant information, countries can share information with other countries and make ultimatums. 

· They take the following form: If __________ [Country A+] does/does not do the ___________ [Following Action] then __________ [Country B] will __________ [Another Action].

· Countries who have ultimatums delivered to them, must respond: _______ [Country A] will/will not comply with the ultimatum from _______ [Country B].

· Mobilization can only occur after an ultimatum that threatens war has been rejected. Activation of War Plans (Phase One: Mobilization) occurs at this time.

· If the ultimatum is accepted, no further action is to be taken unless a further ultimatum is offered.

· Countries that issue ultimatums are assumed to mobilize if the ultimatum is rejected, unless that country’s orders specify that it will not mobilize if its ultimatum is rejected.

· Mobilization—Partial/Full and Mobilization—Army/Navy/Both—Mobilization is not war. It is a necessary step on the way to war. It gets your troops moving into position. 

· You may only mobilize if an ultimatum you issued to another country has been rejected, OR, after another country has begun mobilizing, and only if such is called for by your alliances. 

· A partial mobilization is one where a country slows down its mobilization rate by one turn. Mobilizing a navy only means that there is no impact on other land-based countries (not doing something that hurts that nation directly). If a country mobilizes an army, there is no impact on other sea-based power (not doing something that hurts that nation directly).

· A nation does not have to mobilize if another country does

· Once nations are fully mobilized no further ultimatums are needed.

· The speed of mobilization determines when you are ready to declare war (see Table below).

Country
Mobilization Speed
When can declare war (Be in a position to attack)

England
Fast
1 turn after mobilization

Germany
Fast
1 turn after mobilization

Austria-Hungary
Medium
2-3 turns after mobilization (Some uncertainty)

France
Medium
2-3 turns after mobilization (Some uncertainty)

Serbia 
Medium
2-3 turns after mobilization (Some uncertainty)

Russia 
Slow
4-6 turns after mobilization (Some uncertainty)

Italy (if played)
Slow
4-6 turns after mobilization (Some uncertainty)

· Declaration of War—May only be undertaken when mobilization is complete. Activation of War Plans (Phase Two: Implementation) occurs at this time.

· Send Other Diplomatic Request (Specify: Request for Free Passage, etc)

· Victory Conditions:

· Diplomatic: Follow the conditions in the handouts that you have.

· Military: Any nation A that gets a two period drop on any other nation B is assumed to have completely dominated them on the battlefield, if their (A) battle plans call for them (B)  to be the brunt of their (A) attack.

· Note: It is possible to get a diplomatic victory, whilst at the same time gain a military defeat.
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