Introduction
The story so far…
The siege of Berlin has simmered to a boil, resulting in all-out world war. The USSR lashes out against the NATO allies, moving quickly to conquer Turkey and Pakistan, with the main focus of their military might being wrought against mainland Europe.

Seeing the European powers in crisis, the newly-formed Arab League decides to take drastic action. The war stalls the creation of a Jewish state in Palestine, but causes Western Europe to cling even harder to the remnants of their global empires. Declaring their war aims as the liberation of their Arab brethren in North Africa from colonial domination – while also hoping to kill diplomatic support for the Jewish state through a military defeat of Israel’s political allies in Europe – the Arab League launches a stab in the back against the beleaguered NATO alliance.

The colonial NATO powers in Africa – France, Belgium, Portugal, and the British Commonwealth – agree that they can only afford to commit local forces to the Arab War. With the NATO Mediterranean Fleet fencing the Soviet Black Sea Fleet, only minimal naval support can be given to Africa. Despite some protests and misgivings by both parties, Spain signs a pact with NATO to aid in the defense of Africa; the neutral fascist country is able to point to their own interests in the Arabic regions – Morocco and Rio De Oro – as justification for co-operation with NATO. Spain and Portugal form a unified military command, as do France and Belgium, with the Commonwealth forming the third branch of NATO forces on the continent.
And so, the war begins…
The Participants

Play consists of conflict between the Arab states of the Middle East, controlled by a single player; and the NATO alliance, consisting of Spain & Portugal, France & Belgium, and the British Commonwealth, controlled by one or two players.

Arab League: Egypt (4 inf, 1 rtl, 1 arm, 1 ftr, 1 AA, 1 IC), Syria (2 inf), Jordan (1 inf), Iraq (2 inf), Saudi Arabia (4 inf)
Spain & Portugal: Spain (4 inf, 1 rtl, 1 arm, 1 ftr, 1 AA, 1 IC), Portugal (1 inf, 1 trn in northern SZ), Azores, Canary Islands, Rio De Oro (1 inf), Angola, and Mozambique.
France & Belgium: Morocco, Algeria (1 inf, 1 sub), French West Africa (1 inf), French Equatorial Africa, Congo, and Madagascar.
British Commonwealth: Gibraltar (1 inf), Malta, Cyprus, Nigeria, Libya (1 inf), Sudan, Tanganyika, Rhodesia, and South Africa (2 inf, 1 rtl, 1 arm, 1 AA, 1 IC, 1 crz in Angola SZ).
Playing the Game
The map consists of all territories mentioned above, plus the neutral territories of Ethiopia (2 inf), Iran (2 inf, 1 rtl, 1 arm, 1 ftr), Afghanistan (2 inf), and any sea zones that border them. All other territories and sea zones are strictly off limits, and are considered not to exist. 

Turn Order:

1. Arab League

2. France & Belgium

3. British Commonwealth

4. Spain & Portugal

Phases in a Turn
Arab League:

1. Diplomacy*
2. Purchase Units

3. Combat Move

4. Combat

5. Non-Combat Movement

6. Place New Units

7. Collect Income

France & Belgium:

1. Declare Multi-National Force**
British Commonwealth

1. Purchase Units

2. Combat Move

3. Combat

4. Non-Combat Movement

5. Place New Units

6. Collect Income

Spain & Portugal

1. Purchase Units

2. Combat Move

3. Combat

4. Non-Combat Movement

5. Place New Units

6. Collect Income

*The Arab League may make a single Diplomacy roll per turn, for free, successful on a roll of 1. They may only influence the following neutrals: Ethiopia, Iran, and Afghanistan. The Arab League may attack neutrals, but NATO may not; any neutrals attacked by the Arab League are then considered British-owned territories, and any remaining forces are converted to British forces.
**On the France & Belgium turn, they declare which of the other two Allies they will act with for that round; all other phases of their turn take place at the same time as whichever ally they choose to act with. In this manner, French & Belgian forces may be used to supplement their Allies’ attacks.

All French & Belgian IPCs must be kept separate from other IPCs, and they may only purchase infantry, which can only be placed in their own home territories. France & Belgium never capture territories.

Victory Conditions
Arab League:

· Control all territories of at least 1 of the 3 NATO allies at the end of the Arab turn

· Control any 2 industrial complexes at the end of the Arab turn

· Control all starting Arab territories, plus Sudan, Libya, Algeria, Morocco, and Rio De Oro at the end of the Arab turn
· Collect 24 IPCs at the end of the Arab turn

NATO:

· Control all 3 industrial complexes at the end of any round

· Reduce the Arab League’s industrial production to 6 or less at the end of any round

Units
Infantry: Cost 2, Move 1, Attack 1

· Arab League: Defend 1

· NATO: Defend 2

Artillery: Move 2 – may not blitz
· Arab League: Cost 3, Attack 2, Defend 2 – grants a +1 to 1 Infantry on Attack

· NATO: Cost 4, Attack 4, Defend 1 – grants 1 +1 to 1 Armor on Attack
Armor: Move 2, Attack 3

· Arab League: Cost 4, Defend 2 – grants a +1 to 1 Infantry on Defense

· NATO: Cost 5, Defend 3 – grants a +1 to 1 Artillery on Defense

Fighter: Cost 8, Move 5 – may carry 1 Infantry as a Paratrooper

· Arab League: Attack 3, Defend 4

· NATO: Attack 4, Defend 3

Transport: Move 2, Attack 0, Defend 0 – carry 1 infantry plus 1 other land unit
· Arab League: Cost 8

· NATO: Cost 6

Submarine: Move 2, Attack 2, Defend 2 – may move through hostile sea zones undetected, first strike, retreat or submerge after any round of combat
· Arab League: Cost 8

· NATO: Cost 6

Cruiser: Move 2, Attack 2, Defend 3 – may bombard shore targets (no Amphibious Assault required)

· Arab League: Cost 12

· NATO: Cost 8

Destroyer: Move 2, Attack 3, Defend 2 – may fire back if hit by Submarines, stop Submarines from submerging (use Battleship pieces)
· Arab League: Cost 12

· NATO: Cost 8

Rule Variations
Arab Rapid Mobilization:
  

Reflecting the Arab League's eagerness for war in 1948, the Arab player receives 6 credits at the beginning of the game, to be allocated before any player's turn. This money may be spent on military units, or saved for future use.
Arab Diplomatic Overtures:
Reflecting the Arab League’s extensive propaganda campaign in the lead up to war, the Arab player may convert 1 neutral territory to its own at the beginning of the game, as if it had achieved a diplomatic success. If the Arab Rapid Mobilization rule is used, new units may be placed in the converted territory.



