IGC 2021
Geoeconomic game rules
(phase 2.9)
Introduction:

The geoeconomic game is played over 20 consecutive days, which correspond to 20 decades (1800-2000). The start and end dates are announced to all participants in the qualifying rounds.

The aim of the game is to check the knowledge of the terrain impact on the economy in a given territory. The development of a colony on a hypothetical land is continuing from pahase 2.8 in the realities of the Napoleonic Wars onwards. In reference to the IGC regulations, the game is played by a maximum of 32 participants with the highest number of points accumulated in the phases so far. People who do not belong to this group finish the elimination. Their place can be taken by people from among the top 32 who did not participate in 2.8, or who lost their territories completely. They can also receive territories that were not claimed during the game 2.8. The order of assignments is determined by the order of entries / dropouts. First, the choice of a free territory is taken by people who did not participate in 2.8 according to the order of applications, and then those who dropped out in 2.8 from the longest existing one, to the shortest. Contrary to the game 2.8, participants in 2.9 are now overt to everyone.
1. Preparations for the game 

On the date specified by the organizers, after the end of the game 2.8, the allocation of free territory takes place. The organizers divide these territories into the appropriate number of parts and give them one by one to the eligible participants to choose from. Before that, they have to apply for the game and design their flag. Indigenous territories become protectorates of superpowers, and unoccupied territories become independent republics or city-states. 

The remaining participants who have kept their territory in Game 2.8 go on to play with the game's legacy. They retain their cities, territory, and military units, and their affiliation with powers.

2. Powers and the pursuit of independence 

Each participant may at any time withdraw obedience to his metropolis. This is because dependence transfers 50% of the colony's income to the power, and the population feels less and less connected with the state of their ancestors. Protectorates pay a little less (20%), but are much more backward economically. Also independent city-states and republics pay (10%) for the protection of the great powers, but they are set up completely from scratch, and therefore have an even weaker start. The dependence on the power also means that the powers can send their colonies to war, then the participants can attack each other and the borders can change. When a participant declares a willingness to become independent in order to obtain more income from his territory, he stops receiving new colonists, and the development of the population will be based only on natural increase. Additionally, it has to face an expedition of a great power consisting of: 

- 2-3 ships and 5-10 military units from the metropolis 

- troops of the remaining participants belonging to the metropolis or under its protectorate, who remained loyal to the metropolis 

Independence gives economic and political sovereignty on the island (you can declare wars yourself to gain new territory). However, the influx of colonists is lost.

3. War, peace and alliance 

Wars are played in a slightly different way than in 2.8. The participant no longer decides about the movements of individual units, but only sets their location in his counties, plans to expand the army and its modernization. Wars may be fought between participants, depending on their status, only within individual decades. The boundaries change according to the administrative boundaries of the territorial internal division. When a participant is not independent, he participates in wars and interventions in the metropolis, but it is thanks to the military advantage that he loses or gains territory. Therefore, it is important to plan the expansion and distribution of the army and its supplies in advance. When a participant is independent, he can declare wars, enter into alliances freely. The concluded alliances are valid until the next war - after its end, the alliance can eventually be renewed. 

The declaration of the war or alliance must be presented to the organizers before the start of the next decade. 

Peace is made when the forces of both sides are unable to move forward without significant losses, or when a metropolis historically contains peace. Wars between metropolises continue in the game according to the history, although they are very simplified:

1800-1810: France, Denmark-Norway, Dutch, Turks, Spain vs Russia, Sweden, UK, Portugal, Habsburgs, Prussia (Napoleonic Wars); Russia vs Sweden.

1810-1820: France vs UK, Russia, Prussia, Habsburgs, Sweden; Turks vs Russia.

1820-1830: UK vs Turks; France vs Spain; Russia vs Turks; Spain vs Portugal, UK. 

1820-1830: Spain vs Portugal, UK.

1830-1840: France vs Dutch; Spain vs Portugal, UK.

1840-1850: Prussia vs Denmark-Norway.

1850-1860: Prussia vs Denmark-Norway; Habsburgs, Turks, UK, France vs Russia; France vs Habsburgs.

1860-1870: Prussia, Habsburgs vs Denmark-Norway; Prussia vs Habsburgs.

1870-1880: Prussia vs France, Russia vs Turks.

1880-1890: ---

1890-1900: ---

1900-1910: ---

1910-1920: France, UK, Russia, Portugal vs Prussia, Habsburgs, Turks.

1920-1930: France, UK vs Turks.

1930-1940: France, Soviet Union (Russia) vs Spain, Nazi Germany (Prussia+Habsburg former lands), Portugal.
1940-1950: Nazi Germany vs Dutch; Nazi Germany vs France, UK, Danmark, Norway; Nazi Germany vs Soviet Union;

after 1950: ---
4. Points and reward for the game 

The goal is to obtain the highest possible income from exports, population development, industrial development, military development and infrastructure development, which gives from 0 to 5 points possible to earn per decade for each of the above rated categories - a point is received by the 10 best participants in a given category (we give 50 such victory points every decade). After completion of this phase, victory points are added up and the best in terms of points obtained is granted 20 points for the classification of the 2nd stage, the second - 15 points, and the next 14 participants by a point less, respectively. 16 participants will not score points for this phase.
5. Generating income from export

In order to function, every place on the map tries to obtain products for sale from the surrounding lands. Initially, agriculture is the source of income. It provides food for the colony, and the surplus is exported. Along with the population development, the demand for food increases, but also the production possibilities arises, and some villages can convert to commercial agriculture, mining, forestry, and finally industry and services. Different exports have different values, but not all of them can be produced everywhere. The value is measured in contractual dollars ($) per unit of goods. Perishable goods cannot be exported.

Value of 1 commodity unit of raw material:

Grain = $ 10

Cattle = $ 20

Livestock = $ 20

Dairy products, vegetables and fruits, fish until 1930 are not a product of trade, then = $ 30

Cotton = $ 100

Oil plants = $ 50

Spices and stimulants = $ 100

Sheep = $ 100

Horses = $ 200, after 1900 = $ 120, after 1920 = $ 80, after 1940 = $ 40, after 1960 = $ 20

Wine = $ 140

Sugar = $ 100

Timber logs = $ 60

Lignite = $ 30

Hard coal = $ 100

Oil = $ 300

Uranium ore = $ 300

Iron ore = $ 50

Ferroalloy ores = $ 80

Zinc and lead ores = $ 100

Copper ores = $ 150

Bauxite = $ 40

Silver = $ 400

Gold = $ 1,000

Gemstones = $ 800

Salt = $ 20

Phosphate rock = $ 40

Sand = $ 5

Ceramic clay = $ 20

Gravel = $ 5

Building and road stone = $ 20

Limestone = $ 20

Processed goods are correspondingly more expensive and final products are the most expensive, depending on the technology used.

In the case of a colony, protectorate and a free city or republic, export revenues are reduced by the tribute to the metropolis (50, 20, and 10% respectively), in return it sends new colonists in peacetime (up to 300 for every $ 10 donated to the metropolis). An independent country obtains 100% of income, but has no immigration.

Each type of resource is marked with an appropriate signature in the place where it is obtained on the map.

Exports can be blocked during the war by an enemy fleet, in which case the income is 0 $. The enemy's occupation of supply routes to the capital has the same effect. When the goods do not reach the main port, there is no income.
6. Generating tax revenues

In fiscal policy, the participant determines whether he wants low taxes ($ 1/100 inhabitants per year), medium taxes ($ 2/100 inhabitants per year), high taxes ($ 3/100 inhabitants per year), very high taxes ($ 4/100 inhabitants per year). ) or horrendous ($ 5/100 inhabitants per year). Higher rates cannot be established unless there is war, but there is a risk of starvation.

The participant may set different taxes in each county.
7. Budget and expenses

The collected funds enter the budget in a given decade. They are used to cover regular expenses:

a) Administration - $ 10 per year per county and the central government department and a special civilian unit

b) army maintenance - $ 25 per year per battalion or ship (this amount increases over time with the emergence of new types of weapons and with the conduct of military operations and the cost of replenishment as well)

c) maintenance of fortifications - $ 50 per year

After deducting the fixed costs, the remaining funds are at the disposal of the participant, who must determine what they should go to, what investments he wants to undertake in a given decade.

It may turn out that there will be a deficit, then the participant may decide to become indebted or to dissolve some administrative or military units in order to go to balance.

Expenses can go to the creation / purchase of new military units, industrial investments, purchases of goods and services, hiring new administration and public works.
8. Central administration

Each territory has several ministries that it must maintain, but thanks to them, each participant can implement his policy.

MINISTRY OF FOREIGN AFFAIRS - responsible for relations with other participants, declaring wars, concluding alliances, pacts and various agreements.

MINISTRY OF HOME AFFAIRS - is responsible for the administrative division of the country, decides on the liquidation and appointment of counties as well as the directions and places of settlement of new colonists

MINISTRY OF WAR - responsible for the construction of fortifications, naval ports, as well as the deployment of troops in individual counties and investments in new units

MINISTRY OF FINANCES - responsible for collecting taxes and disposing of them for various purposes, in accordance with the instructions of the participants, also supports foreign trade and financial relations with the metropolis

MINISTRY OF ECONOMY - supports industrial investments in the territory and public works, which are to facilitate the acquisition of new raw materials and the production of new export goods, it determines how many goods the constructed infrastructure can transport.

MINISTRY OF JUSTICE - oversees order over indigenous peoples and occupied territories with ethnic minorities, reports on sentiment in each county.

MINISTRY OF DEVELOPMENT - responsible for education, science and introducing new technologies ordered by the participant, trying to bring the necessary specialists to the territory (such technology must be known in the previous decade in the world - e.g. you cannot build a power grid in 1810).

The participant directives for each ministry have to be described in the form that is sent daily, possibly supplemented by figures. The information must be detailed enough for the game commission to know exactly what to do.
9. Population development

The country's population grows along with:

- an influx of colonists from the metropolis.

- taking over new territories during the war.

- natural increase assuming random values from -1 to 6% per decade.

- settlement actions carried out by stationed troops as in section 2.8.

The non-immigrant population usually settles in their county.

Colonists can be sent to settle anywhere, just like a population settled by the military. Amount of colonists sent by metropolis depends on prosperity of a colony.
The population may decline as a result of war hostilities.
10. Industry development

The industrialization of the country requires initial investments, often financed from the budget. A basic industrial plant requires a population of at least 2,000 (workers and their families). More extensive factories, with higher turnover, need correspondingly greater access to labor and consumed raw materials that are either domestically produced or imported costly. The profits of industry, however, are much higher than the costs, so for every 2,000 people employed in the industry, the participant receives a industry point and a specific revenue. Such basic factory produces 1 unit of processed goods per year for export or further processing in other industrial plants.
11. Development of the armed forces

The game still evaluates the size of the armed forces. However, now with the development of industry, you can start producing uniforms and weapons needed by the military. Hence, in addition to the 2.8 troops at the end of the game, you can increase your strength by:

- bringing them from the metropolis (for $)

- bringing mercenaries (for more $ when you are not already a colony).

- expansion of military academies, military shipyards, etc.

- hiring military instructors.

However, the development of the armed forces is extremely costly. In addition, the number of armed forces is significantly reduced by the ongoing wars. Each battalion and ship is counted on the island to military ranking.
12. Infrastructure development

Infrastructure is crucial for the profitability of industrial expansion. Transport services use roads, bridges and later also railways, canals and the power grid to meet the needs of the population and industry. Investments, however, are costly, requiring the right raw materials. If the country does not have them, it has to buy them.

There are several network categories in the game.

The worst type of road are trails - 1 unit of goods can travel each year to the center of the county. Typically, this type of dirt road transports goods from small villages to cities.

Dirt roads - 1 item of goods can move on them, but at any distance. Their capacity, however, is not high as their quality is very low.

Paved roads - up to 5 units of goods can move on them.

Asphalt roads - have been available since later years, they can transport up to 10 units of goods per year.

Non-electrified railways - carry any number of goods, but require the purchase of expensive trains and consume adequate fuel when maintained.

Electrified railways - as above, carry any number of goods, but instead of fuel, they need access to electricity and even more expensive locomotives.

Canals and River Navigation - Carries any number of goods, but requires a harbours and fuel-consuming ships.

Power grid - provides energy from power plants to cities and industrial plants

Pipeline Network - Used to transport crude oil and fuel

Merchant fleet - allows you to make appropriate purchases and bring missing goods to main port.

When assessing the level of infrastructure, the following is added:

1 infrastructure point is awarded for connecting the county via a paved road, or

2 points for an asphalt road, or

5 points for any type of railroad section.

Additionally:

1 point for county electrification,

1 point for each inland waterway vessel,

1 point for 1 unit of the merchant fleet,

which adds up to value in the infrastructure ranking.
13. Capital city

In the geoeconomic game, losing the country's capital to an opponent means the end of the game. Points earned until then are retained for the rest of the game, but no new victory points are allocated, and local authorities take control of the unoccupied territory.

The other principles followed by the jury in books on economics, economic history and industrial geography. We recommend reading to know what can be done and what can not.

Happy gameplay!

