
 

 

1650 All v all GameNo mods to PCs (2,14,24) Rules as of 31/1/25 
Neutral 1650 game - Gunboat - Drafted Nations (Duos) 
 

 

1650 All v All  Nations 5,15,16,18 you have the option of spending 2 Rewards for one of the following (normal 

rules apply, You can’t modify a character that has already been modified, nor a PC). 

 

1) Costs 2 Rewards: Any PC gets upgraded to a City/Fort 

2) Costs 2 Rewards: Any character becomes a Champion. 

 

Nations 24 gets option on BOTH 

 

 
Drafting rules 
 
Step One 
 
All players submit rewards bids for position in a two-round serpentine draft. Players may spend up to 
15 of their rewards. The available draft positions are as follows: 
 
Position 1 (Draft picks 1 & 22) Put a Bid 0-15 Rewards for this selection. 
Position 2 (Draft picks 2 & 21) Put a Bid 0-15 Rewards for this selection. 
Position 3 (Draft picks 3 & 20) etc 
Position 4 (Draft picks 4 & 19) 
Position 5 (Draft picks 5 & 18) 
Position 6 (Draft picks 6 & 17) 
Position 7 (Draft picks 7 & 16) 
Position 8 (Draft picks 8 & 15) 
Position 9 (Draft picks 9 & 14) 
Position 10 (Draft picks 10 & 13) 
Position 11 (Draft picks 11 & 12) 
 
Players should rank all eleven positions in order of preference, from most to least desired and with the 
amount of rewards the player is willing to spend in order to get the position. 
 
GSI will process all rewards bids simultaneously. GSI will award positions to the players bidding the 
largest number of rewards first, and then proceeding to the lower rewards bids. Ties in reward bids 
will be broken randomly. 
 
At the end of the bidding process, GSI will advise each player of their draft position and the number of 
rewards spent. 
 
For example, if four players submit the following bids: 
 
Player A: 
 
Position 1 (Draft picks 1 & 22) - 15 rewards 
Position 3 (Draft picks 3 & 20) - 13 rewards 
Position 2 (Draft picks 2 & 21) - 11 rewards 
Position 4 (Draft picks 4 & 19) - 9 rewards 
 
Player B: 
 
Position 4 (Draft picks 4 & 19) - 15 rewards 
Position 1 (Draft picks 1 & 22) — 13 rewards 
Position 2 (Draft picks 2 & 21) — 11 rewards 
Position 3 (Draft picks 3 & 20) — 9 rewards 
 



Player C: 
 
Position 1 (Draft picks 1 & 22) — 15 rewards 
Position 2 (Draft picks 2 & 21) — 13 rewards 
Position 3 (Draft picks 3 & 20) — 11 rewards 
Position 4 (Draft picks 4 & 19) — 5 rewards 
 
Player D: 
 
Position 4 (Draft picks 4 & 19) — 4 rewards 
Position 1 (Draft picks 1 & 22) — 3 rewards 
Position 2 (Draft picks 2 & 21) — 2 rewards 
Position 3 (Draft picks 3 & 20) — 1 reward 
 
Then, GSI would assign nations as follows: 
 
(1) Player B receives Position 4 for 15 rewards, as that player is the only one bidding 15 for that 
position 
(2) Position 1 is randomly assigned between Players A and C.  Assume that Player A won the die roll, 
receives Position 1, and is  charged 15 rewards. 
(3) Player C receives Position 2 for 13 rewards, as that is Player C’s next highest bid, and Player C is 
the only remaining player that has bid 13 on that position. 
(4) Player D receives Position 3 for 1 rewards, as that that is Player D’s next highest bid, and Player D 
is the only remaining player that has bid 1 on that position. 
 
This would be the conclusion of this hypothetical bidding process: 
 
Position 1 — Player A (15 rewards spent, 0 rewards remaining) 
Position 2 — Player C (13 rewards spent, 2 rewards remaining) 
Position 3 — Player D (1 reward spent, 14 rewards remaining) 
Position 4 — Player B (13 rewards spent, 2 rewards remaining) 
 
- - - - - - - - - 
 
Step Two 
 
GSI will moderate a serpentine draft, proceeding from the first draft pick through the 22nd draft 
pick.  When each pick arises, GSI will advise the player whose turn it is to draft of: 
 

• The fact that is the player’s turn to pick. 

• The identities of the nations that had previously been chosen 

• The identities of the nations that are available to be chosen. 
 
For example, if it was the turn of the player drafting fifth to pick, GSI might send the following 
message: 
 
Dear Player 5: 
 
It is your turn to draft in Game 982.   
 
The following nations have already been selected: 14, 15, 16 & 17. 
 
The following nations are available: 1, 2, 3, 4, 5, 6, 7, 8, 9, 10, 11, 12, 13, 18, 19, 20, 21, 22, 23, 24 & 
25. 
 
Please submit your choice to GSI by email within the next 24 hours, if at all possible. 
 
- - - - - - - - - 
 
Step Three 



 
At the conclusion of the draft, there will be three nations that are unplayed.  GSI will randomly select 
two of those nations, assigning one as FP and the other as DS, and removing the capitals of each off 
the board.  The third unplayed nation will be left as neutral, with its capital intact. 
 
When Pre-Rewards Turn 0 results are sent out, GSI will advise all players of the identities of the off-
board FP and DS nations, but will keep secret the identity of the third off-board nation (whose identity 
will have to be determined by the players either from  information they already know from the bidding 
process or otherwise in the course of the game. 
 
Step Four 
 
GSI will send Turn 0 Pre-Rewards results to all players.  Players will complete rewards spreadsheets 
for their two nations (assuming they have available rewards to spend).  Rewards left are allocated to 
both nations, so if you have 9 Rewards left, you have 9 for each nation. 
 
Step Five 
 
GSI will send Turn-0 Post-Rewards results to all players.  Players will check those results to make 
sure the rewards were correctly input, that relations have been properly set to Tolerated or Friendly as 
appropriate, etc.  
 
Assuming all is correct, Players submit Turn 1 orders and the game begins. 
*** 
 
 
(1) All nations neutrally aligned and start Tolerated to each other, except a single player's nation pairs 
start as Friendly. No upgrades to Friendly are allowed. Unplayed nations are Tolerant to all Nations in 
play.  
 
(2) Total gunboat. Completely anonymous. A 50 Word per active nation you control diplomatic 
message to ALL players from you will be sent out.  It will show ONE nation who sent the diplo (so you 
can't pretend to be someone else).Players may name new population centers and characters but are 
not allowed to choose names that give away their identities or are diplomatic in nature (eg Border At 
3024 etc) 
 
(3) Each person plays two nations. 
 
(4) Nations are chosen in a serpentine draft, as follows:  
 
Player 1 - Player 2 - Player 3 - Player 4 - Player 5 - Player 6 - Player 7 - Player 8 - Player 9 - Player 
10 - Player 11 - Player 11 - Player 10 - Player 9 - Player 8 - Player 7 - Player 6 - Player 5 - Player 4 - 
Player 3 - Player 2 - Player 1.  
 
(5) When it is a player’s turn to draft, the player knows only what nations have been taken and what 
nations are left. The player does not know which nations have been paired with which other nations.  
 
(6) Players may bid up to 15 rewards to choose draft position. Unused rewards may be spent, but 
only on a one reward-per-nation basis. (If you get 15 rewards in a duo game, both nations have 15 
Rewards to spend on their nation).  
 
(7) The draft may take a bit of time.  Players drafting should endeavor to make a choice within 24 
hours of being advised that it is their turn, with the understanding that circumstances may arise that 
could make that difficult. 
 
(8) Nations are as normal, QA/NM start with 40 EM, champions as normal, but no PC modifications 
(1910 is without a fort, etc.) 
 
(9) Three nations are out of play — one DS and one FP and one other — with those two nations’ 
capitals and a random character off the board to keep the game alive. GSI chooses them randomly 



from the unplayed nations after the draft is over.  All players are told the identity of the 2 unplayed 
nations (FP and DS) when Turn 0 pre-rewards results are sent out, but not the 3rd nation (Neutral 
unplayed) 
 
(10) The 2 aligned nations are otherwise free for all.  PCs, Artefacts, Armies, Characters are all 
allowed to be attacked.   The 3rd unplayed nation, Neutral is a free for all.  All actions are allowed for 
all their characters. 
 
(11) The identities of the nation pairs remain secret, to be determined by players in the course of the 
game.  
 
(12) Game ends when over 50% of player controlled nations are out of play, or after Turn 52. 
(Dropped nations are out of play.) Total scores of all nations controlled by the player determine 
victory.   So 12 nations need to be put of play, and the next turn there will be 10 more turns to 
determine winning nations.  (All active nations at end of game are victors).   At the end of that 10 turns 
there is another vote to continue which has to be unanimous amongst active nations.  If it continues a 
vote 5 turns later, and then 5 turns later again etc. 
 
At game end the duos played will be revealed to all players in the game as will VPs for winning 
nations will be disclosed.  Rewards bid will not be disclosed but players are welcome to share that 
information if they wish. 
 
(13) Transfers of gold, product, pop centers are allowed between nation pairs but otherwise not with 
any nations not controlled by the player. This is on the players' honor but will not/cannot be policed by 
the GMs.  
 
(14) Randomized artifacts and all Artefacts are Neutral.  No One Ring Victory.  No Allegiance change 
allowed. 
 
(15) The game will be played with 11 players. 1st five 5 turns are weekly.  After that a vote will be 
taken, if all players ask to remain 1wk it will remain 1wk, but otherwise it will revert to a two week 
game. 
 
(16) New rules. For nations 5,15,16,18 you have the option of spending 2 Rewards for one of the following 

(normal rules apply, You can’t modify a character that has already been modified, nor a PC). 

 

1) Costs 2 Rewards: Any PC gets upgraded to a City/Fort 

2) Costs 2 Rewards: Any character becomes a Champion. 

 

Nations 24 gets option on BOTH.  Put this in a separate note, leaving 2 Rewards spare please. 

 
(17) Because of the extra work that is involved in setting up this game, an extra fee will be charged to 
setup this game. 10 turns for each nation will be taken from your account at game start, 9 turns added 
each nation. 
 
(18) Diplos sent into us will be collated with turn 1, then Turn 6/11/16 etc. 
 
 
You may send a diplo every five turns (1/6/11/16/etc.) 50 Word per active nation you control.  
 
Diplos will be sent to all players, and posted on Discord. You only have to say it is from one of your 
nations. If you do not specify any nation, we will send it from the first nation you are playing. You may 
say it is from both your nations if you wish! 
 
Players may name new population centers and characters but are not allowed to choose names that 
give away their identities or are diplomatic in nature (eg Border At 3024 etc) 
 
 
 
 



 

 
 


