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Moral Conflict - Economic Dimension 

Tutorial 

Welcome to Moral Conflict!  Moral Conflict is a historical game based on the events during the Second 

World War. Starting in the summer of 1941, five world powers were engulfed in a struggle for world 

dominance and survival.  In Moral Conflict, players lead their powers in a battle between good and evil, 

through combat, economic crisis, diplomatic negotiation, and technology race.  To best learn the game, 

we recommend that players start their first game with only the military dimension, and successively add 

more dimensions until you can master a game with all five dimensions. 

This tutorial shows step-by-step how to add the 2nd Dimension, the Economic Crisis, to the game.  It is 

assumed that players are already familiar with the rules in Military Dimension, as only additional rules 

from the Economic Dimension will be described in the military dimension in this tutorial. 

 

Introduction to the Economic Dimension 

In the Economic Dimension, players use resources to build their economy – resources can be used for 

the industry, to trade or negotiate with another power, or for technology development.  So managing 

economic resources well is an important key to success. 

The resources in the Moral Conflict game are:  

Gold – it is produced by land.  Gold can be used to build factories and for investment in research. Gold 

cannot be used for constructing armed forces, or to pay for engineering development.  

 

Oil – it is produced by land.  As the map shows, some lands are oil rich.    Oil is a 

critical resource.  When there is an oil shortage, factories can’t run to full capacity, 

military firepower is reduced, and ships can’t travel as far. So you want to manage 

your oil well. 

 

Industry Production, or IP - it is produced by the factories in the land.  With IP, 

you can buy armed forces or invest in technology.  For example, the Soviet 

Union has the total capacity to produce 40 IP from all of its lands. (10, 18, 2, 4, 

4, 2).  What is actually collected in each season can vary depending on the 

power’s position on the path of the heart and its oil level.  We will see how 

that works in the game later.  

Plus Industry Production (+IP) – think of this as new factories, which are constructed on a land using IP 

and gold.  With each new factory on the land, the land’s IP is increased by one.   
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 Below is a summary of the resources and the benefits they offer:  

 

 

 

 

 

 

Heartland 

A new concept in the Economic Dimension is heartland.  Every power has a heartland, and it is typically 

the land with the most IP. For example the Soviet Union’s heartland is Central Russia, which has 18 IP, 

and for the Empires, the heartland is the British Isles with 26 IP.  The Axis has 

two heartlands, Germany and Japan.   

The heartland is where each player may store their stockpiles of gold and oil.  

The stockpiles are recorded using the resource paths, which help reduce clutters 

from resource pieces on the board.  And they enable players to quickly see the 

size of their stockpile for all their resources.  If a heartland is captured, the 

player will lose all of their gold and oil in the stockpile to the conquering power.  

Hence if a player knows that their heartland is at risk of being captured, they can 

designate another land as the new heartland (most likely one with the next 

highest IP) and move all their resources to that that land.  Please refer to the end 

of this tutorial on how this works.  

 

 

Set to Play 

First, follow the setup in the military dimension to place your disks on the Social 

Development Path and your arm forces in your lands and ports.   

Then place path markers to track the stockpile of resource stored in the Heartland.  The 

color dots show each power’s stockpiles in the beginning of the game.  So Soviet Union 

would place a red disk on 4 for gold and 5 for oil; the Empire a disk on 3 for gold and 4 for 

oil, and so on.  

  

Gold To build factories and to pay for research 

IP To construct armed forced and to pay for development 

OIL To support industry, or to be consumed by the factories 

+IP To increase IP and to gain Social Development points (SDP) 

Note: 5 IP can be traded for 1 gold 
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Play 

In a full moral conflict game, there are five stages in every season.  For the Economic 

Dimension game we will play only 3 of the 5 stages: Military War, Economic Crisis and 

Construction.  

Military War Stage 

In the military war stage there are 3 steps, Sea movement and advance to attack, Combat 

and Consolidation.   The Economic Dimension adds rules to Steps 1 and 2. 

 

In Step 1, sea movement, players can now use the convoy to transport oil, IP and armies.   A trade 

convey is a convoy that does not engage in combats.  It can travel up to 12 seas.  

Rules on Sea movements: 

Type Max. 
Distance 

Condition 

Fleet 4 seas 
2 seas 

When traveling alone 
When escorting a convoy 

Combat Convoy 2 seas When loaded with at least on army and is preparing for 
an amphibious landing on an unfriendly enemy land. 

Trade convoy 12 seas When traveling on sea or to a friendly land  

 

In Step 2, Combat: disorder disks are now used to represent the effect of battle. One disk is placed 

automatically on the land at the end of a battle.   Additional disks may be placed by the losing power 

depending on its position on the path of the heart, which will come into play when you add the Moral 

Conflict dimension to the game. With 1 disorder disks, the railroad is destroyed, you cannot transport 

armies passing through the land.  With 2 disorder disks, the railroad is destroyed, and you cannot place 

armies on the land.  With 3 disorder disks, railroad is destroyed, no army can be placed and you cannot 

collect oil or gold.  And so on. Each additional disks adds more destruction to the land.  

No Disk Effect Example: Arabia 

1 disk No railroad You cannot transport armies from Egypt to India 

2 disk + No placement You cannot place armies here 

3 disk + No resource You cannot collect the 1 oil and 4 IPs 

4 disk + No +IP You cannot construction an +IP 

5 disk + No Control You lose control of the land – a change in SDP may take place  

 

Economic Crisis Stage  

Following the military stage is the economic Crisis.  During this stage, players collect resources from their 

land and transport and store them, set their oil level and the amount to consume. Decisions made 

during this stage can have significant impact on military operations and economic output for the next 

season.  So consider your options carefully.  
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In Step 1 Collect the gold and oil produced by your land.  

Gold - The Empires has two gold from South Africa, one from Canada and one 

from Australia.  Because gold is compact, it is assumed that it can easily be 

transported, so for that reason gold can be immediately transferred from 

any land to the heartland.  That means new gold production can 

immediately be recorded on the gold stockpile.  In this example the Empire’s gold stockpile now 

goes by 4 to 7.   

 

 

 

Oil – the oil produced on a power’s heartland is recorded on the stockpile immediately.  For all 

other lands, we place the oil piece there, to be transported later. As an example, for the one oil in 

Central Russia, you move the Soviet Union’s’ oil stockpile by one (from 6 to 7), and you do the same 

for the 1 in Germany for the Axis (from 8 to 9). Then you place 3 oil (pieces) in South 

Soviet Union and one in South Europe, and one here in Arabia in the Middle East.    

 

The South is considered Neutral Land if there are less than five players in the game.  The oil its lands 

produce can be purchased by players.  An oil costs either 5 IP or 1 Gold.  If more than one power is 

interested in the purchase, they can work out a deal.  If they are unable to reach an agreement, the 

resource will be sold by auction.  The bidding proceeds in order of initiative.   

Once the purchase has been agreed, the payment must be made immediately; the oil will be 

transported later either during the sea movement or land transport. 

 

In Step 2, we can move oil, IP pieces and armies by rail land transport.    

All the lands with some sort of production (either IP or resources) are 

connected by railroads, which can now be used for land transport.   
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Example: Western Canada has gold and IP production so it has railroads. But Alaska has no production 

of any kind so there is no rail transport to join it to Western Canada.  You can move any number of oil, IP 

and armies through up to 5 adjacent lands which have railroads. Armies can only be moved through 

lands that you control. The railroad of a land with one ore more disorder markers is destroyed, so you 

cannot pass through that land. You can pass through neutral lands; to pass through a land controlled by 

another power, you must ask for permission.   

 

 

 

 

Transporting Oil 

As an example, , the 3 oil in South Soviet Union can now be 

transported to the Soviet’s heartland, Central Russia.  Once they 

arrive Central Russia, we increase Soviet Union’s stockpile by three, 

and remove the oil pieces from the board. 

If you made a deal to trade oil with another power, this is the time to 

move the oil to their land.  A land can consume one oil for each 20 IP 

it produces.  A heartland can consume an unlimited amount of oil. 

For example, if Soviet Union makes a deal to trade 2 oil with the Axis, 

the two oil could go to its heartland Germany (34 IP), or one could go 

to West Europe (20 IP).  Since South Europe South Europe has only 12 

IP, it will not be able to consume any oil transported there. So if an oil-producing land has no industry, 

you may want to transport is oil to another land you control with 20 or more IP.   

Example: Indonesia produces one oil with no IP, so it needs to be transported out of the land.  Since this 

requires sea movement, the transportation will take place in the next season’s Military phase, Step 1.  

Transporting Armies and IP 

During this step, players can transport armies. For example, if you have armies in West Siberia, you may 

wish to move some to West Soviet Union to strength my defense here against the Axis.  

Players can also transport IP.  As an example, let’s assume that you have 8 IP in the stockpile in Central 

Russia, Soviet Union’s Heartland.  You then transport 3 IP pieces to West Siberia, which will enable you 

to build a factory there later on.  We will see in the Construction Stage how this works.  

Remember in this step we make only land transport.  Any transport involving sea movements takes 

place during the Military War Stage, Step 1. 

  



 

6 
 

 

In Step 3, we first determine how much oil we need to support our industry 

and armed forces, and then we consume it. 

To support the industry one oil is need for every 20 Industry Production (IP).  For 

example, the Soviet Union economy has the capacity to produce a total of 40 IP, 

so it will need 2 oil.  And the Empires’ economy has the capacity to produce a total of 63 IP. So it will 

require 4 oil.   

 

Production Capacity Oil Required 

  1 - 20 IP 1 Oil 

21 - 40 IP 2 Oil 

41 - 60 IP 3 Oil 

61 - 80 IP 4 Oil 

 

If you have enough oil, such as in the case of the Soviet Union, you consume the 2 oil by reducing your 

stock pile by two.  But what if you do not have enough oil to support your industry?  For example, if the 

Empires has and four oil in its stockpile, they will be completely depleted if all four are used in this 

season.  A simple approach is to say, well, I’ll just produce less IP, so I will use less oil.  In 

practice and in this game, the lack of oil does not only impact your industry, it will effects 

your military operations and even your social development.  So no, you can’t just say, Oh 

Well, I’ll just use 3 oil and collect 60 IP instead of 63 IP. Instead, you need to decide on an oil 

level, and from there, all of your operations will be impacted. Let’s see how this work. 

In a normal economy, your oil consumption level is zero.  You can, however, reduce your 

level by up to 4 levels.  In going down one level, one less oil is required to support your 

industry.  For example, if the Empires decides to go down to -1 oil level, it will only need to consume 3 

oil instead of 4 in this season.  Players can change their oil level by choice, or they may be forced to do so 

when they don’t have enough oil. 

 Normal Level (Zero) -1 Oil Level -2 oil level -3 oil level -4 oil level 

Up to  20 IP 1 Oil 0  0 0 0 

Up to  40 IP 2 Oil 1 0 0 0 

Up to  60 IP 3 Oil 2 1 0 0 

Up to  80 IP 4 Oil 3 2 1 0 

Up to 100 IP 5 Oil 4 3 2 1 

 

Now each power determines their total IP yield and place a path maker on the Production Path.  
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IMPACT OF REDUCED OIL LEVEL 

Once a player chooses their oil level for the season, the impact is immediately felt for one complete turn 

(meaning its effects start immediately and remain till this moment in the next season). 

For example, when a player reduces its oil level to -1. His power’s social development path goes down 

by one.  During the military combat, it suffers a -1 combat roll modifier.  This means that if it normally 

requires a 4, 5, 6, to hit, it will now require a 5 and 6 to hit, so it will be harder to win a battle.  Its ship 

and convoy movement is reduced by 1, so they cannot travel as far.  And finally, its industry production 

suffers, too.  It will produce less IP.   

This chart shows the impact of oil level.  

 Military War Economic Crisis 

Oil level 

Less 

oil 

Social development 

points (SDP) 

Combat roll 

modifier Ship movement 

Convoy 

transport 

movement IP yield 

Normal 0 0 0 Normal Normal Normal 

Reduced -1 -1 -1 -1 -1 - 1 dice roll 

Inadequate -2 -3 -2 -2 -3 - 2 dice rolls  

Short -3 -5 -3 -3 -5 - 3 dice rolls 

Little -4 -7 -4 -4 -7 - 4 dice rolls  

 

 

 

In Step 4, players determine the IP yield for this season.  First, add up all 

the IP from the lands you control.  In the case the Empire, there are 26 IPs 

from the British Isle, 13 from all of its colonies in Africa, 9 from India and so 

on.  So the total production capacity is 63.  Place an Empire’s disk on the path 

with a factory symbol.  Since 63 is greater than 50, place a clear disk 

below to represent the maximum number on this path, which is 50, 

and a green disk on 13 for a total of 63.  

Now since the Empires has decided to reduce its oil level by one, its 

actual IP value will be reduced by the value from one die roll.  So if 

the Empires rolls a die of 6, its actual IP is now 63 minus 6, which is 57.  
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Social Development (SDP Assessment) 

At the end of each stage, we assess any changes in the Social Development Path.   Your Social 

Development Path goes up or down by one point from any of these conditions: 

Every 20 pieces of a mixture of old or oil store in your heartland (+1 SDP) 

Every one oil consumption level  (-1 SDP) 

As an example, Empires has 16 gold and 8 oil stores in his heartland, for a total of 24.  So the SDP goes 

up by one. If the Empires has also decided to go down by one oil level, its Social Development now goes 

down by one.  

 

Construction Stage:  

We now come to the construction stage in the game where players spend their IP to 

construct new armies, convoys and fleets. In addition, we can construct new factories to 

grow our economy. In the rule book, this is called +IP.  You may want to build factories to 

grow your economy, because each factory give you one extra Industry Production (IP). 

Having more factories can also accelerate your movement on the Social Development 

Path, because 10 factories gives you one SDP.  And lastly, you may want to build factories 

to support your armies.  Remember that to place each army, a land must have at least 

four IP.  So if you would like to place two armies in, for example, Eastern Canada, you will 

want to add two factories there.  

Cost of armed forces and factories 

 

Benefits of Building New Factories (+IP) 
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To add a factory, you must have enough IP pieces on the land. If you have gold to invest,  you can reduce 

the number of IP pieces you need to transport to the construction site by 5 IP.  For example, you want to 

use 1 gold and 3 IP to construct a factory in West Siberia.  West Siberia can support the construction with 

its 2 IP on its land. Because the missing 1 IP was transported earlier by land from Central Russia, we now 

have 3 IP on West Siberia, plus the investment of 1 gold.  We can now construct a factory here on West 

Siberia. If we had not invested gold another 5 IP pieces would have been needed on West Siberia and this 

could delay construction of the factory. 

 

Once the factory is constructed on the land, it can never be moved.  From the next season, the Soviet 

Union can collect 3 IPs from West Siberia in Step 4 of Economic Crisis Stage. 

And remember, if there are four or more disorder disks on a land, you cannot construct a factory, or +IP 

on that land.  

 

Social Development (SDP Assessment) 

At the end of the construction stage, we now assess the SDP.  For every 10 +IP a power possess, its SDP 

is increased by one.   

 

 

So these are all the steps you need to play the Two Dimension Economic Game!  And now that you are 

familiar with the rules, let’s see what happens when you change your heartland designation. 
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More on Heartlands 

 

Recall that the Heartland is where your power stores its stockpiles of oil gold and IP and is typically the 

land with the highest IP. 

If your heartland is conquered by an opponent, your stockpile of gold, oil and IP now belong to the 

power that controls your heartland.  To make the transfer, you place the amount of oil and IP in the 

stockpile onto the heartland and reduce your stockpile to zero with the path marker.  Once the oil and IP 

are one the heartland, the controlling power can transport them to any land he controls according to 

the sea and land transport rules.  Once the oil and IP are transferred to a new heartland, the stockpile is 

increased with the marker disks and the same amount of IP or oil resource pieces are removed from the 

board. 

Therefore, if you anticipate the possible capture of your heartland, you can move your IP and oil from 

the stockpile in your heartland, and transport them to any land you control, including any new heartland 

you designate.  

Because gold is compact and does not need to be transported, you can make the transfer by reducing 

and increasing the same amount on the new gold stockpile simultaneously. This means that you simply 

change the number of the gold stockpile path. 

  


