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You have discovered a mysterious and 
dangerous treasure. 
As you play Moral Confl ict you will make decisions based on 
what you see around you in the visible world. Beware! While 
the moral confl ict rages around you, it will also penetrate 
inside of you and grasp your heart. Weigh your heart, as 
you choose between either darkness and destruction or an 
eternal treasure.

The stakes are high as you take your role as a leader of a 
great power in the darkest days of the 20th Century. The 
industrial civilizations are racing to develop new levels of 
mass production as well as fi repower to destroy on a colossal 
scale. Most of the simpler agricultural civilizations of the 
South have been incorporated into the vast European Empires. 
As they rush to adopt industrialization themselves, their 
growing resistance in Asia and Africa threatens the Empires 
world dominance. Led by the USA, the world experiences an 
incredible economic and technological change. The Soviet 
Union and Axis powers can fi ght to extend their infl uence, as 
the whole world falls into a moral confl ict between good
and evil.

It is a time of decision!
Will you relive or will you 
reshape history?

The scene is set in summer 
1941 as the Axis launched 
Barbarossa, the greatest military 
campaign in history, which set the 
course for the rest of the Second 
World War. Will you lead the Axis and 
Soviet Union along this path of history 
or will you attack the South to acquire 
the oil rich Middle East or strike the Empires a death blow? As 
the USA player can you thwart an Axis surprise attack on your 
Pacifi c fl eet in Pearl Harbor and avoid the USA’s sudden entry 
into the war? 

Set your heart and mind on one or more of the 5 dimensions 
of military war, economic crisis, diplomatic pressure, the 
technology race, and the moral confl ict as you develop your 
great power. As you take your role as a leader of one of these great 
powers, Moral Confl ict shows you the importance and impact of 
the interdependence between the dimensions. You may see how 
you can leverage each to your advantage and even if you are weak 
in one dimension, still be able to develop your strength. 

This inspiring game can be played by 2 – 5 players in either a 
co-operative or non-co-operative way. The rules you need to 
play are not diffi cult but Moral Confl ict requires many skills to 
master the dimensions and the game. In this fast moving non-
turn based educational game, opportunities are continuously 
presented to make decisions and act. You can sit on the sideline 
and watch as world events occur. You can co-operate with other 
players to defend and develop your lands, or you can trust no 
one but yourself, as you build up your power and infl uence 
around the globe.  

To master the game in all fi ve dimensions, each dimension is 
learned one at a time. The rules are written to allow players to 
gradually add more dimensions after they become acquainted 
with the game mechanics and rules. As the intricacy increases 
with added dimensions, you will enjoy the growing challenge 
to plan more strategically, think more long-term and more 
effectively leverage the interdependency of the dimensions.

Get started and play with just 7 pages of rules in the 1st 
dimension game! 

As your courage grows you can add the 2nd, 3rd, 4th and 
5th dimension games. Are you ready for the surprises, as 
mysterious and more realistic games are played? As the 
invisible is revealed, you may fi nd yourself asking, how did it 
all happen? You can learn much from the game, and I hope the 
Moral Confl ict will lead you down the path where true treasure 
is waiting for you to discover. 

    Game Designer

“Video on the historical setting of
Moral Confl ict.” 

These (QR) quick response symbols can be scanned by most 
smart phones or alternatively the exciting videos in this rule 
book can be seen on www.playfordgames.com

The Object of the game
“Be careful, lest in fi ghting the dragon you become the dragon.”

Friedrich Nietzsche

In the troubled times of the Moral Confl ict, those fi ghting for 
justice and righteousness should head Nietzsche’s warning 
and guard their hearts. Will the acquisition of lands and power 
help you to develop your skills and abilities, or as you develop 
your skills and abilities, will they help you to acquire lands and 
power? Are you assessed by what you have or by what you are?

There are three paths to success in Moral Confl ict. 

You can master all that is visible on the board as you advance 
on the path of social development. The quest for success in 
the invisible world, however, is found on the path of the heart. 
Mastery of both your visible outer and invisible inner self is 
found on the path to reality change. However if all players 
surrender before the game is over, it is only your power’s 
position on the path of the heart which determines your success.   

Which path will you take in the quest to transcend the 
dimensions and fi nd the secret keys to Reality Change? 

”Video overview of Moral Confl ict.” 

“Video on how to play Moral Confl ict.”
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Control of a region: A power controls a region, when it 
controls all of  the lands that have some production in that 
region. Some production is any industrial production (IP) or 
resource production. Hostile occupying forces in a land without 
production have no effect on control of a region. If you lose a 
land with IP to another power, you immediately lose possession 
of the SDP of the entire region, even if you still control other 
lands in the region. Similarly, if you gain control of all the 
lands in a region with IP, you immediately gain possession of 
the SDP of that region.

Example: West China, East China and North China make up the 
region of China. West China has no IP or resource production, 
so it does not affect control of China. In order to control the 
entire region, and possess its 2 SDP, you must only control both 
East China and North China which have IP   

The great powers and neutral lands
“People follow great leaders because they respect them,

not because they have power.”
Ken Blanchard & Phil Hodges

There are fi ve great powers each with its own color for its 
homelands and playing pieces:

The Axis (black) has three home regions: Germany, South 
Europe, and Japan.

The Soviet Union (red) has three home regions: European 
Russia, South Soviet Union, and Asian Russia.

The Empires (green) have four home regions: British Isles, West 
Europe, Canada and Australasia.

The United States of America (USA) (blue) has two home 
regions: Eastern States and Western States.  

The neutral lands or the South (orange) consists of ten home 
regions: Scandinavia, Indochina, China, South Asia, India, 
Middle East, Colonial and South Africa, South and Central America. 

3  |  M O R A L  C O N F L I C T

The strategy board
The strategy board represents our world, 
which is divided into seas and lands used 
to control the placement and movement 
of pieces. Seas and lands marked in white 
are impassable: nothing may enter or 
travel through them.

Lands
A land is bordered by a colored line or a sea on its coastline. 
Lands have symbols to show their Industry Production (IP), 
gold and oil resources or woodland, highland and desert 
terrain. If a land or region shows your power’s color, it belongs 
to your power and is your power’s homeland or home region. 
All other lands belong to other powers and are foreign lands to 
you. Islands are lands completely surrounded by seas with their 
name written in their power’s color.

Seas
The oceans of the world are divided by lines into seas. Because 
the world is a sphere it is possible to move off one side of the 
map and onto the other side. Pieces can move from the east 
edge of the map to the west edge (and vice versa). Pieces may 
not move from the north edge to the south edge (or vice versa).

Control of lands and seas: All of a power’s armed forces are 
occupation forces forces and at least one situated on a land is 
needed to determine which power has control:

Friendly: Only your power’s armies are in occupation or no 
power’s ships there decide to engage in combat.

Hostile: An opposing power’s armies are in occupation and one 
power’s ships there decide to engage in combat.

Neutral: Neutral or no armed forces are in occupation.

Land forces belonging to different powers cannot share 
lands without engaging in combat.

Narrow waterways in Egypt, Mexico or Turkey allow ships to 
sail through with the permission of the power controlling these 
lands. If a land is neutral (not controlled by any power) all 
power’s ships may sail through the waterway. The waterway 
acts as the boundary between the seas at either end so ships 
travel through waterways without using any of their move.    

Regions
A region is a group of one or more lands, surrounded by a thick 
black line. After each region’s name is the number of social 
development points (SDP) a power controlling the entire 
region possesses.

Land border

Region border

Sea border



Each player chooses to lead one or more powers, depending on 
the number of players. If a player controls more than one power, 
each power should be played separately, including actions 
with all armed forces, IP, resources and assessment of social 
development. 

In a 2 - 4 player game: no power can move its armed forces 
onto a neutral land unless it declares war and attacks. When 
a neutral land is attacked, the power controlling the nearest 
land with the most armies in occupation is assigned the neutral 
land and its armies. If two or more powers have the same 
number of armies in occupation, the power with the highest 
initiative is assigned. If the attack fails and any of these armies 
remain there, the assigned power controls these armies and 
the neutral land. The neutral land however does not become a 
homeland but remains a foreign land for all the powers.

Example: The Axis attack Turkey. The Empires has 2 armies on 
Egypt and 2 on Arabia while the Soviet Union has 5 on South 
Soviet Union. The Soviet Union is assigned Turkey’s 2 armies 
to engage in combat. The Soviet Union occupies Turkey if the 
assigned armies are not all destroyed in the battle.

In a 5 player game: one player takes the neutral lands which 
are  united as the South power. 

Seasons, stages and steps
Play starts from the summer of 1941 over a series of seasons 
and every season is divided into stages, which in turn are 
divided into steps. One step follows another and it is not 
possible to go back a step. All players must have completed 
each stage and each of its steps before a new one is started. 
The stage of play may be marked by placing a path marker on 
the circles next to the list of stages on the board. 

The social development path
“By this I mean societies’ abilities to get things done – to shape 
their physical, economic, social and intellectual environments 
to their own needs.”

Ian Morris

The social development path (-13 to 13) shows the total of 
your power’s social development points, which are possessed 
through success in all dimensions of play. This is how well 
your power has completed its mission to control lands and 
their production and resources, its success in technology 
development and its position on the path of the heart. If 
you gain SDPs, move your power’s ring up on the social 
development path (to the right). If you lose any, move your 
ring down (to the left).     

Your SDP total is immediately updated as SDP are
gained or lost and then assessed at the end of each stage 
in a season.   

The game is over in the assessment when a power reaches more 
than 12 SDP or when all players decide to surrender.  

The player possessing the most SDP has best achieved the 
social development mission, and the power with the next 
highest has been the next most successful and so on. 

Your power is forced to surrender if it falls to -13 space in 
the assessment at the end of each stage. Your dreams have 
been shattered and you cannot continue to play this power in 
the game. If your power surrenders, you must remove all of its 
armed forces from the board and the remaining powers can 
move into their armies into your lands and take control of them 
with their production and all their resources.

Your power may decide to surrender in the assessment at the 
end of each stage in a season.  

A player with 2 or more powers has the SDP total of his
most successful power reduced by any minus SDP from his
other power(s).  

Example: The Empires player possesses 13 SDP and the game 
is over. The player’s USA power possesses -1 SDP and his Soviet 
Union power is out of the game (it has -9 SDP, as it has lost its 
home regions worth 9 SDP), so that the player of the Empires, 
USA and Soviet Union is assessed with only 3 SDP.

Reality Change
“The fi rst and best victory is to conquer self.” Plato 

Reality Change is refl ected by your 
performance in the dimensions. As 
you take your path through the 
seasons and steps of the Moral 
Confl ict challenge, it is like your 
walk through life, making decisions 
and developing new skills. Reality 
Change is personal development, 
which is something that takes place 
over time.

John Ortberg’s book “When the 
Game is Over it All Goes Back in 
the Box”, published by Zondervan, 
unveils the invisible and offers a key to transcendence in the 
Moral Confl ict game and in the game of life.

“Video on Reality Change.”  
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Prove your strength! Arm yourself  for 
battle as you fi ght to control the world’s 
lands and seas.

Powers may discuss and then take 

action in campaigns. They can use 

their armies and ships to fi ght 

battles, to gain or lose SDPs as 

lands and regions are conquered. 

In 1st Dimension games, there are
 2 stages in each season. Military War 
followed by Construction.

Setup 
Starting armed forces are counted out, to the powers in their 
color as in the chart below, with the South only being used in 
a 5 player game. The rest of your armed force pieces should be 
set aside for now and are out of the game until they are needed 
for construction.

Stages in Military 
War Game

Diplomatic 
Pressure

Military War

Economic
Crisis

Technology Race

Construction 

1

2

3

4

5
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Place one army on all of your homelands with some production 
that do not have a colored dot in the color of any other power 
and in any foreign land that is marked with a dot of your color. 
The rest of your armed forces are now placed in the order of the 
powers initiative, 5 pieces at a time, until all player’s run out
of pieces.

Ships may only be placed on a sea next to a land occupied by 
your armies. 

Armies may be placed on these homelands and any other 
homelands or foreign lands marked with a dot of your color.

Starting order of initiative: First the Axis, second the Empires, 
third the USA, fourth the Soviet Union and fi nally the South.

Initiative is determined by your position on the social 
development path. Initiative controls the order in which the 
powers may take action during the game. The highest power on 
the social development path gets to act fi rst, followed by the 
second highest, and so on, with the lowest power going last. 
If there is a tie for SDPs, the power with the highest IP total 
on all their lands goes fi rst. If there is a tie for IP, the power 
possessing the most armies goes fi rst.

A power must protect its homelands, while developing its power 
by gaining control of foreign lands. 

A power possesses SDP for all the foreign regions it 
controls and this is reduced by the SDP of home regions it 
does not control.

 Empires USA Axis Soviet Union South
SDP total 3 0 3 0 -10

IP 68 62 88 40 35
Empires USA Axis Soviet

Union South

Armies 26 10 42 38 27

Convoys 5 3 2 0 1

Fleets 4 4 5 0 1

Military War  1st Dimension Game



and players choose sides) in combat. None of the players may 
decide engage in combat and your ships may remain there or 
sail further.  

After combat a ship’s movement ends and it remains on 
that sea.

Fleets can sail up to 4 seas in 
each campaign and engage 

in combat and escort and protect convoys. . A fl eet may escort 
convoys when it moves at least 1 sea together with convoys 
but this slows a fl eet down. For each sea that a fl eet escorts a 
convoy, the fl eet uses 2 sea movement.

Convoys can sail up to 2 seas and 
engage in combat and an amphibious 

landing or sail up to 12 seas in trade movement but cannot 
engage in combat and an amphibious landing in this campaign. 
In trade movement convoys may enter a hostile sea but only 
the other players with ships there may decide whether combat 
takes place or to let them continue. 

A convoy in port may freely load or unload cargo without using 
any movement. A convoy can transport 2 cargoes such as a 
mixture of either 2 armies or 2 IP pieces. Cargos cannot be 
transferred to another convoy for additional movement during 
a campaign. 

Ports are on the coastline of all lands with some production. A 
ship may sail into a port from a sea adjacent to a friendly land 
or island group. Sailing into port is free but leaving port counts 
as 1 ship movement. Ships in port do not occupy or control the 
adjacent sea. To show that a ship is in port, place the ship so 
that one end is in the sea and the other is in the adjacent land. 

If you are uncertain where an opponent’s ships are located 
you may ask him before you take action. 

Step 2: Combat
You decide in which order you want to resolve your battles. You 
must fi nish each battle before moving on to the next one. Once 
you start combat in your fi rst battle, it’s too late to go back and 
change the movement of your armed forces!  

An anchor next to a land represents a port which is also 
a naval base, where ships cannot be attacked by other 

ships. If another power takes control of a land where your fl eets 
or convoys are in port (including a naval base), your ships must 
immediately sail into the adjacent sea. The other powers with 
ships on that sea may now choose to immediately engage them 
in combat.

Battles
Battles are divided into a series of offensives one after another.  

Each armed force has a combat roll of one die even if it was 
destroyed by an opponent rolling fi rst.

Normally, you need to roll a 4, 5, or 6 to score a hit and destroy 
one of your opponent’s armed forces. 

Finally set a colored ring on the social development path based 
on the power(s) you are playing as in the chart above.

Colored disks placed under a playing piece can represent a 
larger number of that type of piece on top of a stack of disks. 
You can mix and match disks as needed in the same stack. A 
white disk underneath a piece means there are 5 of that piece. 
An orange disk underneath a piece means there are 10 of
that piece.

Military War stage
“When you know neither the arts of defense nor the arts of 

attack, you will lose in battle.”
Sun Tzu

In initiative order, one power after another takes action in the 
steps of their individual military campaign. The initiative is 
assessed at the end of each campaign and can change if any 
power’s SDP changes.

The order of action for the later powers may be changed 
but each power has only one campaign to take military 
action in each stage.

Example: The Soviet Union has 10 SDP followed by the Empires 
with 9 and the Axis with 8. In the fi rst campaign the Soviet 
Union conquers India and the Empires losses 2 SDP and goes 
down to 7 SDP. The Axis now takes his military campaign before 
the Empires as it has 1 more SDP than the Empires.

Step 1: Sea movement and advance to attack
You may choose to sail any of your ships. To attack another power, 
move one or more armed forces (ships or armies) into a hostile 
land or sea. You must engage in combat in every hostile land where 
both you and an opposing power have armies. 

Armies can march to 1 adjacent land in each campaign, but 
cannot march diagonally. Armies moved during this step 
must end their movement in a hostile land. 

Example: When armies in East China march into Indochina, 
they can attack in this campaign but cannot march diagonally 
to India with one move.

In order to cross seas, your armies need to be transported as 
cargo on a convoy. Armies in transport cannot be used during 
sea combat but may be unloaded on a hostile land (amphibious 
landing) where combat can now take place.

Ships can sail into any adjacent sea including diagonal, with 
each sea entered counted as one movement. When your ships 
enter a hostile sea, you or any players with ships there, may 
decide to engage your or each other’s ships (possibly all ships 
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Example: The Axis is attacking 2 Empires armies in Indochina 
with 5 armies. The Axis player rolls 5 dice and gets: 3, 2, 3, 
6, and 2, which is 1 hit, so 1 Empires army is destroyed. The 
Empires rolls 2 dice and gets 1 & 2 which are not hits.

Convoys can never engage in combat with an opponent’s 
armies or fl eets.  

Convoys can only engage in combat with convoys, if there 
are no opposing’s fl eets in the same sea.

Convoys can only engage in combat with convoys, and only if 
there are no opposing’s fl eets in the same sea. If a convoy is 
ever in a battle with an opponent’s fl eet, and it is not escorted 
by a friendly fl eet, the convoy is immediately destroyed (no 
dice rolls are needed). If a mixed force of fl eets and convoys are 
on the same sea, only the fl eets engage in combat with each 
other. If all of a power’s fl eets are destroyed, its convoys are 
also automatically destroyed as they are no longer protected. 
When both power’s fl eets are destroyed, their convoys may 
choose to engage in combat against each other. 

Combat roll modifi ers
There are situations that affect and modify the hit score, giving 
you a bonus or penalty to your dice roll. 

The land defenders’ advantage gives all attacking armies a -1 
penalty to their combat rolls.

Desert land gives all armies (attacker and defender)
a +1 bonus to their combat rolls.

Highland gives all attacking armies a -1 penalty to 
their combat rolls. 

Woodland gives all armies (attacker and defender)
a -1 penalty to their combat rolls.

Example: The USA is attacking the Axis in South Europe so 
they suffer a -1 penalty due to the land defenders’ advantage. 
Since South Europe has highlands, the USA suffers a -1 penalty. 
Counting all of the modifi ers the USA will have to roll a 6 to 
destroy an opponent’s army and the Axis a 4, 5 or 6.

After both sides have rolled their dice for the offensive, all 
destroyed armed forces are out of the game and removed from 
the board. 

If both sides still have armed forces after an offensive, 
the attacker may decide to fi ght additional offensives or 
withdraw his armed forces from the hostile land or sea and 
end the battle. 

The battle also ends as soon as only one side or the other has 
no armed forces left in the battle.

The defender wins if all of the attacker’s armed forces have 
been destroyed or when he withdraws. Control of the land or 
sea does not change and the attacker’s armies are moved onto 
an adjacent land. 

The attacker wins if all of the defender’s armed forces have 
been destroyed and at least one attacking armed force survives. 

In a land battle, the attacker conquers the land and captures 
everything found there, such as any IP pieces. The attacker’s 
ring on the Social Development path is moved up if this 
conquest gives him control of a region, and the defender’s ring 
is moved down if it has lost control of a region.

Amphibious landings
An amphibious landing takes place when a power unloads 
armies from a convoy in a friendly or neutral sea onto an 
adjacent hostile land. Convoys must survive a sea battle, in a 
hostile sea before unloading. 
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Axis armies are loaded onto two convoys. 

After both the South and the Axis lose a fl eet in the naval 
battle, this sea is now friendly to the Axis. The four Axis armies 
can now do an amphibious landing and engage the two South 
armies in combat. 

Two Axis convoys escorted by two fl eets sail to the hostile sea 
next to the Philippines.



In the same campaign a convoy must leave a friendly land, 
arrive at the sea, where it remains to unload the armies. 

Armies that attack in an amphibious landing from the sea must 
engage in combat till the battle is resolved, unless there is an 
adjacent friendly land to withdraw to. Friendly armies in a land 
adjacent to the target of an amphibious landing can attack 
at the same time to support the landing. These forces must 
have already marched into the land during step 1. If you plan 
a combined attack like this, but you are unable to make the 
amphibious landing (because your convoys were destroyed in 
the sea battle), your supporting armies must fi ght at least
one offensive before you can choose to withdraw and end
the battle.

Step 3: Consolidation
After all of the battles have been fi nished, armies but not ships 
which did not advance to attack in step 1, may now march 
into friendly or unoccupied foreign lands. Once a power has 
consolidated his defenses, its military campaign is over and in 
initiative order the next power begins its campaign.

Social development
Through the military dimension a power can gain and lose SDP 
according to the regions it controls. 

A power possesses SDP which is the total of the SDP of 
the regions it controls deducted by its homeland SDP 
(the total of the SDP of its homelands). 

Example: The Soviet Union has gained control of the foreign 
region of Scandinavia (1 SDP) but lost it homeland region of 
Southern Soviet Union (2 SDP). It now controls regions worth 8 
SDP. Its SDP contribution for regions is – 1 SDP (9 SDP deducted 
from 8 SDP).

Finally, check if all these changes in SDPs in this stage have been 
made and assess if a power possesses a social development 
total of -13 SDP and less and must surrender or 13 SDP and 
more and if the game is over. 

Construction stage
“What astonishes me most in the world? The inability of force to 

create anything. In the long run the sword is always beaten by 

the spirit.”
Napoleon Bonaparte

During the last stage of each season, all players have the ability 
to construct and place new pieces on the board.    

Step 1: Consumption
The IP total is the sum of a power’s industry production (IP) 
from all of the homelands and foreign lands under its control. 
A power’s IP total is tracked by moving its marker along the 
darker blue row on the production path.

Transparent disks can also be placed under your markers 
or path markers on any of the paths to show that you have 
wrapped around and started from the beginning of the path 
again. Remember to add the highest value on that path to the 
value the marker or disk is on.

Example: A blue path marker with a 
transparent disk beneath it is on the 
48 space of the production path. This 
means that the USA has 98 IP total: 
50 for wrapping around the path 
once plus 48 for the space the path 
marker is on.

A new Army costs 5 IP, a Convoy costs 10 IP and a Fleet costs 
15 IP.

All players decide how they want to consume their IP. IP pieces 
can be placed on your lands and can be saved or transported to 
other powers lands for future use. 

Step 2: Placement
All pieces are placed in initiative order on a land with enough 
IP’s controlled by that power.

Armies may only be placed in a land with at least 4 IP, 1 
army for every 4 IP on that land.

Example: Each season, the Empires player can place a maximum 
of 1 army in India (IP = 9 / 5 =1). He cannot place any new 
armies in Western Provinces, because its 1 IP value is less
than 5.

Ships take longer to construct than armies, new ships must 
fi rst be placed in the shipyard on the board. In the next season, 
you may place these ships (together with the other pieces) in 
initiative order next to a land you control

Convoys may only be placed next to a land with at least 
10 IP, 1 convoy for every 10 IP on that land. 

Fleets may only be placed next to a land with at least 15 
IP, 1 fl eet for every 15 IP on that land. 

1 IP piece may only be placed in a land with at least 1 IP, 1 
IP piece for every IP on that land.

Once all players have placed all of their pieces, this stage and 
the season ends.

Reality Change
Did you prove your strength and display the skills of a
mighty general? 

Robert Greene’s book
“The 33 Strategies of War”
by Penguin Publishing offers 
insight, strategies with 
practical examples and advice 
on winning a military war. 
Open your mind and eyes to 
understand the key to victory in 
historical battles, in the Moral 
Confl ict game and in the subtle social battles of your everyday life.  

You are ready to play the 1st Dimension game. When you have 
practiced this game, the 2nd Dimension game can be added. 
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The heartlands at the beginning of the game. 

Empires: British Isles

Axis: Germany

USA: Eastern States

Soviet Union: Central Russia

South: East China

Your path markers move up and down the path when you add or 
remove resources or IP stockpiled on your heartland. To move 
resources out of your stockpile in your heartland, the path 
markers on that resource’s path are moved down and the same 
amount of resource pieces (except for gold) are placed on the 
heartland on the board. 

A heartland can be changed to another homeland with the 
same or more IP. All resources except gold are moved out of 
your stockpile and resources found on the new heartland, may 
now be stockpiled using your markers on the resource path. 

Military War stage
In 2nd Dimension games, the Military War stage is resolved just 
like before, with the addition of heartlands, fi repower changes 
through low oil consumption and disorder.  

Step 2: Combat
All resources and IP found on a conquered land, belong to 
the conquering power. All resources stored in a heartland are 
moved out of storage and the gold is immediately stored on 
the conquering power’s heartland. If control of the original 
heartland is regained, and it has the highest IP it must be 
changed to the heartland. 

Overcome the crisis! Trade or compete to 
amass the riches of  the world.

Powers acquire gold and oil 

resources and invest in additional 

industry production (+IP).  

Insuffi  cient oil supplies can 

increase the combat roll needed for 

a hit, reduce armed force movement, 

SDPs and the IP yield.   

There are now 3 stages in each season. 
First Military War, then Economic Crisis and 

fi nally construction. The new stages and any steps which have 
been changed are now described.

Except where noted below, all of the rules from earlier 
dimension games apply, without any changes.

Additional setup 
Your path makers are placed on the 
resource paths that are marked with 
dots of your color. These represent 
the gold, oil and IPs stored in a 
power’s heartland, which is the 
homeland with the highest IP. 
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Economic Crisis  2nd Dimension Game



Each neutral land can only store a maximum of 3 resource 
pieces for each resource symbol in the land. Any extra 
production is lost.

Resources on a neutral land can be purchased when a power 
is able to both immediately transport them away by land or sea 
and make immediate payment.  A power must control lands 
adjacent to a neutral to use his railroads for land transport 
or his convoys must be in port in the neutral land to load the 
resources for sea transport. If only one power is interested in 
the purchase, he pays 5 IP (already delivered to that land) or 
1 gold. If two or more powers are also able to transport the 
resources away, they can agree a deal between them (as long as 
the neutral land is paid immediately in full). 

An auction is used to set the price for each resource if the 
powers cannot reach agreement. The bidding in order of 
initiative. When the auction is over, the highest bidder must 
make immediate payment with gold or his IP pieces which have 
already been made available on that neutral land. 

After the gold or IP have been paid to a neutral land, they are 
removed from the game.

Step 2: Land transport
All lands that have some production have railroads that can 
now be used to transport your resources, IP and armies up to 5 
adjacent lands you occupy but not diagonally. You may transport 
resources and IP but not armies, through neutral lands, but 
only through the lands of another power with their permission. 
Railroads in lands that have a disorder disk cannot be used.

Step 3: Oil consumption 
A player may now decide or be forced to 
change his or her power’s oil consumption 
level. 

At oil level 0, a power needs 1 oil to 
produce each 20 IP. This is reduced by 1 
oil for each lower level.

This oil must be consumed (removed from 
his stockpile or lands) and have been fi rst 
delivered to his heartland or 1 oil may be 
delivered for each 20 IP found on another 
land he controls. 

Every season, each power’s oil level must be set and 
it will affect the power until it may be reset in the 
Economic Crisis stage of the next season.

A power’s IP total is used to calculate its oil consumption.
If a power does not have suffi cient oil to consume, it must go 
down to a level it can afford. If a player chooses to reduce a 
power’s consumption below the normal level, his power’s path 
marker must be placed on the appropriate level on the oil
level path.

It is not possible to reduce the IP total for the calculation 
and if insuffi cient oil is consumed a power must go down in 
oil level.

Armies may need to roll 7 or higher to hit because of low 
oil consumption set in step 3 of the Economic Crisis stage. If 
so you must make a second die roll for each 6 you roll: If you 
needed a 7 to hit, you need a second roll of 3, 4, 5, or 6. An 8 
needs a second roll of 4, 5, or 6. A 9 needs a 5 or 6. A 10 needs a 
6 on the second roll.

Transparent disorder disks represent the effects
of battle.

One disorder disk must be placed on a land immediately 
after it is conquered. 

The number of disorder disks on a land hinders all power’s 
actions on that land in different ways.

1 — disk: No railroads can be used and resources cannot be 
removed by land or sea. 

2 — disks: No placement is possible.

3 — disks: No resources are produced.

4  — disks: The land’s IP is 0.

Example: 5 disks on Arabia prevents armies being transported 
by railroad from Egypt directly to India and no new armies can 
be placed on Arabia. The 1 oil and 4 IPs on Arabia cannot be 
produced. 

Economic Crisis stage
“To overcome another’s armies without fi ghting is the best

of skills.”
Sun Tzu 

Economic power and trade are alternatives to military war for 
increasing social development. An economic crisis, such as 
insuffi cient oil or industry production, will cripple military forces.

Step 1: Resources
1 oil or 1 gold is now produced for each oil or gold resource 
symbol in a land: as long as there are less than 3 disorders disks 
on that land. The oil pieces are placed on the land and the gold 
is immediately stored on the heartland of the power controlling 
the land. There is no limit to the number of resources a power 
can hold in any land it occupies. Each neutral land can only 
store a maximum of 3 resource pieces for each resource symbol 
in the land. Any extra production is lost.

Oil must be consumed to support the armed 
forces movement, for transportation and for 
industrial production. 

Gold is very compact and it represents the money or 
capital of a power. It is assumed that you can spend 

your gold at any time, without transporting it around the board. 

1 gold is worth 5 IP.

Exceptions: the construction of new armed forces or 
investment in engineering technology cannot be paid in gold.

Resources may be transported to a land controlled by another 
power. Players may give free of charge, auction or negotiate 
prices as they wish. 
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Example: A power with 48 IP total, has only 1 oil on its 
heartland and 1 oil on another land of 20 IP, it must go down 
at least to the reduced level as it needs 3 oil at the normal 
level. Consuming oil at the reduced level, it would need -1 oil 
which is 2 oil. Both of its oil would now be consumed. Its IP 
total is reduced by one dice roll, so it yields only 38 IP when a 
4 is rolled. Its military ship movement is reduced by 1 sea, its 
convoy trade movement is reduced by 1, its combat rolls all 
have a -1 penalty and it possesses - 1 SDP.

Step 4: IP yield
A power’s IP yield is the IP 
total modifi ed by its oil level.

If a power’s IP total is reduced 
by one or more levels, the 
actual IP yielded is found by 
deducting the total of one 
or more dice rolls, for each 
time the IP total has wrapped 
around on the production path. This is the amount of IP of the 
power this season.

The power’s emblem remains on the IP total on the 
production path.

Example: The Soviet Union has 64 IP total, but, is at oil level 
-1. The IP yield on the - production path is 56 when 2 dice have 
been rolled with a 3 and a 5.

Social development
Through the Economic Crisis dimension, each power can gain or 
lose SDP in three ways:  

A power possesses 1 SDP for every 20 pieces of a mixture 
of gold or oil stored on its heartland.

A power possesses SDP according to its oil
consumption level.

A power possesses 1 SDP for every 10 +IP it possesses.

Example: Empires has 16 gold and 8 oil stored in his heartland 
which is a total of 24, so it possesses 1 SDP. When the total 
goes down to less than 20, this 1 SDP is lost.

Finally, check if all these changes in SDPs in this stage have been 
made and assess if a power possesses a social development 
total of -13 SDP and less and must surrender or 13 SDP and 
more and if the game is over.   

Construction stage
Step 1 & 2: Consumption and placement
Additional industry production (+IP) can be constructed on a 

land for an investment of 8 IP (or 1 gold and 3 IP for 
each 1 +IP. The 8 (or 3) IP pieces must be available 
on that land to construct the +1 IP. The + IP are 

immediately added to the power’s IP total and extra IP may 
improve the placement of other pieces from the next season. 
The + IP cannot be moved from this land during the game.
No placement of +IP is possible on a land with 2 or more 
disorder disks.

Example: To construct +1 IP on Siberia, 2 IP pieces can be 
placed there during the Construction stage for the 2 IP shown 
on the land, the missing IP can be transported or produced 
there in the next season. Finally 5 gold is paid in next season’s 
construction stage and a + IP piece can now be placed on 
the land.  Alternatively, it would be quicker to transport 1 IP 
to Siberia as the 2 IP pieces are placed, pay the 5 gold and 
construct the +1 IP all in the same season. Another + 1 IP must 
be constructed in later seasons before placement of an army on 
Siberia is possible.  

At the end of the placement step all players may remove 1 
disorder disk from each land that they control. 

Reality Change
Did you overcome the crisis and accumulate resources and 
wealth, or did your riches control you?

TThe Moral Confl ict educational guides supplied with the 
game and on www.playfordgames.com provides ideas how to 
accumulate enough wealth, save it, spend it and be generous 
with it. 

You are ready to play the 2nd Dimension game. Check 
whether you feel confi dent to also add the 3rd Dimension 
game now.
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 Oil level Less oil  Social development Combat roll Ship movement Convoy IP yield
   points (SDP) modifi er                     Trade Movement

 Normal 0 0 0 Normal Normal Normal

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

 Inadequate -2 -3 -2 -2 -3 - 2 dice roll

 Short -3 -5 -3 -3 -5 - 3 dice roll

 Little -4 -7 -4 -4 -7 - 4 dice roll



Withstand the pressure! Choose between
co-operation and confl ict?  

Powers can make war or peace and 

trade or compete for resources.   

Additional Setup
The setup is the same as the 2nd Dimension 
game but now the players are the key pieces.

The Military War, Economic Crisis and 
Construction are resolved just like before but 
are now used to implement any agreements 
decided in the Diplomatic Pressure.

Diplomacy stage
“The man who rides a tiger fi nds it diffi  cult to dismount.”

Japanese proverb

Players may negotiate agreements with each other, including a 
player with a power you are currently at war with. You can trade, 
make payments of resources or IP, and even transfer control of 
lands, use each other’s railroads to transport resources and IP 
pieces. You decide whether to trust, speak the truth, bluff or be 
deceitful.

A power may decide to be at peace or war with other powers. 

Only the Axis and the Empires are at war with each other at 
the start of the game.

Powers that are at war with each other may freely attack each 
other’s armed forces and occupy any of their lands. If you 
attack a power that you are currently at peace with, the two 
powers are automatically and immediately at war. 

The USA and the Empires cannot declare war on each 
other or engage in combat with each other.

Players may complete their negotiation in other stages but the 
diplomacy stage should be when the major issues are discussed 
and decided. This stage continues as long as is needed or may be 
skipped entirely, if no one is interested in diplomacy this season.

Social development
Any power may decide to surrender at any time in the Diplomatic 
Pressure stage. 

If all the players decide to surrender at the same time, then 
the game is over and the social development is assessed.

Otherwise, check if all changes in SDPs (such as gold 
exchanges) in this stage have been made and assess if a power 
possesses a social development total of -13 SDP and less and 
must surrender or 13 SDP and more and if the game is over.

Reality Change
Did you withstand the pressure to ride the tiger of war? 

Roger Fisher and William Ury’s book “Getting to Yes” by 
Penguin Publishing deals with all levels of negotiation and 
confl ict resolution. It shows how to reach mutually satisfying 
agreements in the Moral Confl ict game, in everyday life and in 
business. 

”Video on diplomacy and negotiation in Moral 
Confl ict and everyday life.”  

You are ready to play the 3rd Dimension 
game. When you have practiced this game, 
the 4th Dimension game can be added.

Stages in Economic 
Crisis Game

Diplomatic 
Pressure

Military War

Economic
Crisis

Technology Race

Construction 

1

2

3

4

5

Diplomatic Pressure  3rd Dimension Game



Run the race! Time is of  essence as you 
compete or co-operate to develop military 
and economic breakthroughs.

Powers can invest in research and 

engineering to make breakthroughs 

which enable their armed forces 

to fi ght more eff ectively, increase 

their industry production, or 

advance their social development.   

There are now 5 stages in each season. 
Diplomatic Pressure, Military War, Economic 
Crisis, the Technology Race and Construction. 

Additional setup
The Axis starts with its marker on its black dot in the 
breakthrough area for fi repower, the path marker for the Soviet 
Union starts on 11 and the USA’s marker is placed on “?” for 
mass production on the breakthrough path. Each power sets 
2 white disks representing “cannot take” and 2 transparent 
disks representing “must take” on the circles above 10 of the 
technology paths. 

The Diplomatic Pressure and Construction are resolved just
like before.

Military War stage
The Military War stage is resolved just like before, though 
your armies may now benefi t from a breakthrough in fi repower 
technology.

Step 2: Combat
A fi repower breakthrough gives all of a power’s armed 
forces a +1 bonus to their combat rolls.

Economic Crisis stage
The Economic Crisis stage is resolved just like before, except 
possession of a standardization breakthrough increases IP total.  

Step 4: IP yield
A standardization breakthrough allows a power to move +1 

level on the production path. This increases the IP 
total and affects both homelands and foreign lands. 
A mass production breakthrough must be completed 

before standardization may be developed. 
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Technology Race 4th Dimension Game



Example: When USA has 50 IP total, it achieves the 
standardization breakthrough, its emblem is moved + 1 level on 
the production path. The USA now has 60 IP total.

Technology Race stage
“Facts which at fi rst seem improbable, will stand forth in naked 

simple beauty.” 
Galileo Galilei 

Step 1: Research
First, your scientists must try and 
test to research the new technology 
which requires an up-front 
investment of 30 IP (paid in either 
IP or gold) for each breakthrough. 
After paying the research cost, place 
your plastic emblem on the “?” space 
of that technology path.

IP costs for research and engineering must be paid from 
your heartland or IP yield.  

Starting in the season after the research cost has been paid, 
powers can give away research for free or sell it for any amount 
they choose to another power.

Step 2: Development
In the season after you pay for the research, you may decide 
the engineering costs for this breakthrough. You can make 
a roll for each of your markers that is on the “?” space of a 
technology path:

Roll 8 dice and add their values together to determine the 
engineering cost for your new technology. You must decide 
whether to take this engineering price, or if you rolled an odd 
number immediately re-roll but with an extra dice. You may 
take this new price or continue to re-roll adding an additional 
dice each time, until 10 dice have been rolled. If the dice roll 
total is equal to the “cannot take” or “must take” you cannot 
re-roll. The “cannot take” disk means that you cannot take this 
price this season and the “must take” disk means that you must 
take this price immediately. If you do not take a price in this 
season, you can delay development and hope for a better roll in 
the next seasons. Until the price is taken, you can roll for that 
technology again next season.  

Once you take the engineering cost, it cannot be changed.

You place your path marker on the space of the technology path 
that shows this value.

Example: A season later the Empires player rolls 7 dice and 
their total value is 17. The player decides this is a reasonable 
price, as it is well below the maximum cost, which could be 42 
(6 x 7 dice), so her path marker is placed on the “17” space.

Step 3: Engineering
From the season after you take the engineering cost, you 
may spend only IP, over one or more seasons to engineer your 
breakthrough. Each IP moves your powers marker one space 
up from the “?” space on the technology path. If your marker 

moves up to the space you marked with your development roll, 
you have achieved that breakthrough. You now remove both 
of your power’s markers from the path and place one on the 
breakthrough area at the top of that path. From this point on, 
you possess a breakthrough and receive the benefi ts for the 
rest of the game.     

Example: After 3 seasons the Empires has spent 21 IP required 
to engineer improved fi repower. On the third 
season, she moves her power’s marker to the 
fi repower breakthrough area and removes her 
other green marker from the board. From now 
on, all of her armed forces receive a +1 bonus to 
their combat rolls.

Social development
Through the Technology Race dimension, powers 
can gain SDP with a breakthrough.

A power possesses 3 SDP when it possesses a mass 
production breakthrough. 

Finally, check if all these changes in SDPs in this stage 
have been made and assess if a power possesses a social 
development total of -13 SDP and less and must surrender or 13 
SDP and more and if the game is over. 

Reality Change
Did you win the race? How much did you invest in the search for 
knowledge and wisdom to achieve breakthroughs?

As Stephen Covey said 
“Self-growth is tender, it 
is holy ground. There is 
no greater investment.” 
In his book “The 7 Habits 
of Highly Successful 
People” he presents 7 
key principles of human 
development and Reality 
Change. It encourages 
readers to plan with the 
end in mind, and to take a long term view on life, and invest in 
acquiring and nurturing valuable skills over one’s lifetime. The 
concept of abundance mentality encourages readers to share 
their resources and successes with others for a win-win for 
everyone.

You Tube video

Steven Covey explaining “The character ethic and the 
personality ethic.” 

https://www.youtube.com/watch?v=ACukmJ_5HSo

You now ready to play the 4th Dimension game. The 5th 
Dimension game can be added when you wish.

T H E  4 T H  D I M E N S I O N :  T E C H N O L O G Y  R A C E  G A M E   |  16



Weigh your heart and that of  your 
opponent’s! Resist the darkness or yield to 
it, as the confl ict rages within your heart. 

A power’s actions in the other 4 dimensions are 

set by the heart. Its heart aff ects its ability to 

negotiate, wage war or make peace and to be 

trustworthy, deceitful or even generous. Choose the 

path of your heart carefully or others may choose 

for you.

The 5th Dimension does not add a stage to each season, 
instead each dimension and its stages are affected
by heart. 

Additional setup 
The power’s heart tiles are placed on the space of the path of 
the heart that is marked with a dot in each power’s color. This 
path helps you to perceive the ways of your power. A power’s 
heart can earn (or cost) SDP’s and affect the IP total, so you 
need to adjust the starting positions on the social development 
and production paths.   

The start order of initiative is now the Empires, USA, Axis, 
Soviet Union and the South.
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The path of the heart
“For your ways are in full view of the Lord, and he examines all 

your paths.”
Proverbs 5:21

Each power has a heart, shown on the path of the heart which 
affects the other dimensions in every stage of the seasons. Like 
SDP’s, your heart can go up or down in each stage. A power’s 
heart determines whether justice or injustice reigns in its lands:

The way of the shadow represents judgmental and liberal 
powers with a stubborn heart from +3 and 
+5. Ruled by a group, elected by the people, 
they favour closer co-operation and even 
some sacrifi ce for their cause. The value of 
the individual is respected and the state 
exists, to uphold the individual’s rights. 
Freedom of action, speech, thought and 
belief encourage creativity and innovation.  

The way of the twilight represents selfi sh 
and half-hearted powers from +2 to -2. 
Ruled by a small group, searching for success 
through a compromise between good and 
evil, they use force and oppression without 
extreme terror and destruction. National 
goals are very important but also the value 
of the individuals and their rights.

The way of darkness represents wicked and 
aggressive totalitarian powers with a hard 
heart from -3 to -5. A single leader controls 
the lands with absolute power to dictate unjust 
law, which all except he must obey, in actions 
and speech, and even in thoughts and beliefs. 
Deceit, violence and murder are used, with 
human life having little value

Moral Conflict  5th Dimension Game

 Empires USA Axis Soviet Union South

SDP 5 4 0 -3 -8

IP 56 64 83 40 36



Effects of the heart 
“Without God, everything is permitted.”

Fyodor Dostoyevsky 

Heart affects people’s co-operation, motivation, wisdom, and 
performance in all dimensions. How your power’s heart effects 
the dimensions, is described below and summarized on the 
back cover of the rulebook. 

Diplomatic Pressure
Trust
The fruits of a good heart are seen in good communication
and relationships, disorder, strife and isolation are often 
observed as fruits of a heart in darkness. A power’s position 
on the path of the heart affects its ability to co-operate and 
negotiate truthfully. 

Powers of darkness are free to deceive and can break any 
promise and agreements made without penalty. 

But it does not mean that evil powers are free to break the rules 
of the game!

Powers of shadow and twilight must always be trustworthy 
in all that is promised and faithful in all that is said when 
negotiating.  

Secrecy
Powers of darkness and twilight can either negotiate openly 
around the table, or leave the table and negotiate out of 
earshot of the other players.

Powers of shadow must always negotiate openly, and cannot 
send secret (phone text) messages to other players. 

Declaration of war
A power’s heart determines whether it can declare war in the 
Diplomatic Pressure stage.

Powers of darkness or twilight can declare war on any
neutral land or power at peace with it during the Diplomatic 
Pressure stage.

Powers of shadow cannot declare war on another power or 
neutral land at peace in the Diplomatic Pressure stage. 

When either the Empires or USA are a power of darkness, 
that power may declare war and then they may both 
engage in combat with each other.

Making peace 
Powers of darkness can only make peace with powers in 
darkness or twilight.

Powers of twilight can make peace with any power.

Powers of shadow can only make peace with powers in shadow 
or twilight.

Military War 
Occupation forces
The minimum amount of armies needed 
to maintain control of homelands and 
foreign lands depends on a power’s 
heart. A power of shadow does not 
need to maintain occupation forces 
on his homelands to keep control. For 
any other power entering this land it 
is hostile and his armies must march 
or be unloaded from a convoy in Step 1 of the Military War. The 
numbers next to the hearts on the board show the minimum 
number of armies needed in each land.

Example: The Soviet Union is in darkness at heart -3. He must 
keep at least 1 army in each homeland and 2 armies in each 
foreign land to maintain control.  

Disorder
Immediately after his land is conquered extra disorder disks 
may be added.

Power of twilight may choose to add an extra disorder disk

Powers of darkness may choose to add up to two extra disorder 
disks.

Attack options
A power’s heart determines when it can attack a power at peace 
with it, in the Military War stage, without fi rst declaring war in 
an earlier Diplomatic Pressure stage.

Powers of darkness or twilight can attack any neutral land or 
power during the Military War stage.

Powers of shadow cannot attack the forces of a power at peace 
or neutral land at peace with them but can attack another 
power that has already attacked or declared war on it. 

Example: The Empires at +3 heart can attack neutral Arabia 
after declaring war in the Diplomatic Pressure stage. When at 
heart +3, the USA cannot attack the Axis in the Military War 
stage .If the Axis attacks the USA which it is at peace with it, 
the USA would be able from now to engage in military war with 
the Axis, and maintain +3 heart.

Economic Crisis
Sharing and trading
Whether powers can give, sell, or share their resources or IP 
depends on heart. 

Powers of darkness cannot give away their resources or IP for 
free. They can only sell them at cost price or greater.

Powers of shadow or twilight can give away resources or IP for 
free or sell them for any price they choose.
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Change in IP total in occupied foreign lands 
A power’s heart determines how it exploits the foreign lands it 
controls and their IP.

Powers of darkness use a row - 1 level on the production path 

Powers of twilight use a row - 2 levels on the production path. 

Powers of shadow use a row - 3 levels on the production path.

Example: The Axis has 121 IP total (64 home plus 66 foreign 
reduced to 55). The 66 is wrapped round with a transparent 
disk below the Axis emblem on the 5 on the path at the - level. 
So 55 is calculated by adding this 5 and the 50 at the high end 
of the - path.

The IP total of both home and foreign lands is recorded by 
placing a white disk below your marker on the appropriate 
number on the darker blue production path.

The production path level (before 
attaining the standardization technology 
modifi cation) is also found next to the 
heart symbol on the board. 

Technology Race
Sharing research technology
Starting in the season after the research cost has been paid, 
all powers can give away research for free or sell it for any 
amount they choose to another power regardless of the other 
power’s heart.  

Construction
 Foreign lands that are controlled by powers of darkness are 
less willing to allow their controlling power to raise new armed 
forces in their lands.

Powers of darkness can only place new ships but not armies in 
their occupied foreign lands.

Powers of twilight or of shadow can place any new armed forces 
in their occupied foreign lands.

Example: The Axis in darkness cannot construct new armies 
in West Europe, but he can place new fl eets in the naval bases. 
The Empires can construct new armies in India, since it is in 
twilight and India has an IP of 9.

Change of heart
“Above all else, guard your heart, for everything you do

fl ows from it.” Proverbs 4:23

Your heart may be weighed or you can decide to take the 
following actions which will cause your power’s heart tile to 
move up or down on the path of the heart.  

If there is no level above or below your tile, it cannot move 

any further in that direction. It remains in the top or bottom 
space on the path of the heart, even if it would normally be 
forced to move.

Weighing a heart
A heart is weighed when 4 black and 4 white dice are rolled 
and unless the white and black totals are the same, the total 
determines the heart change of that power. Powers of shadow 
roll with 1 extra white dice and powers of darkness roll with 1 
extra black dice.

If the white total is higher 1 heart is gained.

If the black total is higher 1 heart is lost

Justice 
If a power accuses another power in shadow or twilight to have 
deceived or broken a promise, it may be judged by at least 
two powers of shadow or twilight. In the case of disunity, the 
power’s heart for each verdict are totaled and the verdict is 
decided by the highest total.

Example: The Empires and South both have +2 heart and the 
USA has +5 heart. The USA fi nds the Soviet Union guilty and the 
Empires and South fi nd it innocent. The fi nal verdict is guilty
as the USA has +5 heart against the total of +4 heart for the 
other powers.

The hearts of all the powers involved are weighed. If the verdict 
was guilty the accused power rolls with 1 light dice less and if 
the verdict was innocent the accused power rolls with 1 dark 
dice less. 

Attack options
When a power of darkness or twilight attacks another power at 
peace with it, in the Military War stage, without fi rst declaring 
war in an earlier Diplomatic Pressure stage, the heart of the 
power which was attacked is weighed.

When a powers of darkness or twilight attacks any neutral land 
during the Military War stage their heart is weighed.

Sharing research technology
When a power gives the full research technology away free their 
heart is weighed.

Decision
You may choose to lose 1 heart once per season, at the end of 
the Diplomatic Pressure stage.

Example: The Empires decides to make peace with the Axis, 
but it is only possible if the Empires is in the twilight. In the 
Diplomatic Pressure stage, she voluntarily goes from +2 heart 
to +1 heart.
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Making peace  
When two powers that are at war agree to make peace during 
the Diplomatic Pressure stage, both powers may choose to 
increase their heart by 1. If a power attacks a power that it 
made peace with earlier in the game, it immediately loses this 
1 heart. If they fi nd themselves at war again within 4 seasons 
both of their hearts are reduced by 1.

Example: The Soviet Union and the USA are at war when they 
decide to make peace. After they come to an agreement, the 
Soviet Union decides to change from -2 heart to -1 heart. The 
USA decides not to change his heart and remains at +2 heart.

Declaration of war and attack
When a power declares war on a power that it is at peace with 
it in the Diplomatic Pressure stage, it must immediately lose 1 
heart.

Example: If the USA at 3 heart wants to declare war on the 
Soviet Union in the following Diplomatic Pressure stage, he 
must move down to 2 heart in this Diplomatic Pressure stage 
and then immediately move down another 1 heart in the 
following Diplomatic Pressure stage because of this declaration 
of war.

When a power attacks a power at peace with it in the Military 
War stage, it must immediately lose 2 heart.

Generosity
Powers in the shadow or twilight may decide to be as generous 
in the Diplomatic Pressure stage and grant freedom to 
conquered regions or make a sacrifi ce of resources to gain 
heart. Generosity is only possible if the receiver decides to 
accept the gift.   

Freedom
If you control an entire neutral region or region of the South (5 
player game) you can grant freedom to that region in 2 seasons. 
In the fi rst season, you must keep control of the region in 
which you forfeit all IP, while still consuming oil for the IP on 
the lands. In the second season, you must move all of your 
armies out of that region. In a 5 player game, 2 new armies of 
the South are placed there. 

You lose the SDP’s for that region but immediately regain 
them by gaining heart equal to the SDP’s lost. 

If the same power attacks a neutral land, which it gained SDP’s 
for freedom from earlier in the game, it immediately loses any 
gain in heart. When the next power attacks a freed region the 
rules for neutral lands apply. 

Example: The Empires player grants freedom to the region 
of Colonial Africa. On the fi rst season, she loses the 7 PC 
production she would normally collect for this region. On the 
second season, she moves all of her armies out of all of the 
lands in Colonial Africa. She loses 1 SDP (the value of Colonial 
Africa), but she gains 1 heart.

Sacrifi ce
A power may choose to give a gift of gold or oil to any power or 
give a power’s homeland regions back to that power. If this gift 
is given “with no strings attached” (i.e., the giving power does 
not gain any payment or diplomatic favors), the giver of the 
gift gains 1 heart for every 20 gold or oil given and delivered, 
or goes up the number of heart equal to the SDP value of the 
gifted region.

When you give a sacrifi ce, your SDP total will go down, while 
the receiver’s will go up.

Example: The USA gives a generous gift and delivers 20 oil and 
gives the entire region of China to the South. The USA goes 
down 3 SDP (1 SDP for the 20 oil plus the 2 SDP for China), but 
she goes up 2 heart (1 heart for every 20 oil given to a power, 
plus 2 heart for the 2 SDP value of China). The South, in turn, 
goes up 3 SDP (1 SDP for the 20 oil plus 2 SDP for China).

Social development 
A power can gain or lose SDP according to its position on the 
path of the heart.     

A power possess the number of SDP equal to the number 
on the power’s position on the path of the heart.  

When one or more powers surrender, either voluntarily or 
because by reaching -13 or less on the social development path, 
the SDP possessed from the military, economic and technology 
stages are lost.  

They still possess the SDP from their last position on
the path of the heart, in the assessment at the end of the 
game.

Example: The USA tile is situated on 3 on the path of the heart, 
so it possesses 3 SDP from the Moral Confl ict dimension. It 
possesses 4 SDP from the other dimensions which gives the 
USA 7 SDP total. When all players surrender and the game is 
over, the social development is assessed. Although the Axis 
surrenders three seasons earlier with its tile on 5 heart, it still 
possesses 5 SDP total. Therefore the USA has an SDP total of 3 
but has not best achieved the social development mission.   

You are now ready to play Moral Confl ict in all 5 Dimensions! 

Reality Change
Did you manage to guard your heart?     

As water reflects the face, so one’s life 
refl ects the heart. G. Steve Kinnard’s book 

“Like a Tree Planted by Streams of Water” by 
Illumination Publishers, gives a step-by-
step guide on personal spiritual growth as 
you walk through the seasons of life. You can try it out in the 
seasons of Moral Confl ict and see what fruit it yields. 

Illumination Publishers www.ipibooks.com offers this and a 
selection of other great books to shine light into the darkness.
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Land combat modifi ers
Land defenders’ advantage: All 
attacking armies suffer a -1 penalty 
to their combat rolls.

Desert: All armies (attacker 
and defender) receive a +1 
bonus to their combat rolls.

Woodland: All armies 
(attacker and defender) 
suffer a -1 penalty to their 
combat rolls.

Highland: All attacking 
armies suffer a -1 penalty to 
their combat rolls.

How to gain Social 
Development Points (SDP)
Military War: Control of regions.

Economic Crisis: Oil consumption 
level, each 10 + IPs and 20 oil or 
gold resources.

Technology Race: + 3 SDP for a mass 
production breakthrough.

Moral Confl ict: Position on the path 
of the heart.

Moral Confl ict

Key Information
 Diplomacy by Discussion
 SDP assessment

1. Sea movement and advance to attack
2. Combat
3. Consolidation
 SDP assessment

1. Resource production
2. Land Transport
3. Oil consumption
4. IP yield
 SDP assessment

1. Research
2. Development
3. Engineering

 SDP assessment

1. Consumption
2. Placement

 Military Economic Diplomacy Technology

Moral level
Occupation forces

Disorder Foreign
Placement

Foreign IP 
total level Options to start a war Sharing

Home Foreign

+5

+4

+3

Shadow

Shadow

Shadow

0

0

0

1

1

1

Army/ships

Army/ships

Army/ships

-  -  -

-  -  -

-  -  -

 Neutral in Diplomacy Research

Research

Research

+2

+1

0

-1

-2

Twilight

Twilight

Twilight

Twilight

Twilight

0

1 

1

1

1

1

1

1

1

1

+1

+1

+1

+1

+1

Army/ships

Army/ships

Army/ships

Army/ships

Army/ships

 - -

- -

- -

- -

- -

Neutral in Military or 
Diplomacy

Power in Diplomacy

Research

Research

Research

Research

Research

-3

-4

-5

Darkness

Darkness

Darkness

1

1

1

2

2

2

+2

+2

+2

Ships

Ships

Ships

-

-

-

All

All

All

Stages

Diplomatic 
Pressure

Military War

Economic
Crisis

Technology Race

Construction 

1

2

3

4

5

IP cost Move Start values

+IP 8 Empires USA Axis Soviet Union South 
Army 5 1 26 10 42 38 27

Convoy 10 12 / 2* 5 4 2 0 1

Fleet 15 4 4 4 5 0 1

Military War game IP 68 64 88 40 36

Military War game SDP 3 0 3 0

Moral Confl ict game IP 56 64 83 40 36

Moral Confl ict game SDP 5 4 0 -3 -8
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