

Game Launch Date: March 3rd, 2008
Just go to http://mit.gocrosscampus.com 
 and login to play on MIT’s campus tournament!
Game Rules!
How to Play

Official GoCrossCampus school tournaments are open to any member of the participating college community with a valid .edu email address. Players can join the game at any time.

The campus has been divided into a field of play with many regions, corresponding to landmarks on campus. Every turn, players (you!) have a chance to log in and place armies on regions that their team owns, and assign each army one of three orders:

· defend the current territory

· move to an adjacent territory controlled by the same team

· attack an adjacent territory controlled by a different team

When the turn is over, the orders are processed. First, all armies with orders to move do so. Then armies attack, one at a time. Whenever an army attacks a territory with no remaining defenders, or a neutral territory, that territory is conquered by the attacking team, and next turn, will be controlled by that team. Turns progress until one team wins the entire board, or the game enters lightning rounds.

Game Setup

Recruitment Period:

Typically, the first three turns of a game are a Recruitment Period during which teams can only place their armies, but not move between territories (via attack or move). This time is spent strategizing on placement of armies and recruitment of schoolmates. Thereafer, full turns commence, in which teams can start attacking each other.

Teams:
Baker
Burton Conner
East Campus
Macgregor
McCormick and Campus Fraternities
Simmons
Next
Senior House, Bexley, and Random Hall
New House
Boston/Cambridge East Fraternities and Sororities
Boston/Cambridge West Fraternities and Sororities, Off Campus Residents
Armies

Controlling Armies:

Each player can control armies independently from their teammates. However, it has been found that teams with strong leadership and a consolidated set of orders tend to fare better in battle due to their cohesive strategy and strength in numbers.

Earning Armies:

  Each player gets 4 armies per turn just for logging in. In addition to this, the player gets several bonuses. These bonuses differ for each game. 

· Reliability Bonus: 1 bonus armies for having signed in and placed armies every day for 5 days.

· Conquer Bonus: 2 bonus armies if your team has conquered 1 or more territories in the last turn. This does not scale with the number of territories conquered (i.e., your team doesn’t get 6 bonus armies for conquering 3 territories).

Placing Armies:

Armies can be placed on any territory controlled by the player's team. Placements are permanent: once placed, an army cannot be recalled and re-placed. In addition, players must place ALL of their armies at once.

Once all armies are placed, they can be given one of three orders: to defend, attack, or move. Orders can be changed and updated at any point during the turn.

Combat

Defender-Attacker Advantage:

Battles take place between two army units at a time. In every one-on-one battle between an attacker and a defender, the odds are weighted for the defender: 58% to 42%. Every battle results in one of the armies being destroyed and the other remaining victorious. The attacking army that wins in battle will continue attacking until it is destroyed or the target region is conquered.

How Turns are Processed:

First, all armies that have orders to move to adjacent regions do so: those armies are moved into their target regions and set to defend.

Second, attacks are processed in a round-robin style, where every team has a chance to make a single attack with one of its armies, one at a time, until all attacking armies have either conquered their target territory or have been killed.

Thus, armies attacking from a region that is attacked will not be killed in the attack. Instead, they will continue with their attack as planned.

Polls

There are three types of polls on our site:

· Nominate as Commander: To elect a player as commander of your team.

· Impeach Commander: To remove your team's commander from power.

· Mark as Spy: To convict someone of espionage on your team.

To open a poll, 10 players need to nominate that the poll be opened. Polls stay open until the end of the next turn (i.e., if a poll opens during Turn 5, it will close when Turn 6 ends). In case of a tie at the time of closing, the immediately subsequent vote will decide the poll result.

Commanders:

Commanders are players that have special administrative privileges: they can send email messages to all members of a team, as well as edit the master battle plan that all team members can read.

Commanders are elected by a popular vote. Once 10 people have nominated a potential commander within a day, an election goes to a general vote. If a majority of those voting affirm the candidate, he or she becomes a commander.

Commanders can be impeached in the same way as they are elected: if 10 players vote to impeach, the impeachment goes to general vote. If a majority votes to convict, the commander is removed from office.

Spies:

Spies are people who have wrongly joined a team and are collecting valuable intel of strategic importance and passing it on to another team. It is the responsibility of all players on a team to browse the Team Roster to ensure that there are no spies amongst their ranks. If a spy is successfully captured via a majority vote in a poll, he or she will be immediately kicked off the team and unable to join or play on another team.

Winning and Losing

A team loses when all of its armies and territories have been eliminated in battle. All the players on a losing team are removed from active play and may participate only in chat functions from that point forward.

A team wins when it has conquered the entire game board. 
Any other questions? E-mail Swetha Kambhampati swethak@mit.edu or UA CSL ua-csl@mit.edu.
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