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Knights ruleset: Broken World

We have as few rules as possible to play with as few restrictions as possible
Backed up by the server rules | don’t tolerate racism
At the end you get a present for reading the rules!!!!

War Rules:
You may justify and declare war on Al at any time.
Players can declare war on players no earlier than january 1939.
Don’t take land in peace deals where you haven’t fought for in the slightest bit.
Don’t exploit
If no war between players started after 1941, all factions have to go to war with each
other
Dog-piling: Any faction that declared or got declared on can not be justified on for 6
months.

Land Rules:
You cannot transfer any land if you are about to leave the game.
No Giving Other countries your borders to prevent war.

No joining in Al wars last minute to take everything.

Volunteer Rules:

. Allowed no more than 5 per country can only send volunteers to ai vs player war after 2

months after war start. No tanks
Faction Rules:

4 Players: No factions.

6-8 Players: 2 players a faction

9 and above: 3 players a faction

Because everything is randomized, you can join any faction with any ideology.
No Al in factions except puppets.

Banned Strategies:

No naval mines

No scorched earth retreats

NO SPYPLANES! It WILL desync the game!
Logistics strikes are forbidden (Supply is already bad lol)
No staging coups

No acting on guaranties.



- No space marines.

- No shock trooper motorized.

- No more than 500 divisions

- No paratroopers.

- Starting civil wars in players manually or by focus, or forcibly changing someone
else’s ideology without their permission is not allowed.

- The host can create extra rules, but has to display them in the hosting message.

- No strat bombers

Just if the better decisions mod is enabled:

Present:

Using decisions to get pp is totally viable, just spend the pp in a way that will keep you in
the positive for when you have to pay it back, else your game experience might get
slightly ruined.



