History of War - What's this game all about?

History of War is a cardgame about the Second World War. To play each player has a deck of cards which consists of the following types of cards: 17 base improvements, 30 units, 3 territory improvements and 2 action cards (there are also unit improvements, but these aren't packed in the starter sets). You start each game with eight cards in your hand and you draw a new card at the start of each turn.
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Starting the game: 2 territories selected, 8 cards draw

The goal of the game is to conquer territories worth 15 points or more. Each starter set contains three different territories. To conquer a territory you need to build up your army and take it by force. This is where the base improvements come into play. At the start of each turn you can play one of these. Each will provide you with one resource to build units or to perform actions with. They also have a unique ability (tanks become cheaper to build for instance) 

There are three different kinds of units: land, naval and air units. Each kind is again divided into different types. All units have a statline consisting of resource cost, attack values for land/air/naval combat and a defense value. Furthermore each unit has an ability (for instance most infantry has entrenchment, giving them a +1 defense for each turn they didn't attack or move; some units have an advantage over others meaning they deal their damage before their enemy). With these units you can take the fight to the enemy. This fight takes place on the territories that are in play. Each turn you can move your units from your base area to any of the territories, back to the base area or you can use them to attack enemy units in the same territory. If you attack the defender selects a unit to block your unit with. You then compare your attack value against the defense value of the defender and vice versa. If the attack value is equal to or higher then the defense value the unit is destroyed and removed from play. Off course this gets really interesting when the attacker has multiple units and the defender as well, especially since all of them have interesting abilities that you can use to manipulate the outcome of the battle to you advantage.
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Each card has it's own ability



At the end of each round you check whether each territory is conquered or not. If the amount of flags one of the players has in a territory (land and naval units provide a certain numbers of flags as indicated on their cards) minus the amount of flags his opponent has in the same territory is equal to or more than the amount on the territory card, this player wins the territory. He puts it aside and may benefit from the special effect on the card from now on.

So basically you play base improvements to gain resources. Then you use these to build units or improvements. These you send into different areas of operations, using their stats and abilities to drive out the enemy. As soon as you have amassed enough force in a territory you may claim it for yourself. And when you've claimed enough territory you win the war!
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