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NUKES: SIEGE

Nukes: Siege — starting position

https://engine.moddable.games/play/?game=nukes&variant=siege

A total conversion of the hostage mechanic. You start with your own tokens in reserve and deploy them to build your forces. The

only way to acquire enemy hostages is through combat.

I OVERVIEW

Standard Nukes gives each player a supply of their opponents’ tokens from the start. Siege removes this entirely. You begin
with 21 of your own tokens off-board. Return them to regions you control to earn moves, exactly like the base game, but you’re

fuelling yourself.

Enemy hostages enter your supply only when you win combat with excess strength. This flips the early game from a careful

hostage economy into an aggressive expansion race, and the mid-game into a siege.


https://engine.moddable.games/play/?game=nukes&variant=siege

SETUP CHANGES

Each player starts with 4 units on their city (standard) and 21 of their own tokens off-board in a personal supply.

No starting isotope. You do not begin with any isotopes. Isotopes are earned exclusively through Base conversion

during play.
No tokens are distributed to opponents at setup.

All other setup (board draft, biome placement, city placement) is identical to standard Nukes.

RULES

DEPLOY FROM RESERVE

On your turn, return 1-3 of your own tokens from your off-board supply onto regions where you already have units. Each return

earns one move. This replaces the standard hostage-return mechanic for the early game.

BUILD THROUGH COMBAT

The only way to get enemy hostages is to capture them mid-game. When you win combat with excess strength (attacking units

minus defending units), take the excess as hostages into your off-board supply.

Once captured, enemy hostages work identically to the base game: return them to earn moves, but each return reinforces

the enemy.

TWO ECONOMIES

Your own supply tokens fuel early expansion. Enemy hostages, once captured, fuel rapid strikes in the mid-to-late game. Both

follow the same return-to-move mechanic but come from different sources.

ENDGAME
Bases, isotopes, nuclear strikes, and Meltdowns all work identically to standard Nukes. Siege changes how you build momentum,

not what you're fighting over. You still lose if your supply runs out entirely.

DESIGN NOTES

Siege creates a slower, more positional early game. Without free hostages at setup, players must commit to combat earlier to
unlock the faster pacing of the hostage economy. The 2-player restriction exists because the economics break down with a third

player who can accumulate hostages from two opponents simultaneously.



