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GALACTIC DOMINATION [ALPHA TEST EDITION]


Location: On the bridge of the Terran Heavy Cruiser Horatio Nelson.

Time: 1379  Date: Thursday 7th May 2167  [2167-05-07-1379]

Commander Frightman ran his steely gaze over the personnel manning his watch as shipmaster.  All seemed in order.

He softly called “Lieutenant Glover, a sensor report please.”

“Commander, all is in the green.  Some rogue debris 5 minutes ahead at current cruise speed but astrostation is aware and has factored it into maneuver orders.”

“Thank you; carry on, lieutenant.”

“Aye, Sir.”

At 1399 precisely, Captain Raven walked onto the bridge.

“Captain on the bridge”, a midshipman called.

“Sir, I yield this command to you at 1400 this day”, Frightman said to the Captain.

“Sir, I accept this command from you at 1400 this day”, the Captain replied.

“Report, Commander”.

“Situation green all watch, Sir.”

“Excellent.  I’ll see you at the crickball final then; you are relieved Commander.”

“I stand relieved, Captain.”

The commander exited the bridge.

Location: On the bridge of the Terran Heavy Cruiser Horatio Nelson.

Time: 1537  Date: Thursday 7th May 2167  [2167-05-07-1537]

“Captain, I detect two vessels at far range and on closing course”, the junior watchman reported with calm excitement.

“Acting XO, call all hands to action stations”, the captain said to Second Officer Yelm.

“All hands, this is the bridge, report to your action stations.”

Calmly and smoothly the crew obeyed this order.

“Details, watchman.”

“Yes, Captain. Two Nribandi frigates of the second class.”

“Hmm”, Captain Raven thought, “second class, that wasn’t too bad, it meant his ship had the slight edge.  The difference between first and second class frigates was small – usually making virtually no difference in a fleet action, but where a small action was imminent the slight difference could be crucial.”

“Sparks, send them a warn off signal.”  “Aye, Captain.”

“No response, Sir.”

The two frigates closed in relentlessly.

“This is the Captain to all hands; go to emergency action stations.”

The Nelson’s shields went to full; the missiles in the launch tubes went to hot status, and the energy cannon were primed.  The offensive weapons scanners acquired lock-ons, and defense systems were prepped.

“Incoming – six missile salvos”.  The anti-missiles automatically launched as per standard protocols and took out 31 of the incoming missiles; 3 more were killed by secondary beams, and two got through to impact on the shields, reducing them by 12%.

“Return fire, equal split both targets – all weapons” ordered the Tactical Officer.

Eight missile barrages and four primary beams backed up by four secondary beams erupted from the cruiser, doing significant damage to the frigates shields and armour.  At the same time, beams from the frigates arrived, doing major damage to Nelson’s armour – ripping down one side.

However, there were no casualties, and none were expected, as modern spacewar ships had excellent protection for personnel.

“Standby to launch second salvo.” “Fire.”

Again a spray of weapons emerged from the Nelson, and also from the enemy combatants.

Their ship shuddered from an internal explosion, but there were cheers as one of the frigates ceased to be.

“Sir, the second frigate is retreating.”

“Let them go, TO.”

“Stand down to action stations.”

Commander Frightman emerged onto the bridge. “Another victory, Captain, congratulations.”

The captain was fully aware of the irony in his old friend’s statement – true victory for them both was not having to fight at all, it was duty not passion that drove them.


“Helm, resume our course to rendezvous with sixth fleet”, Raven ordered.

“Aye, Captain.”

Damage Control reported that all repair was well in hand, and the captain handed the con to the second officer, and he and the XO retired to his quarters to toast their victory, and then he would have to do the paperwork – he knew there was a reason he ‘hated’ battle.

This is just a rough, hastily created story – needs significant polishing.


This story is set 8 years before the ‘present’ of Galactic Domination.

Also note that in GD a Frigate is an extremely tough, fast and powerful ship – equivalent to a starship in Star Trek.
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BASIC GAME RULEBOOK

1.0 
EXPLANATORY INTRODUCTION


1.1
HOW THE RULES POINT NUMBERING SYSTEM WORKS.
This rulebook for the game of Galactic Domination is divided into a number of sections numbered 1.0, 2.0, 3.0, etc.  Each of these sections is further divided as with the following example applying to section 5.0 – 5.1, 5.2, 5.3, etc.  Some of these sub-sections are themselves further divided as for example 4.1.2 or 4.3.1, 4.3.4.  Sometimes even further division occurs as say 10.5.1.2, 10.5.1.6.
To refer a player to a particular rule use of this format is made by referencing a rule by this number, so if , for example, under say rule 7.3 a reference is made to refer to rule 14.0 then this other rule can be easily found.  [Page number reference is also often provided].

1.2 A PRIMER ON THE NATURE AND USE OF DICE

For most of history (some exceptions) there has basically been just one type of die [the singular of dice], and that has been the familiar six-sided [cubical] die, with six sides each numbered with a number from 1 to 6 [or with that number of dots more usually].

Then various games came along in which other types of dice were used – the averaging die that looks just like a normal D6 [this is a convenient abbreviation for a normal 6-sided die], until one examines it and notices it has different numbering – usually with an averaging die the faces [another name for a die side] are numbered 2, 3, 3, 4, 4, 5; in this type of die which is used in some wargaming.

There are also D6s that instead of numbers or in conjunction with numbers use symbols, such as in the dice game ‘Cosmic Wimpout’.

In more recent decades a wide variety of dice with different number of sides has arisen – D4s, D8s, D10s, D12s, D20s, D30s, and even the mainly impractical novelty D100.

These are usually found in conjunction with RPGs [Roleplaying Games].

DICE USE CONVENTIONS

There is a system of shorthand used in relation to dice in games.

1D6 means one six-sided die

2D6 means that one should roll two (6-sided) dice and apply the result.

3D6 means that one should roll three (6-sided) dice and apply the result.

1D8 means one eight-sided die, 1D10 means one ten-sided die, etc.

In general  nDx means roll n x-sided dice and apply result.

WHAT DOES ‘APPLY RESULT’ MEAN?

In usual circumstances in roleplaying games, 3D6 means that having rolled the 3 D6s one then adds the numbers of all 3 to obtain a total, but this is by no means the only meaning and certainly in board wargaming it is not the usual application.  In wargames one is usually trying to obtain a certain number, or range of numbers, or to match a die roll result against that of an opponent.

So, for instance, if playing a wargame set in middle ages, one might have some attacking infantry and cavalry versus an enemy army or position and one needs to roll 6 for an infantry unit to hit and 5 or 6 for a cavalry unit to have a successful hit versus enemy unit.

MORE ON DICE USE CONVENTIONS

One can also have summed mixtures of different types of dice and/or adding or subtracting of a constant or variable; egs.

1D6 + 1D8, 3D6 + 1D10, 1D6 + 1, 1D6 + 2, 1D6 – 1, 1D10  + 1, 1D10 – 1, 1D10 – 1D4, 1D10 - 1D6 +6 [or represented as 1D10 + 6 – 1D6], etc.

If have a game where one rolls a die, then add to, or subtract from, it a fixed number , such as 1D6 + 1, 1D10 – 1, etc; then the +1 or –1 is known as a modifier.

Imagine you have a game that requires you to roll a 1D20, but you don’t have a D20, all you have is a D6 and a D10.  You can emulate the possession of a D20.  The way this is done is that the D6 is designated as a control die.  You roll the D6 and the D10, and if the D6 comes up with a 1, 2, or 3, then one simply uses the result rolled on the D10.  If the D6 comes up 4, 5, or 6, then one adds 10 to result of D10 die.

Can similarly emulate a D30 by having 1,2 on D6 represent no add; 3,4 that add 10; and 5,6 that add 20 to result of D10 roll.

An important thing to know is how to emulate a D100, usually called  percentile [%] dice.  This is done by rolling 2 D10s, one of which acts as the control die, and it works this way:

[Incidentally, D10s aren’t as a rule marked from 1 to 10, but from 0 – 9, or stated another way, from 1 – 9 and with 0 used as symbol for 10]

0 on control die – just take result of other D10

1 on control die adds ten to other D10 result [eg. if 7 on other die = 17]

2 on control die adds 20 to other die result, etc.

There are a couple of other things to know here – if the non-control die has a ‘0’ show up on it this is considered to be a ‘0’ NOT a ‘10’.

There is one exception to this – if both dice turn up ‘0’, that is not a result of ‘0’ but represents ‘100’, the highest possible result (usually represented as ‘00’).

[NOTE: There is one game I know of, and just this one as I recall, that with D100 uses the range 0 – 99 instead of the standard 1 - 100].

This game  [Galactic Domination] uses D10s for combat rolls, and D6s are used (sometimes in conjunction with a  D10) for other types of die roll.

When one rolls the 1D10 die and applies the result, a ‘1’ is the lowest possible result and ‘0’ [representing ‘10’] is the highest possible result. [excluding application of any modifiers – explained in more detail later (in rules relating to combat)].

Incidentally, in some game systems [eg Twilight Imperium] a high roll result is good in combat, but in GD it is low die roll that is better. [You will find details of this in the relevent section of the rules].

1.3 DISCLAIMER

All references to he, his or him, in this booklet also include she, hers or her [and if any robots, aliens, hermaphrodites, neuters or transsexuals are reading this, you can take the first three terms to also include you].
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3.0
INTRODUCTION


3.1
SO IT BEGINS


Welcome to my universe, gameplaying reader.

What you are holding in your hands [or accessing via a screen]  is the entry to a wonderful adventure.  Now you may think that you have simply bought a game [or a friend of yours is showing you his copy], but this hopefully is just the beginning of a relationship between you and the universe of Galactic Domination.

3.1.1
WHAT IS GALACTIC DOMINATION?

Galactic Domination is the name I have given to a game I have designed.  [Duh!! Really!!! Yes!!  In fact this game].  Its original working title was Interstellar Supremacy but as there is a previously published boardgame called Supremacy [albeit little known] I decided to change the name.  The new name is more grandiose and is a bit of an exaggeration as it mainly concerns events in just one region of the galaxy, but it sounds great.

This game, Galactic Domination, is several things – it is a boardgame, it is a wargame, it is a space game, it is more than a game.  Now to explain these aspects it has:

· it is a boardgame – you should already know what this is; it is a game played on a board, but it covers a diversity of games that includes Snakes and Ladders, Monopoly, chess, draughts [checkers to Americans], and many others, which, like this game do not use a simple, small board like the aforementioned games but use a wide variety of sometimes unique boards.
Galactic Domination [GD for short] uses a board called a hex map as it is covered in small (or not so small) hexagons.
· it is a wargame – you may have encountered these; if you are a gamer you definitely have, but if just previously a member of the general public not involved in gaming other than some card playing and parlour games [also called family games – Monopoly, Squatter, etc] then there is a possibility that you are either unfamiliar with this term or have heard it but don’t know what it is. 

Various Defense Forces occasionally (actually fairly frequently nowadays) have military exercises that they and the media now call wargames and they are similar.  People in the armed services also play ‘real’ wargames.  [Also there was an early Dr Who ten-episode story called ‘The War Games’; and of course there is the famous movie War Games starring Matthew Broderick.  Also there is the old, originally produced for TV, controversial documentary made by Peter Watkins about the effects of a nuclear strike on Britain – The War Game].


A wargame is usually played on a board and that board is usually a hex map [ie covered in small hexagons].  There are also versions played on a large table with small model soldiers, etc. called miniatures or figures, and therefore called miniatures wargaming or table-top wargaming.  A wargame involves the movement of small cardboard counters or plastic models or metal models on this board that represent military forces such as army divisions, air force squadrons, naval fleets or individual ships, tank brigades, etc.


· it is a space game – a space game is set in a fictional future setting [in contrast to standard wargames which are usually historical – Napoleonic era, World War II, etc] in which one or more races are involved in conflict across many worlds involving space ships and futuristic soldiers.  Some space games are not classified as wargames although to an observer they may appear similar [eg Starfarers of Catan; incidentally I recommend this as a fun game to play, especially because of its big model rockets].

· it is more than a game – [this incidentally is a line in a song about Aussie rules football, but of course it is also a variant of the general statement “this is not (just) a game”].
GD is more than a game because I have put tremendous effort into its creation, and also because I wish it to manifest in a number of forms – novels, etc.

In addition Galactic Domination is a strategic game.  Certain games operate at the level of individual units that are often intensely detailed, eg. the previously alluded to SFB.  Other tactical level space games include ‘Full Thrust’, ‘Starmada’ and ‘Slag!’.

At the end of this game I include a simple tactical level set of rules, and at some further stage will develop a proper set of tactical level rules [NOTE: Not in this Alpha version].

A strategy game naturally operates at the strategic level – ie where whole groups of units are involved and individual unit details and actions are slight.

SPECIAL NOTE

Nowadays there are a lot of ‘new’ game types such as Fantasy Wargaming, Computer games and Console games.  A lot of computer games are in the category of wargame and/or space game.

EXTRA SPECIAL NOTE

Two of the seminal figures in the creation of wargames are well-known 20th century authors – H.G. Wells and Fletcher Pratt [the latter name is now not so well known, but he is the author of several classic fantasy novels].

EXTRA, EXTRA SPECIAL NOTE

New space board (war) games are now starting to appear on a regular basis – new in first half of 2004 there is the below mentioned Fleets, Stargate SG-1 from the same company, and Vanished Planet, and no doubt others will come in second half of the year – a mini renaissance; however, how good these games will be is unknown at this stage.

One thing is certain however, that compared with GD they are all ‘simple’ games.

TRIPLE EXTRA SPECIAL NOTE

As I have worked on GD I have realised it is also a superb simulation.

This means naturally that it lends itself well to novels set in GD universe, BUT it also means that it is of great utility for use by non-GD authors in their own works.

ONE FINAL NOTE – REMEMBER THAT THIS IS “JUST A GAME”, AND IT DOESN’T MATTER IF YOU WIN OR LOSE, AS PLAYING THE GAME IS THE IMPORTANT AND FUN PART.

3.1.2 MORE ON WARGAMES IN GENERAL AND GALACTIC DOMINATION IN 

PARTICULAR

In most wargames, a unit or force is represented by a small cardboard counter [or nowadays sometimes by a little plastic model] and when several units of each side engage in combat each unit gets a die roll [there are exceptions to this that do not need detailing now] to kill a unit of the other side and each unit can be killed by a successful hit by the other side.  So an infantryman might kill a cavalryman on a roll of 5 or 6 on a dice, and a cavalryman kill an infantryman on a roll of 4,5 or 6.  This isn’t too bad a system as it takes into account that some units are harder to kill than others &/or have more killing ability.

However, a quite common method is that a particular unit has a variant die roll for what it is successful in getting a hit for, but this can be applied to and kill any other unit.  This is not satisfactory where have say a supposedly mighty battleship versus say a frigate, and with one lucky roll the frigate can destroy the battleship.  It has been my intent to develop a system where in such a fight it will be possible but unlikely for the frigate to destroy the battleship, and further to correct a second deficiency in virtually all wargames, where a mighty battleship only gets one roll to hit in each round of combat just like a lowly fighter.

Another instance; 6 Fighters attack 1 Battleship.  In most games this would result in 1 Fighter and the BB being destroyed.  In my game, in a single round the BB might destroy all 6 Fighters, whilst the Fighters might destroy the BB.  This is much more realistic.

Naturally, the details of combat are just one aspect that I subjected to a ruthless examination in the quest for a superior game.  I wanted a game that players would find interesting, exciting, and sensible; that is, reducing a reliance that some games have on arbitrary rules and restrictions on what players can and cannot do.  So everything in this game has a rationale that is explained in the section on the background universe for this game or in the Designer’s Notes section, and the appendices on unit construction, space travel, etc.

There has actually been relatively few boardgames based on space conflict, in contrast to the large range of historical games, and only a few that stand out.  A classic is ‘Star Fleet Battles’ [SFB] but this operates at the detailed tactical level.  There is a strategic level version of this ‘Federation and Empire’ but I have taken little notice of this as it is very tied to SFB universe and the nature of its complexities do not tally with the types of complexity I wanted in my own game. 

There is ‘Twilight Imperium’ [TI] and considering how comparatively recently it appeared on the scene it is in some ways already the standard for comparison as it is a good game although it has inadequacies.  There is ‘Throneworld’ which is little known but has an interesting system and ‘Babylon 5: Component System’ [there are actually several different ‘B5’ games including miniatures version but I haven’t played most of them], and I found  this particular ‘B5’ game to have ridiculous ship construction, movement and combat rules.

Then there are older games such as ‘Triplanetary’ and ‘Star Command’  and some others but these games are fairly rare to find.  Another recent one is ‘J.U.M.P. Into the Unknown’ which I am not impressed with; it lacks the flavour of a ‘proper’ space wargame [or even non-space wargame].

And recently a new version of Imperium [Imperium 3rd Millennium] has come out, which is a quite interesting though fairly simple game.

There is also ‘Starfarers of Catan’ that is a space game but not a wargame in standard sense, but it is good fun.  There are a lot of excellent non-space “wargames” such as ‘History of the World’, ‘Chariot Lords’, ‘Serennisima’, ‘Settlers of Catan’, ‘Renaissance’, ‘El Grande’, ‘Britannia’, to name just a few [seven actually named].  Most of these are not technically wargames, but Eurogames.

Also very recently a board game called ‘Fleets’ has appeared; this is a space game with fleets of ships, but I do not classify it as a wargame as it has no cards, tables, etc. that I associate with wargames.  It is a simple, okay family fun game.

Then, of course, there is the large range of Ancient, Napoleonic, WWI, WWII, etc.wargames, and also semi-wargames such as ‘Risk’, ‘Diplomacy’, etc. 

In view of this, if a space wargame is to attract the players from [or of] these other games then it will have to be superior to the space wargames currently existing.  Creating such has been my goal.

There are also some card games [of both the collectible and normal variety] that are spacegames, but the ones that I have done some playing with such as Mag Blast [oversimplified card game version of TI], Star Fleet Battle Force [card game version of SFB] and The Ashes of Empire [whose rules are almost incomprehensible, lacking clarity] are not that good.  I have had no experience with the space based CCGs, so can not really comment on those at this stage, until I do.

Of course, what constitutes a wargame or indeed a space game is partly subjective, so for instance what categories is a game like Princess Ryan’s Star Marines?

A truly great game needs to be interesting, exciting, balanced, have comprehensive, concise and clear rules [some games are great despite an abundance of ambiguities and contradictory rules, eg. ‘SFB’ and ‘M:TG’ (the Collectible Card Game), but would be even greater if and when these are cleared up].

It seems to me that most space games are flawed in their creation with inadequate play testing to reveal these flaws for correction.  So factors for units may be inaccurate.  An example of this are the mines in ‘TI’ [not included in second edition]; no player in their right mind is going to use these with the rules for them as it exists [not even the revisions in ‘Distant Suns’] as they are simply not cost-effective units.  Of course, if the player already has an overwhelming lead he could then build them just for the hell of it.  I have used mathematical techniques to ensure that all units in my game are correctly valued, with practical testing to validate theoretical results.  The same applies with rules, I have tested them adequately.  However, I have still left room for ingenious utilisation to get above average results in certain circumstances.

Ironically, a leading wargamer and game designer, Steve Jackson [the American one], in his manual on creating wargames, said that in RPGs [Role-Playing Games] one could be more slipshod (not his actual wording) in creating aspects of the game.  I respectfully disagree; I believe that a background in RPG makes one wish for more detail of what is what.  For instance, when playing ‘Stormbringer’ I did an intensive study of Michael Moorcock’s books for details and found many inconsistencies and inadequacies there that would not show up to a casual reader, but only one who was trying to apply factors to so much of the stuff.

Similarly, with space RPGs, back in the 1980’s I studied and created ships using ‘High Guard’ and ‘Trillion Credit Squadron’ [Traveller ship designing system, that incidentally also has some errors].  This has lead me in designing ships for this game not to simply treat them as counters onto which I could plug any old numbers, but to determine each ship’s ‘real’ size, crew complement, cargo space, engine capability, etc. the fruits of which are revealed in the appendices.  

One result of this is that one obtains sensible figures for how many fighters and MI units a certain ship could conceivably carry, as well as figures for what size an MI unit or fighter must be, and use in hull capacity (also allowing for associated factors, such as handling and refueling, transport shuttles, amenities for soldiers, etc). 

[Note: MI, short for Mobile Infantry, are the elite soldiery of GD].

An aspect of my hand-written notes for this game is that they are massive, with all sorts of rules possibilities and variants [and similarly the material in my PC has grown greatly as I continuously update, modify and expand it].  I had to choose between various options to select those I considered best at Basic Level, and then at the other levels, and then as optional rules, and then as alternate game ideas.  Most space games are comparatively simple.  Some historical games are pretty complex but deal with ideas that do not apply with a space game and many of the ideas in the space game are unique as do not arise in historical game and so require a lot of ingenuity and hard thought as no historical aid or ready reference in a book available.

In a historical game it is known how a tank or a truck or a ship moves, but in a space game one must deal with such basic issues as just what is the nature of the system you are using for movement, how does communication occur and how fast, what timescales are involved, etc.  One must use reasoning and imagination to determine these, as the knowledge is not available in the real world.

This game has multiple levels of complexity, ranging from the Basic Game to the ultra-sophisticated Grandmaster game and even beyond.  You can choose to play the game at which ever level you prefer, although it is recommended that one start with either the simplified Introductory Game [designed specially for those with no or little previous experience of games of this type] or with the Basic Level Game detailed hereafter.

The Basic Game itself is fairly complex.  The main difference it has from the higher game levels is that it has less types of units [still a fairly hefty 12 (that expands to about 20 with the Optional Rules that are included in the game); there are dozens at higher levels] and much less special rules.  It is by no means an inferior version, just not as detailed.

In the higher level variants you will find a rule for almost anything that you want to do in play.

Meanwhile have fun playing this Basic rules version.

As previously noted Galactic Domination is a strategic space board wargame (or war boardgame) – an alternate term for this is space empire game.

3.2
RULES LEVELS

The Rules Levels in this game are:

Level Zero – Introductory Game [simplified version – included with Basic Game]

Level One – Basic Game [these rules]; known as the B1 rules

Level Two – Advanced Game – adds many more units, extra rules, more rules variants, etc;






known as the A2 rules.

Level Three – Expert Game – known as E3 rules.

Level Four – Master Game – known as M4 rules.

Level Five – GrandMaster Game – known as G5 rules.

Level Six – Ultimate Game – known as U6 rules.

There is a legend, whispered in distant, dark halls of a seventh level –Supreme Grandmaster

Game (S7) [which would mean that Level 6 is not so ultimate after all!].

[News Flash: enigmatic data transmitted by deep space aliens hint at a Level 8 version developed by mysterious entities at the galactic core].

3.3
USING THE RULEBOOK
This rulebook needs to be read to learn the game; but to play the game one will only need the play components and play aids provided, with maybe occasional referral to these rules.

To emphasise and  clarify this, this rulebook is very large, but this doesn’t matter – it is meant to simply be read before playing the game (and many parts can be skipped if simply intending to play the game and not interested in background universe), and therefore will be rarely needed when actually playing the game – 

you may need to consult it occasionally, and because of its excellent layout and very adequate contents page and index, you will be easily able to find which rule or rules clarification you are looking for.

Also, for those who want a rulebook even less “cluttered” to refer to during game, there is - as a late addition I have made to the game – an Abridged Basic Rule Book, which contains only rules material and none of the background notes, etc.

Also it omits all material relating to setting up and starting the game – it is designed strictly to be used as a reference during games play.

Also I have similarly created an Abridged Setup Book.

There is also a book that combines these two abridged rulebooks – the Stripped Rulebook.


NEW NOTE:  I am now renaming the ‘Stripped Rulebook’ as the ‘Abridged Rulebook’, and am for now eliminating concept of the two part books (Setup Book and Play Book) as most of the content is the actual play material, and you can always split the Abridged Book yourself after printing it.

4.0
BACKGROUND UNIVERSE AND RACES


4.1
BACKGROUND


For a couple of hundred years your home planet has been developing space travel and exploring nearby worlds.  Some worlds have become sources of additional resources, whilst some have been worth colonising.


One or two of your oldest colonies have gained such importance that they have assumed the status of sub-capitals, with a big say in your empire/federation/league’s governance.


During your expansion you have become aware of other fledgling empires that in a cosmic coincidence are at a similar stage of development and relatively nearby – you are sure conflict for rare resource and choice colony worlds is inevitable and have started developing a space navy [you may even have already had some isolated hostile/ unfriendly encounters].


The player represents the top officers and officials in charge of half of the military/exploration budget [that in turn is only 1/10 of total budget; ie. player controls 1/20 of the Empire’s economy].


You use an economic unit called a Stellar [represented by a $ symbol] that reflects resources available to you to buy things.


Each 1 Stellar = 500 million Credits.  Resource planets actually produce more, but only the part allocated to your budget is shown.  A Credit is a minor currency unit that does not appear in this game [other than with some brief mentions like this one].


You use your Stellars to buy warships [these also act as exploration ships], and also special planetary defense systems.  Later in the game you can also buy more Shipyards that are used to build ships.  In addition, one can purchase ground forces that you need to be actually able to claim possession of planets that you encounter if they have ground forces of their own.  These ground forces are elite soldiers known as Mobile Infantry or MI for short.


One MI = 1 assault unit.  ie. 500 highly trained, highly equipped and paid “men” [50 m. credits train and equip, 450 m. credits allocated for their pay and maintenance].


As the exploration and defense arm of your military you are the vanguard of the exploitation of the galaxy by your race.


Yes, your race, as only one of the races in this game is human, the others are alien races.


The players have a choice of which of the major alien races [and from the alien viewpoint humans are alien] that he will play this game with.

4.1.1
DEEP HISTORY
The brief background history relates to events of the 21st and 22nd centuries [Terran calendar].  However, Galactic history is much older, going back 100,000s or more years.  This is known in the GD universe as Deep History.

4.1.2
THE FUTURE


GD is not set in the future but a future [a realistic, plausible future]


Laws of physics are same for all races so this imposes a certain commonality of technology [of course, some differences, as each has concentrated on different aspects].

4.2
TABLE OF PLAYER CHOICE EMPIRES IN BASIC GAME

	NATION
	RACE
	MAIN

CAPITAL
	SECONDARY CAPITAL (S)
	EMPIRE COLOURS

	
	
	
	
	

	Terran Empire
	Humans
	Earth
	Mars
	White on Blue

	
	
	
	
	

	Harxonic League
	Pretacsians
	Modalis
	None
	Pink on Lt Orange

	
	
	
	
	

	Introkian Polity
	Dernars & Grebans
	Jerin
	Ralis

Servanis
	Green on Yellow

	
	
	
	
	

	Gromar Empire
	Gromarli
	Bromus
	Vetchmar
	Red on Black

	
	
	
	
	

	Subanid Federation
	various
	Kloxart
	Merndal
	Red on Blue

	
	
	
	
	

	Trimonarh Imperium
	Limerians
	Limus
	Croluk

Pitrik
	Blue on Rose

	
	
	
	
	

	Brimari Convex
	Catrians
	Brimar
	Brimarol
	Orange on Violet

	
	
	
	
	

	Paladic Empire
	Paladori
	Ancillo
	None
	Brown on Tan

	
	
	
	
	

	Gazegi Expanse
	Gazegian
	Rodax
	Plaris
	Violet on Green

	
	
	
	
	


SPECIAL NOTE ON BACKGROUND

When the player races first developed interstellar space travel they also invented a special super-material commonly known as hull metal and a super-fuel commonly called ship fuel.

Manufacturing these is expensive as they are extremely complex to create.

However, the player races are not the first into space – not by a longshot – for hundreds of thousands of years other races have been exploring the galaxy, and during their extensive travels they have left vast supplies of these precious substances in depots that lie on planets or in stellar systems with a colonisable planet.

So when players find and occupy a Resource World they are gaining access to these precious commodities.

It is the Earth year 2175, and the race is on to find and utilise the resources of these supply worlds, and once  these are occupied then begins the struggle to keep them.
General Tech Level of GD races is equivalent to that of the Minbari in B5, although developed in different directions.

Fermi’s “Paradox”

If aliens existed they would visit Earth

Aliens haven’t visited Earth

Therefore aliens don’t exist.

Lindsay’s Revelation

Vorlons have made many mistakes

I have made many mistakes

Therefore I am a Vorlon.

4.3
PLAYER EMPIRES’ NATURES


The following information is not needed to play the game, it is simply some background so that players know a little something about their empires.

4.3.1
RELATIONSHIPS BETWEEN EMPIRES – SPECIAL ASPECTS


Each of the empires tends to have some special technology, scientific specialisation, where it may be ahead of any other empires.  Some of these technologies can be deadly or devastating, eg. biological warfare viruses, nanotech attack devices, etc.  Realising that if one empire uses such against another empire that this could invite retaliation in kind, the use of certain things is avoided, because of mutual fear and an almost universal distaste for such things.

4.3.2
DISTINGUISHING EMPIRES


Each empire has its own system of government of varying types, and cultural differences that determine some part of how they do things.


The Terran Empire has a form of meritocratic democracy.


The Brimari Convex has a Theocracy where the ‘Haarviaak’, a supreme religious and temporal leader is considered to have been selected by a divinely inspired process.


The Gromar Empire has a system of separate religious and temporal leadership, but where religion is a great influence on all.  The religion is similar to some aspects of buddhism.


The Gazegi Expanse is a military hierarchy, and the concept of civilian does not exist, and all children are ‘cadets’.


The Harxonic League’s Pretacsians are a commercially oriented race, but not particularly more so than humans.  The main difference is that their high level administrators and political leadership are selected from the business echelons.


The Paladic Empire has an Emperor, and an Imperial Council of Great Nobles [literally ‘Emperor Candidates’].


The Trimonarh Imperium have a loose assembly of ‘clan’ representatives, because most decisions are made at as low a level as possible, and only dealt with at a higher level if unavoidable.  The space military are a new independent ‘clan’ made up of people from all other ‘clans’. 

Introkian Polity and Subanid Federation are multiracial entities.

4.3.3
EMPIRE BOOK

This game includes a booklet that has for each empire a  page of detail about basic nature of that empire and its major species.  Below is given for each empire a one paragraph summary of the most relevent points distilled from the information in this booklet, so that the players have an ‘off the cuff’ idea of what each empire’s controlling race(s) basic biological form is.


SPECIAL NOTE: Humans have very superior stats due to genetic engineering; other races have superior stats due to some genetic engineering and social conditioning/selection.

4.3.4
THE MAJOR RACES OF THE EMPIRES

BRIMARI CONVEX
RACE Catrian

Mammalian analogous
Territorially non-aggressive

Ave Height  1.7 m  Average Mass 120 Kgs (Dense bones)

Home Planet gravity 1.2 g  Ave Strength 21 [range 16 – 25]  Ave lifespan  90 years

Quadrapedal/Bipedal [2 legs, 2 leg/arms]

Con 19  Dex 20  App 16 (to other  Catrians) Int 14

Bisexual  Unrandy  Furred (cold planet)  Warm blooded oxygen breathing  Omnivorous

Very Advanced in Cryosciences

The Brimari Convex has a Theocracy where the ‘Haarviaak’, a supreme religious and temporal leader is considered to have been selected by a divinely inspired process.

GAZEGI EXPANSE
RACE Gazegian

Non-analogous 
 
Territorially aggressive


Ave Height 1.8 m  Ave Mass 150 kgs


Home planet gravity 0.8 g  Ave Strength 12 [range 9 – 15]


Quadrapedal, hexalimbic [4 legs, 2 arms]  Con 15  Dex 19  App 16  (to other Gazegians)  Int 14


Non-randy  Warm blooded oxygen breathing  Omnivorous

Very Advanced in Astrogation


The Gazegi Expanse is a military hierarchy, and the concept of civilian does not exist, and all children are ‘cadets’.

GROMAR EMPIRE

RACE Gromarli

Non-analogous  

Very Territorially aggressive


Ave Height 2.5 m  Ave Mass 170 kg


Home Planet gravity 0.9 g  Ave Strength 10 [range 7 – 14]  Ave lifespan 135 years


Bipedal  Con 20  Dex 13  App 16 (to other  )  Int 19


Semi-randy  Warm blooded oxygen breathing  Carnivorous

Very Advanced in Ship Offense Tech


The Gromar Empire has a system of separate religious and temporal leadership, but where religion is a great influence on all.  The religion is similar to some aspects of buddhism.

HARXONIC LEAGUE
 RACE Pretacsian

Pseudo-Avian analogous  Not territorially aggressive
Can fly


Ave Height 1.8 m  Average Mass 80 Kgs (Hollow bones)


Home Planet gravity 0.8 g Ave Strength 10 [range 7 – 13]  Ave lifespan 220 years


Bipedal Hexalimbic[2 legs, 2 arms, 2 wings, head]


Is classed as pseudo-avian as have separate arms and wings [like an angel]


Con 18  Dex 18 App 18 (to other Pretacsians)  Int 18


Bisexual  Randy  Feathered (adaptive to hot and cold)  Warm blooded oxygen breathing  Omnivorous


Very Advanced in Mathematics


The Harxonic League’s Pretacsians are a commercially oriented race, but not particularly more so than humans.  The main difference is that their high level administrators and political leadership are selected from the business echelons.

INTROKIAN POLITY

The Introkian Polity has two major races that complement each other – both are cold blooded, but settle different types of worlds.  The Polity has an intricate social order designed by the Grebans – who are experts in social sciences.

INTROKIAN POLITY
RACE Dernar

Non-analogous  

Semi-territorially aggressive



Ave Height 1.7 m  Ave Mass  150 kgs



Home Planet gravity 0.8 g  Ave Strength 18 [range 15 – 21]  Ave lifespan 115 years



Bipedal  Con 14  Dex 20  App 11 (to other  Dernars)  Int 17



Very Randy Cool blooded oxygen breathing  Omnivorous



Very Advanced in Materials Science

INTROKIAN POLITY
RACE Greban

Non-analogous 

 Territorially aggressive

Ave Height 2.1 m  Average Mass 85 Kgs

Home Planet gravity 1.0 g  Ave Strength 12 [range 9 – 16]  Ave lifespan 80 years

Bipedal  Con 12  Dex 15  App 13 (to other Grebans)  Int 16

Non-randy  Cold blooded fluorine breathing  Carnivorous

Very Advanced in Social Sciences

PALADIC EMPIRE

RACE Paladori

Non-analogous

Territorially semi-aggressive

Ave Height  1.8 m  Average Mass 130 Kgs (Dense flesh)


Home Planet gravity 1.1 g  Ave Strength 13 [range 11 – 19]  Ave lifespan 130 years


Bipedal; hexalimbic [2 legs, 4 arms]  Con 14  Dex 16  App 14 (to other Paladori)  Int 17


Randy  Leathery skin  Semi-warm blooded oxygen  breathing  Omnivorous


Very Advanced in Linguistics (Communications)

The Paladic Empire has an Emperor, and an Imperial Council of Great Nobles

[literally ‘Emperor Candidates’].

SUBANID FEDERATION
The Subanid Federation has three major races, and on average is territorially aggressive; it has a federal government, semi-democratic.

SUBANID FEDERATION
RACE Folujki

Mammalian analogous 
Semi-territorially aggressive

Ave Height 2.35 m  Ave Mass 90 kgs

Home Planet gravity 0.9 g  Ave Strength 18 [range 14 – 22]  Ave lifespan 200 years

Bipedal  Con 19  Dex 16  App 20 (to other  )  Int 14

Semi-randy  Cold blooded oxygen breathing  Herbivorous

Very Advanced in Ship Defense Tech

SUBANID FEDERATION
RACE Misurgoi

Non-analogous  

Very Territorially aggressive

Ave Height 2.2 m  Ave Mass 170 kgs

Home planet gravity 0.8 g  Ave Strength 11 [range 8 – 15]  Ave lifespan 125 years

Tripedal, pentalimbic [3 legs, 2 arms]  Con 17  Dex 16  App 18 (to other  Misurgoi)  Int 12

Semi-randy  Warm blooded oxygen breathing  Omnivorous

Very Advanced in Spintronics

SUBANID FEDERATION (continued)

SUBANID FEDERATION
RACE Viszelgi

Non-analogous 

Territorially aggressive

Ave Height 2.5 m  Average Mass 140 kgs

Home Planet gravity 1.1 g  Ave Strength 15 [range 11 – 20]  Ave lifespan 130 years

Tripedal, pentalimbic [3 legs, 2 arms]  Con 14  Dex 12  App 13 (to other Viszelgi ) Int 17

Very Randy  Warm blooded oxygen breathing  Carnivorous

Very Advanced in Drive Science

TERRAN EMPIRE  RACE  Human (Homo Sapiens Superior) 

Mammalian  
  Territorially aggressive

Average Height 2m [6’7”]  Average Mass Adult Male 110 Kg [242 lbs]  Adult Female 99 Kg [218 lbs]  Adulthood occurs at about age 20

Home Planet gravity 1g  Ave Strength 20  [range(adult) 19 – 25]  Ave lifespan 200 years

Note: the humans of the future are taller than now; most adults have same strength (one of the sideeffects of genetic engineering), though some have higher strength.

Bipedal [2 legs, 2 arms, 1 head]  Con 20  Dex 20  App 20 (to other humans)  Int 20

Gregarious, Garrulous,  Bisexual (male, female)  Randy (have sex every day)  Warm blooded oxygen breathing    Omnivorous

Note: genetic engineering has knocked out the genetic basis for homosexuality (however, mentally humans are much more broadminded/welcoming of new experiences, in future – draw your own conclusions)

Meritocratic Democracy

Very Advanced in biosciences.

TRIMONARH IMPERIUM
RACE Limusian

Reptilian analogous  
Territorially aggressive  

Average Height 1.9 m [6’3”]  Average Mass 110 Kg [240 lbs]

Home Planet gravity 1.2 g Ave Strength 18 [range 14 – 24]  Ave lifespan 120 years

Bipedal Pentalimbic [2 legs, 2 arms, head, tail]  Con 22  Dex 22 App 17 (to other Limusians)  Int 17

Bisexual  Unrandy  Armoured skin – 1 point    Warm blooded oxygen breathing  Omnivorous

Very Advanced in Personal Weapons Tech

The Trimonarh Imperium have a loose assembly of ‘clan’ representatives, because most decisions are made at as low a level as possible, and only dealt with at a higher level if unavoidable.  The space military are a new independent ‘clan’ made up of people from all other ‘clans’.


General common racial traits – adaptable to broad temperature range, usually warm blooded oxygen breathers, similar atmospheric pressures, generally can exist on same planets.

But note that Resource worlds and colonizable worlds are quite often different fish.

In Basic Game this has no relevence as concept of colony worlds does not exist – this is for more advanced levels.

5.0
OBJECT OF THE GAME
5.1
WHAT IS THE OBJECT OF THIS GAME?
The object of this game is to beat the crap out of the other players.  NO, just kidding!!

The object of this game is to obtain victory if possible over the other players in a sportsmanlike way, adhering to the rules, acting honestly, and having fun, and if you lose to gracefully and in good spirit accept defeat.

5.2
WHAT TRULY IS THE OBJECT OF THIS GAME?

Okay you say, we’ve had the spiel about how to play this game, but what exactly is it all about?  What are the players trying to achieve?  All kidding aside, having fun truly is an objective of this game but that of course is up to the players to achieve.  As to the inherent objective of the game, it is 

TO WIN

[aaahhhh!!! it’s gone into invisible print mode!!].

Enjoy [or not] the humour (?!) while you can because the remainder of this rule book is deadly serious (mostly).

The object of the game is to provide a set of rules to enable playing the game.

This may seem arcane but that is what most games do.

The object of the game is to play the game.

One presumably plays the game to win, but there is in a good game enjoyment in simply playing the game, and hopefully this game achieves that objective.

But, yes, victory is something most players want, so how is this achieved?

The objective in some space games is to conquer the home planets of the other players [just as in ‘Monopoly’ (TM, ®, etc) the objective is to end up owning everything].

That is not so in this game because such an objective is extremely difficult [but not impossible, so if you do achieve this then you have definitely won] because the home planets are very heavily defended.

Instead, one achieves victory by being first and best at reaching certain Victory Conditions.  Victory Conditions, quite often achieved by obtaining Victory Points, are a common feature of many wargames.  It means that one doesn’t have to exterminate the enemy (enemies) but simply perform better, more competitively, and achieve certain goals.

During the game , when you earn VPs you receive VP Chits, that at end of turn are ‘cashed in’ for  improved position on VP track..

5.3
VICTORY CONDITIONS
Each space battle won earns 1 VP if it is a Tactical Victory.

Each space battle won earns 1 VP if it is a Strategic Victory.

Each orbital battle won earns 1 VP if it is a Tactical Victory.

Each orbital battle won earns 1 VP if it is a Strategic Victory.

Each planetary battle won earns 1 VP if it is a Tactical Victory.

Each planetary battle won earns 1 VP if it is a Strategic Victory.

A space battle or orbital battle is a battle involving space units (it does include GBDS if it is an orbital battle).

A planetary battle is a ground battle, and pits MIs vs MIs; if other units are involved – such as bombarding BBs, then it is not eligible for victory points.

For VP purposes a Tactical Victory is one where your losses are less than those of the opponent in $, regardless of who wins the battle (if losses equal then the battle’s victor gets the 1 VP).

For VP purposes a Strategic Victory is where you win the battle regardless of odds [take the objective, are only surviving force].

A battle can be both a Strategic Victory and a Tactical Victory (earning 2 VPs), or it can be one but not the other (earning both sides 1 VP each).

In the rare cases where the two opposed forces are of exactly equal value, and mutually eliminate each other then both will be awarded 1 VP for that battle.

Non-combatant units (eg Transports) are included in this valuation, as also are carried MIs and other carried units.

If a planet is undefended then occupying it does not provide VPs.

The $ value is based on the ‘book’ value of the units involved – it does not include any valuation of Tactics Cards used, or other factors.

The ‘book’ value of the units is that cost given for them in the list of units in game.

[if a Tactics Card provideas additional ship(s) – if they are added during that encounter, do not count them for VP determination purposes].

Note that if an attack on a planet involves space battle, orbital battle and ground battle, that it will have an overarching name, eg the Battle for Rigel IV, but each of these categories counts as a separate battle – can even have the situation where one side wins the orbital battle but other side wins the ground battle.

The above reference to battle naming is not a rule, it is simply some flavour that the players may add if they wish.

The quick and easy way to count & compare fleet values is to match up units of equal value of each side, then count what is left over – examples:  2 CAs = 2 CVs, 3 DDs = 2 CAs, etc.

“Next to a battle lost, the most melancholy thing is a battle won.”

Wellington, Duke of Marlborough, Field Marshall, Captain-General of England, 1815

Unless, of course, you gain VPs!

6.0
GAME CONTENTS AND PREPARATION

6.1
CONTENTS OF GAME BOX
[note – no game box with Alpha version - 

 unless one counts Postal Box it was sent in  ^^]

This game box for Galactic Domination Basic Edition contains:

1 “Galactic” Map [OK its one region of the galaxy only** -

consists of many segments]

1 GD ‘Read Me First!’ Booklet [ALPHA VERSION has an extra one]

1 GD Basic Edition Rules Book 

1 GD Setup Book

1 GD Games Book

1 GD Stripped Rulebook

1 GD Optional Rules Book

1 GD Empire Book

1 GD Designer Notebook

1 Turn Order Chart

1 Units Information Chart

1 Victory Points Chart [+ an Extended VP Chart]

1 Free or Neutral Worlds Encounter Chart

1 Special Hexes Information Chart

4 Battle Tables [Attack Roll Charts]

30 Sheets of Race Counters

1 Sheet of Monetary Counters [Stellars]

1 Sheet of Damage Markers

2 Sheets of Miscellaneous Counters

6 Sheets of Tactics Cards

3 Sheets of Stimulus Cards

2 Sheets of Destiny Cards

1 Sheet of Risk Cards

3 Sheets of Encounter Cards

5 Sheets of Planet Counters

1 Sheet of Discovery Hex Counters

1 Sheet of  Special Hexes Counters

3 Sheets of Battlecards

3 Sheets of Squadron Battlecards

1 Sheet of Special Encounter Cards

3 Combat Screen Sheets

1 Battle Attack Sheet [Optional Use]

1 Turn Record Chart & Movement Point Use Chart sheet [+ use example sheet]

[THIS LIST CONTINUES ON NEXT PAGE]

1 Movement Tables Sheet

3 GDGG Application Forms

1 Set of Feedback Forms

2 Optional Rules Selection Indication Charts

1 Appendix N - Terran Alternate Naval Option - Sheet

1 Pirate Fleet/Hostile Aliens/Friendly Fleet Encounter Sheet

1 Discovery Hexes detail sheet

9 Empire Record  & Fleet Management Sheets

8 Player Resources Register sheets

9 Empire Map Templates



1 GD Poster [NOT IN ALPHA TEST EDITION]

1 20 page ‘novelette’ [NOT IN ALPHA TEST EDITION]

1 sample copy of GD Players’ Magazine [Galactic Revelations]



[3 in ALPHA VERSION]

29 Plastic Bags for Counters, Markers & Cards



2 D10, 
1 D20, 
2 D6



1 CD-ROM [ALPHA VERSION ONLY]



1 Pencil [sharpened]
[NOT IN ALPHA TEST EDITION]



1 Biro [GD Logo]
[NOT IN ALPHA TEST EDITION]



2 pieces of blank paper 



1 piece of blank cardboard [small]



Pieces of coloured cardboard to make your own counters

** Other sectors can be in future expansions with their own races/empires.

Actually in Basic Game the map consists of simply empty hexes – in later expansions maps with actual details will be produced [4 A3 map segments].

THIS BOX LITERALLY CONTAINS EVERYTHING YOU NEED TO PLAY GD [Basic Edition] 

[except for table, chairs, a roof over your head , munchies and players!].

Though you may find it useful (but not essential) if you also have more dice of your own to use.

BATTERIES NOT INCLUDED [as you don’t need them, unless you’re playing by torchlight!].

^^
this note only applies to first and only printed alpha playtest version sent for playtesting.

6.2
PREPARING THE COMPONENTS

Cards and Counters must be separated into individual items, and then unused counters can be put in the plastic ziplock bags provided with this game set.

7.0 BEGINNING THE GAME


7.1 Each player takes a seat at the games playing table [use arbitrary process, or by a procedure such as having one player sit and then all other players roll a D6, and the one with the highest roll (break tie by rolling again between tied players) sits to the first player’s left.  Repeat this procedure until all players are seated]. 

7.2 Each player chooses a race/empire.

This can be done by allowing each player to choose the race he wishes, with any case where two players want the same race resolved with a die roll between them.  The loser of the roll must then choose from the unselected races available.

7.3 Do Optional Rules motions and votes [see 14.0].

7.4 Lay down the map [see 8.0].

7.5 Terran Player decides if playing with Alternate Terran Naval Option [see Appendix N p81].

7.6 Each player receives the unit counters, cards & play-aids for his race/empire [see 6.0].

7.7 Shuffle Stimulus Cards [Category I cards only] and put them in a pile next to map.


7.8
Shuffle Tactics Cards [Category I cards only] and put them in a pile next to map.

7.9
Shuffle Encounter Cards and put them in a pile next to map.

7.10
Shuffle Risk Cards and put them in a pile next to map.

7.11
There are 2 general sheets that must be put on play table:


Game Progression (Victory) Chart


Turn Record / Movement Point Use Chart

And also for each player their Empire’s New Builds / Fleets Management Record, and their PLAYER RESOURCES REGISTER.

7.12
Appoint one person as Galactic Banker and they are in charge of the Galactic Bank; 

This means they add and remove the Stellars from the Galactic Bank that players 

receive and spend.

7.13
Put Stellars in a small tray and place them near map and near Galactic Banker.

7.14
If using Destiny cards, then each player who wishes to may choose a Destiny as per following procedure:

Those wishing to choose a Destiny Card each roll a 1D6 – highest roll wins – reroll any identical rolls between players concerned to break tie – then in order of die roll results each such player chooses which Destiny Card he wishes to have.

7.15
IT IS RECOMMENDED BEFORE CONTINUING FURTHER THAT EACH PLAYER

EXAMINE THE RULE SECTIONS ON THE FUNCTIONS OF SHIPS AND SPECIAL

RULES RELATING TO USE OF SHIPS [SECTION 10], and also UNIT VALUES Sheet.

7.16
Now you are ready to begin – have fun!

8.0 CREATING THE MAP


Each race has its own map segment, called an Empire Segment [note that the blank hexes on these Empire Segments are treated like normal map hexes].

Create the map as outlined below for the appropriate number of players – under PLAY MAPS.

Then each player places certain pieces on the map, as outlined in 9.0  Set Up and Starting Situation, whilst his remaining components he keeps next to the map and himself on the table.

Where each player’s initial position is on the map is determined by the number of players, and where each player is in relation to other players is determined by their relative sitting position.
PLAY MAPS

MAP FOR TWO PLAYERS:

Consists of one Map Segment with two Empire Segments placed on it as shown.













MAP FOR THREE PLAYERS:

Take two Map Segments and join their two long edges together with a slight overlap, eg A1 lies ½ hex over A2.

This forms a map that is 10½  hexes by 8 hexes [but in play the ½ hexes count as full hexes].

Place one Empire Segment with its bottom hex one hex away from a short edge, and facing directly towards opposite edge, with 2 hex rows on one of its sides and 3 hex rows on its other side.

Then place both other Empire Segments on opposite edge – one will be one hex from edge, the other ½ a hex from edge.

There will be two hexes  between each Empire Segment; ie each sub-capital hex of two empires will be 3 hexes from  sub-capital of the first placed empire, and be 5 hexes from each other.

MAP FOR 4 PLAYERS

Uses same size map as 3 player map.

Place two Empire Segments on each short side facing directly towards other short side.

Two will have ½ a hex behind them.

Each Empire Segment has two hexes between it and every other Empire Segment.

MAP FOR 5 PLAYERS

Still to be determined at Alpha Test Stage.

MAP FOR 6 PLAYERS

Uses four Map Segments.

On each of  two opposite corners place an Empire Segment on a long side such that they each have no hex behind them nor to their side – both face directly towards other long side.

Along two long sides place other 4 Empire Segments – two on each side, with a diagonal facing roughly towards first placed Empire Segment on their long side – there should be two hexes and three hexes respectively between segments on each side – three for one closer to originally placed segment.

NOW RETURN/ GO TO 7.5

9.0 SET UP AND STARTING SITUATION


9.1
INITIAL SETUP AND STARTING RESOURCES

9.1.1
At start of game each player receives:


1 Capital Planetary System Hex
  §


1 other planetary system hex

  §

1 Shipyard [orbiting a Capital World]  ◊

1 Orbital Defense System [orbiting main Capital World] *


3 – 5 GBDS [2 on each Capital World, 1 each on Sub-Capital Worlds] *


2 MIs on each Capital World – these are unmoveable Homeguard







  [Special counters for these] *


20 point Resource Chit on their PLAYER RESOURCES REGISTER, but no Stellars


3 Tactics Cards [drawn before create Exploration Fleet]


1 Exploration Fleet [worth 32 Stellars] – in Capital Hex  (see 9.1.2)


§  do not actually receive these as components – what you get is a regional map for your


    empire that has these pre-printed on them


◊  if you have more than one Capital World, then choose one of them to put this next to


    [eg Terran Empire has two Capital Worlds – Earth and Mars; can put SY next to Earth or 

    next to Mars (for reasons to do with game background history it is recommended that you 

    choose Mars but this is not obligatory and if you want Earth to have it you can put it there 

    instead if you are Terran player).

*  These do not use actual counters like their normal equivalents, but are simply listed on the

    EMPIRE RECORD SHEET for each empire.  [If need to use these, then simply use the 

    counters for them].

The number of starting GBDS received varies because some Empires have one Capital World but some have more than 1 Capital World, and also other planetary system hexes can have more than 1 planet also.


Capital Worlds combined produce 12 Stellars per turn for native player, but only half the amount if somehow taken over by another player.


EXAMPLE: Terran Empire has two Capital Worlds – the main one,Terra (Earth), has the Battle Fortress; the other, Mars, has the Shipyard. [This is recommended; could put Shipyard in Earth orbit also].


SPECIAL NOTE ON DRAW OF  PLAYERS’ 3 STARTING TACTICS CARDS


If Tactics Card deck is well shuffled, then it doesn’t really matter if a player draws his 3 cards all at once, or if players take turns each drawing 1 card at a time until all have drawn 3 cards each..  However, it is probably preferable to use latter procedure.

9.1.2
Creating your Exploration Fleet

You use your Exploration Fleet to continue expanding your Empire.  It discovers new resource producing worlds for you and occupies them, so that your Empire grows and becomes more wealthy.

Your Exploration Fleet consists of mobile units to a total value of 32 Stellars.

If its value is less than $32, then you receive the shortfall in Stellars.

Therefore it can consist of BBs, TTs, FFs, CAs, DDs, CVs, MIs, Ftrs, and for the Gromari RAs and GSs also [but Gromari do not have CVs and Ftrs].

It is recommended that one has some MIs in your Exploration Fleet, therefore one will need to choose a unit that can carry MIs [BB &/or TT, and/or for Gromari , RAs &/or GSs].

It is also recommended that you have some escort ships for your troop transport (the ship carrying the MIs).

A risky but plausible action is to create two (or three) Exploration Fleets, each worth 16 (10)Stellars [or some other combination adding up to 32 Stellars – possibly a strong and a weak fleet].

If you are uncertain as to how to create your Exploration Fleet, then one can use one of these suggested forces [the # in brackets (n) is the cost of the unit(s)]:

One “Safe” Fleet:

1 BB (9), 2 CAs (12), 2 TT (4), 7 MIs (7).  

Spd 2   †

1 BB (9), 2 CAs (12), 1 DD (4), 1 TT (2), 5 MIs (5).  
Spd 2 [has spare capacity for 1 MI] 

1 CV (6), 12 Ftrs (12), 3 FFs (9), 1 TT (2), 3 MIs (3)
Spd 3


2 CVs (12), 12 Ftrs (12), 2 TTs (4), 4 MIs (4)

Spd 3


2 RAs (16), 2 FFs (6), 2TTs (4), 6 MIs (6)

Spd 3


3 RAs (24), 6 MIs (6), 1 TT (2)



Spd 3 [or forgo TT, and get $2]


The “Two Fleet” Option:


Task Force A [‘Strong’] – 1 BB (9), 1 TT (2), 6 MIs (6), 1 DD (4)  TOTAL $21
Spd 2


Task Force B [‘Weak’]   – 1 TT (2), 3 MIs (3), 2 FFs (6)

TOTAL $11
Spd 3


Two equal Task Forces : EACH -  1CA (6), 1 DD (4), 1 TT (2), 4 MIs (4)  TOTAL $16

Spd 2





or
1CA (6), 1 DD (4), 2 TTs (4), 2 MIs (2)TOTAL $16
Spd 2

†  this fleet has spare MI capacity on its BB & TTs [Can put 3 MIs each on the TTs and say 1on BB, or

 2 MIs on BB, 1 on 1 TT, 4 on other TT; etc].

NOTE: Be aware.  Powerful pirate fleets and Neutral World forces can be encountered. If have 2 fleets, 

one or both could easily be destroyed.

If one thinks one has still too many options here, then do some random selection amongst these suggested fleets by rolling dice. [but only Gromari fleet can have RAs (& they can’t have CVs)].


If have one or more  CVs in any of your fleets, then each CV must have at least 4 fighters.

Carried Units record may be  ^^ required for each unit carrying Ftrs &/or MIs [&/or MFs &/or GBDSs if using the applicable optional rules].

^^  usually it is fairly obvious what unit carrying which carried units, but if there can be ambiguity then 

      it is recommended that you write down on a piece of paper what units carrying what .

NOTE: Exploration Fleet(s) are not actually placed on board until Place New Units Phase of First Turn 

[and can swap ships between them until actually move them].


SPECIAL STRATEGIC NOTE: One could  send out fleets without MI units, and if they encounter a world

   where one needs to have MI units to conquer it, have a follow-up fleet in

   following turns go to that world with MI units.

9.2
WORLD TYPES
CAPITAL –  unique one for each player [some Empires have 2 or 3 Capital Worlds – a main

Capital (the Capital) and one or two secondary Capitals (a Capital), eg Terran Empire  has Earth and Mars as Capital Worlds] – NOTE: in Basic Rules no 3rd Capital Worlds.

SUB-CAPITAL – a long established colonised world outside original home system, that has greater 



      status than a normal Imperial world and serves as a regional administrative locus.

EMPIRE WORLD - one to start with for each player – refers to any other planet you control [some

races have no Secondary Capital, so have instead an extra Empire World].

IMPERIAL WORLD – all of the above are collectively known as Imperial worlds.

FREE – 
a world that unopposed joins your empire [either has no natives or they gladly welcome joining your empire].  Also known as Vacant or Unclaimed world.

It therefore becomes an Empire World of your empire without you needing to occupy it with your MIs.

ENEMY – Imperial World of an opponent.  One can takeover/conquer.

NEUTRAL – a world that is home to a non-player race [who resist occupation/imperial

incorporation by player empire].

9.3
SPECIAL DEFENSES FOR CAPITAL WORLD

All empires have one planet that is the Capital, and has a unique special defense – an orbital defense station or system [ODS], each of which is of a unique design for each race.   Also two GBDSs on Capital planet. 

RACE


ORBITAL DEFENSE SYSTEM NAME

SIZE
ATTACK

DEFENSE
Gazegi Expanse

BATTLE FORTRESS


BIG
9 X 3

27

Introkian Polity

HIGH CITADEL



BIG
6 X 6

30

Terran Empire

ORBITAL FORTS



BIG
8 X 4

25

Trimonarh Imperium
PRIME GUARDIAN


BIG
5 X 10

26

Subanid Federation
GRAND BASTION



BIG
7 X 4

28

Paladic Empire

MASTER BULWARK


BIG
10 X 3

24

Harxonic League

GREAT FASTNESS


BIG
8 X 3

33

Brimari Convex

SUPREME TEMPLE


BIG
7 X 3

42

Gromar Empire

HEAVENLY PROTECTOR


BIG
6 X 7

25



With the Attack rating for each ODS, the first # is the attack value and the second is a multiplier, eg 9 x 3, means that it has an Attack rating of 9 [ie 9 attacks each with a 9- chance to hit on 1D10] and that it gets 3 of these in a round – therefore it actually has 27 attacks (is same as 9 + 9 + 9).

9.4 STARTING SITUATION as regards worlds

Each Empire starts with a defined area containing several worlds [collectively known as Imperial Worlds].

These worlds will be of 3 different types:

1) Capital [Home] World

[C]

2) Sub-Capital World

[S]

3) Empire World

[E]

There are also worlds outside each Empire [non-imperial worlds]:

4) Neutral World

[N]

5) Free World

[F]

There are also, of course, enemy worlds that are Imperial Worlds.

Neutral Worlds [N] have own sentient race and must be conquered to join the Empire as an Empire World [E].

They usually have some small fleet or orbital or ground defenses of their own.

Free Worlds [F] are worlds either without own sentient occupants, or with sentient occupants that willingly welcome and embrace membership in your empire, and so easily becomes an Empire World [E].

An Empire World [E] is a Neutral World [N] or Free World [F] that has been incorporated into the Empire.

If one conquers an enemy Imperial World, then it also will become an Empire World of your empire.

9.4.1
Capital Planetary System Hex

This hex has the 1, 2 or 3 Capital Worlds on it, what their Resource Value is [Rn], and for each planet whether it is the main capital [M] or a secondary capital [S].  SEE LEFT DIAGRAM BELOW.



9.4.2
Other Planetary System Hexes

Each player receives one of these planetary hexes, which have a Sub-Capital and an ordinary Empire World on them and their Resource Value [Note: already printed on your map segment].

SEE RIGHT DIAGRAM ABOVE.

NOTE that with these two starting system hexes that they have a horizontal dividing line in middle – this divides them into two sections that for all purposes, unless otherwise stated in a specific rule, makes them act as if they were two separate hexes for all rules, such as for example movement.

NOW RETURN/ GO TO 8.0
10.0 GAME COMPONENTS

Apart from the map segments and various rulebooks, Galactic Domination contains a variety of different components, in the general categories of Counters (includes Markers, Stellars, Units), Cards (includes Stimulus Cards, Tactics Cards, Encounter Cards, Risk Cards and Destiny Cards), and Game Aids (many of these).

LEVEL B1

Units Available
Battleship [BB]

Frigate [FF]




Mobile Infantry [MI]

Carrier [CV]

Ground Based Defense System [GBDS]

Raidship [RA]

Destroyer [DD] 

Guardship [GS]




Shipyard [SY]

Fighter [Ftr]

Heavy Cruiser [CA]



Troop Transport [TT]

Rules

Basic Units

Cards

Charts

Counters & Pieces

Examples of play




Game Box Contents

Initial Setup

Introduction

Map

Object of the Game 

Optional Rules (including non-basic 

units)




Planets

Playing the game

Races (& Background Universe)

Stellars

Turn Sequence

Victory Conditions

Rules Sub-Sections
Initial Setup

Placement of initial pieces and counters

Starting resources

Starting the Game

Turn Sequence
Turn Sequence

Explanation of each Phase

Battle Sequence

10.1
UNITS – EXPLANATIONS


Type – what a unit is [its general name & also the abbreviation of the name; eg Destroyer & DD].

Cost – the amount of Stellars required to construct that particular unit.  

Size – how big it is; important for consideration of capacity of various storage and construction units



[NOTE: in Basic Rules, unless using certain Optional Rules, this is not essential to know].

Speed – the number of hexes of normal movement that a unit can move in a turn.

Attack – this is a value that represents the number that must roll equal or less than on a 1D10 for an

 attack to  be successful.  It also [with the exception of Fighter and Raidship (& also some   

 optional use units)] represents the quantity of attacks that a unit has in a round.

Defense – this represents the quantity of hits required to destroy a unit.  It is due to a combination of 

various factors such as armor, screens, size, construction, defensive weaponry and tactical speed.

10.1.1
SPECIALIZED UNITS

Carriers

CV can carry up to 12 Fighters.  CV is one of fastest ships in the game. 

Troopship [shortened form of name of Troop Transport]

TT can carry up to 4 MIs.  TT is also one of fastest ships in this game.

10.1.1.1
TRANSPORT CAPACITIES

Mobile Infantry [MI] and Fighters [Ftrs] require other Units to transport them around.*

Mobile Infantry units are delivered from spaceship to planet by Shuttlecraft.  In basic version of game these [Shuttlecraft] do not exist as actual units.

*  Cannot substitute MI or fighters for each other [Ftrs transported by CVs; MIs by TTs or some other ships].

10.1.2 NON-MOBILE UNITS

10.1.2.1
SHIPYARDS [SY]

Type
Cost
Size
Speed
Attack
Defense


SY
20
36
0
0
10

During the New Unit Placement Phase in which you place new fleets on the mapboard, those units must appear in a hex containing a Shipyard, as the Shipyard represents where the new fleet was built.

Ground based units such as MIs and GBDSs do not appear at SYs but on planets (any planet of your empire).

New Shipyards themselves can be constructed orbiting a planet that you control (their counter is put on that planet).

NOTE:


Number of Shipyards a planet can have = up to = Resources Level of that planet (like with GBDS)

There is no limit to the total number of Shipyards that can build, other than that dictated by your empire’s budget and commonsense.

SPECIAL NOTE ON SHIPYARDS IN BASIC GAME

In the basic game, to avoid adding too much of an extra burden on players, Shipyards are considered to have a limitless build capacity, and SIZ restrictions on building capability do not apply except as an Optional Rule [standard rule in all higher game levels].

WHERE UNITS ARE BUILT - SUMMARY

Ships and Fighters are built at Shipyards.

GBDSs and MIs are built on planets you control.

Shipyards are built orbiting planets you control.

10.1.2.2
GROUND BASED DEFENSE SYSTEM [GBDS]

This is a linked network of large weapon installations (underground) that draw on a common power grid; the weapons are positioned upon the planet so that they can fire at anything near the planet in any direction.

It is a mixture of beam weapons and missiles.  A planet can have as many GBDSs as a max as it has Resource Production stellars [0 is treated as 1 for this purpose].  In basic game, GBDSs must be destroyed before commence using Mobile Infantry.  In Advanced Game, they can be bypassed or taken over.

GBDSs can be attacked by, and attack, ships.

SPECIAL NOTE ON GBDSs

If more than one GBDS on a planet, then all of them are considered to be integrated into one network.  This means that if using OPTIONAL RULE 14.2.1.1 COMBAT RELATED RULES – ALTERNATE COMBAT METHODS – SUB-RULES 14.2.1.1.1 THE ORIGINAL CONCEPT, 14.2.1.1.2 INTERMEDIATE POSITION …, or, 14.2.1.1.3 THE PRE-INTERMEDIATE SYSTEM, that GBDSs are NOT subject to the effects of these rules.  

10.1.2.3
MOBILE INFANTRY [MI]

MIs can only fight other MIs.  Their attack and defense ratings are not on the same scale as space combat.  They cannot be attacked by Space Units under most circumstances.  When they are attacked from Space, the 4 Defense is equivalent to 4 space type defense, but MIs cannot attack space units.


10.1.2.3.1
MOVEMENT OF MIs TO SHIPS

In Basic rules, if ship is in same hex, automatic transfer. [Exception: if more than one planet in a hex – however, such a hex will have a dividing line so that know other half should be treated as a separate hex].

10.1.3

OTHER MOBILE UNITS

10.1.3.1
Fighter [Ftr] – this requires CV to carry it as has no strategic movement of its own.

10.1.3.2
Frigate [FF] – fast strategic unit as are CV and TT; used to escort CVs [&/or TTs].

10.1.3.3
Destroyer [DD] – tactical combat unit, more powerful than FF, but slower.

10.1.3.4
Heavy Cruiser [CA] – a more powerful tactical combat unit.

10.1.3.5
Battleship [BB] – most powerful single ship in Basic Game; can carry 2 MIs.

10.1.3.6
Raidship [RA] – fast strategic unit, unique to one race [Gromar]; can carry 2 MIs.

10.1.3.7
Guardship [GS] – another unit unique to Gromar; also can carry 2 MIs.

10.2
PLANETARY SYSTEMS AND SPACE HEXES

10.2.1
MULTI-PLANET HEXES
If more than one planet in a hex, both Defender and Intruder/Attacker must nominate which planet their Units at.  Movement to another planet in same hex uses 1 movement point  [however, such a hex will have a dividing line so that know other half should be treated as a separate hex].

10.2.2
MAXIMUM NUMBER OF SHIPS ON A HEX [stacking limit]

The number of Units that can be stationed by any player in a hex is unlimited, and number of players with Units therein is also unlimited with each having unlimited number of Units [exceptions may exist as regards specific types of Units which will be mentioned in their individual descriptions].

10.2.3
PLANET LANDING
Only special non-standard units can do this[not in basic game (one minor exception found in Optional Rules section)], and of course Shuttles.

[SPECIAL BACKGROUND NOTE: GD ships can land on planets, but they generally choose not to, for reasons that are not detailed here].

10.3
SPACE FLEET ENCOUNTERS

10.3.1
SIMULTANEOUS HEX ENTRY BY TWO FLEETS – EFFECT ON ENCOUNTERS

If 2 players fleets enter a vacant hex simultaneously there is still an  encounter roll.

10.3.2
SIMULTANEOUS HEX ENTRY BY TWO OR MORE FLEETS - COMBAT

Simultaneous Movement that results in more than two different empires units in a hex

This can be in any of following three forms.

10.3.2.1
If  a race has units in a hex and two other races simultaneously enter that hex:

The force already in the hex may choose to temporarily ally with one of the invading forces to fight the other – then once one side has been eliminated any survivors that are of different races will then fight.

10.3.2.2
If 3 races simultaneously enter a hex, then this is resolved as follows:

The strongest force must fight the other two forces (in the unlikely situation that two or three forces equally strong then ‘strongest’ is determined randomly).

Then if forces of only two empires surviving, they will fight each other normally.

10.3.2.3
If 4 races simultaneously enter a hex [or 1 already present & 3 enter]:

Split them into two separate battles – the two strongest fight each other, the two weakest fight each other.  Then the surviving side from each battle fight each other.

10.4
PLAYER UNITS VS NON-PLAYER UNITS

1
Non-player unit rolls are done by another player.


2
Player playing vs non-player units does the damage allocation of damage done to those non-player units.

10.5
COUNTERS

10.5.1
EXPLANATION OF THE COUNTERS

10.5.1.1
PART ONE – UNIT COUNTERS

In the basic game there are twelve types of unit.  Each of them is represented by a counter, as depicted here.  Each counter has several pieces of information on it.  The line at the top tells you what that counter represents.

BB is Battleship;  CA is Heavy Cruiser;  CV is Carrier;  DD is Destroyer;  FF is Frigate; 

Ftr is Fighter;  GBDS is Ground Based Defense System;  GS is Guardship;  MI is Mobile Infantry; 

RA is Raidship;  TT is Troop Transport, and SY is Shipyard.

If there is a number in front of this symbol, it means that counter represents that quantity of that unit, eg. 2 Ftrs means two Fighters.

The second line has three numbers; the one on the left is the unit’s Attack rating, and the one on the right is its Defense rating. [Defend the right, left to fight].  The smaller number in brackets at the centre between these two numbers is the unit’s Speed (movement allowance).

The counter’s fill (background) colour and colour of the letters also identifies the race [in the example given, blue fill with white letters is Terran Empire].


    UNIT TYPE  [DESIGNATION]

ID CODE [FIRST LETTER = RACE CODE, SECOND LETTER UNIT TYPE CODE, THIRD LETTER INDIVIDUAL UNIT DESIGNATOR] [Eg as with unit here – S = Terran Empire,

 C = CA, 3 is #3 of that unit].  Note that some unit types do not have individual ID #s, eg Terran MI is just SM.




DEFENSE RATING



      SPEED

ATTACK RATING

RACE CODE

EMPIRE


B


Brimari Convex

G


Gazegi Expanse

M


Gromar Empire

H


Harxonic League

I


Introkian Polity

P


Paladic Empire

F


Subanid Federation

S


Terran Empire

T


Trimonarh Imperium


UNIT TYPE CODE
UNIT TYPE

B


BB

C


CA

D


DD

F


FF

G


GBDS

J


Ftr

M


MI

R


RA

S


GS

T


TT

V


CV

Y


SY

10.5.1.2
PART TWO - MULTIPLE UNIT COUNTERS

With multiple unit counters do not need individual ID #s [mainly because no room for them].

The counters already have ship type on them, so code ID doesn’t have to show this.

The counter colour indicated the race, but the # code serves as a confirmation.

The ID #s are not really necessary at Basic Game Level; they are there for use when using higher level rules with these counters.




Counters for multiple units do not have the ID code; instead they have before 

the Unit Type a number 2, or 3, etc, that denotes the number of that type of unit that that counter represents.

Note that the combat information given on the counter is still that for just one unit of that type.

10.5.1.3
PART THREE – FLEET COUNTERS

Generally one does not move ship counters around on the map – could if a solo unit – instead the ship units are placed on a Fleet Chart, and are represented on the map by Fleet Counters.

Each Fleet Counter represents a group of ships that are together and are moving at same speed [note that can have units of different speed in one fleet but that that fleet will then move at speed of its slowest unit].

The Fleet Counters have the name of their empire, a fleet identifier and the speed of that fleet.


10.5.1.4
PART FOUR – COMBAT COUNTERS - DAMAGE MARKERS


These indicate how much damage a unit they are placed near or on has sustained; such damage reduces its Defense rating.

10.5.1.5
PART FIVE – MONETARY COUNTERS
These are rather self-obvious – they are counters representing Stellars; that you use to buy things or to pay for something.


10.5.1.6
PART SIX – RESOURCE CHITS

These are used together with your PLAYER RESOURCES REGISTER to show the total value of your Resource producing assets (Resource Worlds).











NOT TO SCALE

10.5.1.7
PART SEVEN

- Game Start/Progress Markers




10.5.1.8 PART EIGHT – BATTLE GROUP CARDS 

SHIP MANAGEMENT SYSTEM  COUNTERS

Since the original Alpha version of this game, I have conceived recently a new method for managing the large quantity of ships that make up fleets.

This system uses BattleGroup concept, and is detailed in a new Appendix at end of this rulebook – APPENDIX V  BATTLE GROUP CARDS

These cards will need to have associated counters, similar to Fleet Counters concept.


10.5.1.9 PART NINE - OCCUPATION COUNTERS

These are only required if not using the normal Empire specific Resource World Planetary Hexes that are on print sheets.  Use a small rectangle with OC + “your Empire name” on it.

10.6
CARDS

10.6.1
STIMULUS CARDS

One of these is drawn near the start of each turn.  They reflect galactic geopolitical events.

They usually affect all players, or a randomly selected single player.

After it has had its effect it is put on Stimulus Card Discard Pile.

CARD TOP or BACK


CARD FRONT


If a Stimulus Card has a (1) in the top left corner, then that card is available from beginning of game.
If a Stimulus Card has a (2) in the top left corner, then that card does not come into game until start of turn 4.

Each card has a name [eg ECONOMIC BOOM, INTERLUDE] and then text saying what its effect is.

Some Stimulus Cards have a symbol - % - in top right-hand corner of card.

Can ignore these unless using the very specific particular Optional Rule effect mentioned in next sentence.

These can be affected by a particular race [Race C] that is only in the Optional Rules Book [14.2.3.10.1 THE RACIAL SPECIAL ABILITIES].

In future they may be affected by a certain Tactics Card [not in Basic Game].

10.6.2
TACTICS CARDS

Each player starts the game with three of these and receives a further one near the beginning of each turn.  It is also possible to purchase these near end of a turn, and there are also some other ways of obtaining these.

Tactics Cards enable a player to perform an action, that can benefit or protect himself or hurt an opponent or have a general effect.  It is also possible to use some Tactics Cards to help one opponent against another opponent.

When a player uses a Tactics Card, once its effect is resolved, it is then put on Tactics Card Discard Pile [exception: UNIQUE  Cards].

If a Tactics Card has a (1) in the top left corner, then that card is available from beginning of game.
If a Tactics Card has a (2) in the top left corner, then that card does not come into game until start of turn 4.

Each card has a name [eg GALACTIC SPIRIT, SUPERWEAPON] and then text saying what its effect is.

Some Tactics Cards have a symbol - #, or < >, in top right hand corner.

This means that they can be affected by certain other Tactics Cards.

Some Tactics Cards have in their top right hand corner the word UNIQUE.  This means that when a player uses that card, that instead of discarding it, he places it near the map of his empire.

Some Tactics Cards have in their top right hand corner the word FREEZE.  This means that when a player uses that card, that if it is not neutralised by another card, then when it is played the opponent affected by it cannot use any Tactics Cards until after the effect of this card has occurred.

TACTICS CARD LIMIT

Maximum number of Tactics Cards that one can have in your hand is unlimited; however it is generally better to use them, hence this keeps the amount down.

Minimum number is 0 ; ie. do not get an automatic minimum no matter how many you use – use and lose method.

FURTHER SPECIAL NOTE ON TACTICS CARDS

TC Trade-in Rule

You can discard 2 TCs to receive 1 new TC.  Play this only in TC Draw Phase , after TCs have been drawn.

Certain TCs not used in Basic Game

Chimera

Flexibility and Increased Flexibility – as Secondary Placement Phase is not in Basic Game [May be added later as an Optional Rule].




10.6.3

ENCOUNTER CARDS

During each Encounter Segment of each Exploration Phase a player draws one of these for each new hex entered [this occurs in Turns 1 – 3 only].

With each Encounter Card a 1D6 is rolled to give one of various results for what is encountered by that fleet.

EXAMPLES:


Encounters can be of following types (in descending order of likelihood):

No Encounter

Free World

Neutral World

Pirate Fleet

Special Encounter

Friendly Fleet

Hostile Alien Fleet

and in addition one card has a unique encounter result on it.

There are a total of 23 Encounter Cards.

If run out of Encounter Cards, then simply reshuffle all of discarded Encounter Cards to create new draw pile.

10.6.4
DESTINY CARDS

These are unique in that each player has a choice of whether he wishes to use one of these or not.
Each Destiny Card is unique – ie only one copy of each Destiny Card.

On one side they have the statement ‘I Choose My Destiny’, a unique name for the card, and also a COST.

On the other side is a special benefit that that card provides.

Once a player has chosen a Destiny Card then he will retain it till end of that game, receiving its benefit, and also paying the cost (if necessary – depends on type of cost).

Destiny Cards either have a one time cost or a continuous penalty cost.

There are 16 Destiny Cards in Basic game, but more will appear in later expansions.



10.6.5
RISK CARDS

At the appropriate point in the Turn Order Sequence [Special Purchases Phase], each player has the option to purchase one Risk Card – these have a standard cost of $10.

With a Risk Card one can receive a benefit that is worth more than $10 or that equals $10 or is less than $10 – including receiving nothing, or even worse having to make an additional payment or sacrifice.

There are 8 Risk Cards in basic game.

EXAMPLES:




10.6.6
INTERVENTION CARDS

These are kind of a cross between Tactics Cards and Risk Cards.

Information on them can be found in Optional Rules.

10.6.7

BATTLE GROUP CARDS

These are a new concept.

See APPENDIX V  BATTLE GROUP CARDS for examples of these, and also explanation of how they work.  Require use of BG Counters.

They are an alternative to the use of Fleet Counters and Fleet Chart.

10.7
COMPONENT RELATED ADDITIONAL MATERIAL

10.7.1
HOW TO USE TACTICS CARDS:

A) BASIC MECHANICS OF ACTUAL USE

This is pretty self apparent.  Generally they can basically be used at anytime, unless specifically says on Tactics Card that it can only be used at a specific time.

Some cards may not mention any time restriction on them, but are obviously only useable at specific time eg GALACTIC SPIRIT obviously must be played immediately after a Stimulus Card is drawn (ie in Stimulus Card Draw Phase) to have any effect, as later is too late.

B)
TACTICAL USEAGE

One will find from experience when to use Tactics Cards.  Some provide a benefit for you, others protect you from an opponent action, yet others you can use to harm opponent, and some could be used to help one opponent against another opponent.

10.7.2
INSUFFICIENT UNIT COUNTERS AVAILABLE
If in play you run out of a particular unit counter, one can use those of a race that is not in game.

If even that is not sufficient [highly unlikely] can use ones you create yourself [to facilitate this latter option a loose sheet of ‘blanks’ of each unit design is included – to use simply photocopy (or hand trace on another sheet) and cut; and can if wish also paste on cardboard, or print directly onto A4 printer useable cardboard.

[This can also be used if you wish to experiment with/playtest racial fleets or units of your own design, or that you have come across (perhaps in Galactic Revelations)].

Similarly blanks are provided for Stimulus Cards and Tactics Cards, so that if missing a card can write replacement, or if wish to experiment with cards of own conception (make sure all players agree before start of game on using these newly created cards).

10.7.3 TRADING
During the Diplomacy Phase in Basic Game, you may trade with other players for chits and Unique Tactics Cards.

May trade chits or Unique Tactics Cards of your own, or instead pay an agreed amount of Stellars.

These must be Unique Tactics Cards that are in play.  Can not trade ‘in hand’ Tactics Cards.

An Optional Rule may be added to game later that allows trading ‘in hand’ Tactics Cards.

10.7.4 EXPLANATORY NOTES FOR SPECIFIC TACTICS CARDS and

STIMULUS CARDS and FOR SPECIAL PLAYER CHITS GRANTED BY STIMULUS CARDS

10.7.4.1
TACTICS CARDS

ACCIDENT IN SPACE

If Fighters/Superfighters present, then if they are aboard a CV or other ship, then count as part of the ship for purpose of this roll.  However, if they are outside the mothership [ie in space], then they count as one of the ships to be rolled for.  [If using MFs, these do not count in any circumstance].

BENEVOLENCE

Your 2 CAs appear at one of your Shipyards; opponent CA at one of his Shipyards of his choice.

CONVERSION

Cannot affect a CV or CV variant.  Cannot affect any unit that is carrying Fighters/Superfighters, or more than 3 MFs.  Cannot affect a unit carrying MIs.

If  1 – 3 MFs aboard, then you can also use them.

Can be used on GS, RA, or unique or special unit.

DIPLOMATIC SUCCESS

Size of Neutral Planet Fleet is revealed when encountered, so if encounter a very powerful neutral can then convert it to a harmless Free World, or can if do ‘Avoidance’ roll & get 1 –2 [ie failure] [or even if get 3 – 6] then use it, if wish to do so.

EXCHANGE IN EQUILIBRIUM and MASTER THIEF

This is “in hand” TCs – can’t take Unique card that is in play on table (can if still in opponent hand).

HIGH TREASON

The opponent can nominate ‘no hexes’, and so not attack you.

IMPROVISED TROOPSHIP

If this is in your initial 3 TCs then can take it into account when designing your Exploration Fleet(s).  So, for instance, could decide to have 2 fleets –

Fleet A – 1 BB, 1 CA, 2 MIs  [$17]

Fleet B – 1 CA (using this TC card), 1 MI, 2 DDs  [$15]

or some other combo.

If in first TC draw then it is after your EF has been designed, but can still use it in first turn on one of your ships, if so desire.

NOTE: If created two Exploration Fleets, then prior to first movement from your Capital System, can reorganize them – swap units between them or combine into one fleet or even split into 3 fleets.

INTERNAL INTRIGUE  HARMS THE ENEMY


Political maneuvering has put a less than brilliant commodore in charge of an enemy fleet. 

All units in that fleet are –1 on their attacks during this turn.

Where possible, treat Fighters affected by this rule as pairs with Attack 3 (ie 3 attacks @ 3 - to hit).

If have a singleton Fighter it is 2* (ie 2 attacks @ 2- to hit).

RAs become 5 + 5.

If using Optional Rules unit MFs, for each pair of these one has its normal attack, and the other has no attack.

INTERSTELLAR FLUX

If this is one of your initial starting cards [ie in first 3 or first card drawn in TCD Phase] then if wish could use it to increase the # of encounters of a fleet in first turn [or of course can save it for later use].

MALFUNCTION

In any of its movement segments the ship may choose not to move; but if it does use a movement then direction must be random.  It can’t  choose not to move after random direction roll.

MILITARY FLEXES ITS POWER

For example, if four players and 17 MIs in play, then divide 17 by 8 [twice the # (=4) of players], and round up to 3.  So each player receives 3 MI units at their Capital world.

NECESSARY REINFORCEMENT

The cost value of that other fleet must be greater than that of your fleet.  Free units and Special units such as BBS, BBX, are treated as equivalent normal unit for this purpose.

PLANETARY TARGETING

This is versus MIs on a planet; not those inside a ship/base/shuttle.

PRECISION OPERATION

It becomes part of your fleet when it joins up with a fleet of yours [at which time you replace it with a counter of your race for equivalent ship], or prior to that if at any stage you replace it with equivalent counter of yours.  Can affect CVs and all carried Fighters/SFtrs/MFs.  Can affect units carrying enemy MIs [they are eliminated].

STRIKE FORCE

SFtrs 4 attacks each as usual.

SUPERIOR MANEUVERS

Nominate 3 ships in a fleet of yours; this turn in one battle they will have +1 on their Attack rating.

If applied to a Fighter it becomes 6* (it has 2 attacks @ 6- to hit; ie Fighters only gets +2 qty of attacks).

If applied to an RA it gets 7 + 7.  If using Optional Rules unit MFs, they each get 1 attack @ 2- to hit.

TACTICAL SUPERIORITY

Can use this prior to first round of battle versus a superior or equal opponent fleet.

However, can also use during a battle where in say first round got unlucky die results, and therefore need a ‘breather’ in the battle, ie a new edge to avoid defeat [or greater than expected losses].

This is it.

TELEPORT DEVICE

This is a single use, not a permanent ability.

VICTORY ASSURED

Free units and Special units such as BBS, BBX, are treated as equivalent normal unit for this purpose.

WILY CARRIER COMMANDER

Can before use this card have any number from 0 to its full complement of fighters.

10.7.4.2
STIMULUS CARDS

EXPLORATION EXPANSION

In other hexes peace prevails, unless a player fleet does an attack.  Each hex is treated separately, and the offender in a hex gets penalised in that hex.  Fighters can’t be sacrificed [unless they are only units offender has in that hex; in which case 6 fighters (or whatever fighters if less than 6) are there are sacrificed.  [1 SFtr = 2 fighters for this purpose].

Mutinous ships do not fire and are removed from play.

Combat then occurs in that hex only.

FINANCIAL DEFICIT

May sacrifice 3 fighters in lieu of any other ship.

GRIM TIDINGS

Procedure is as with the Tactics Card ACCIDENT IN SPACE.

LIGHT AGAINST DARKNESS

Planets may exceed their legal limit of GBDSs by one.  However, if any GBDSs on that planet later destroyed or removed, legal limit then prevails.

UNNATURAL DISASTER

Allocate a number to each player [‘Active’ player is 1, player to his left is 2, etc].

Roll 5 times to determine which players affected.

Then for each time a player is the one affected, randomly select 1 of their planets.

10.8
SPECIAL RULES CLARIFICATIONS

10.8.1
CV MINIMUM FIGHTER CARRIAGE

When you build a new CV it must have also at least 4 Ftrs available to be stationed on it, either built at same time and place, or already created units waiting at same place.

If a CV finds itself with below its minimum requirement in Ftrs [eg as a result of battle losses], then at its earliest opportunity it must restock to the legal minimum level or more.

This means that if it is at a planet with a SY, that it must stay there until refurbished.

If in space or at a planet without a SY, it can have less than the requirement of Ftrs and still act normally, but its owning player must attempt to comply with the requirement.

If in turn following that in which it went below the legal requirement, it has not met the requirement, then it can not move except directly towards a planet with a SY of its race [if an enemy fleet in the way, it can avoid that hex].

If it has failed to meet the condition in turn after that, then it must head towards the nearest planet of its empire and stay there until it is resupplied.

NOTE: One can have another CV bring replacement Ftrs for it, if it itself then still meets the minimum requirement, but not otherwise [ie it must have at least 8 Ftrs on board before transfer].

NOTE: If using Optional Rule where certain units can transport GBDS and a CV is involved in such, then it does not need to [& indeed cannot] comply with this provision whilst it is carrying the GBDS, but once it has delivered the GBDS then it must, and becomes subject to the above conditions.

NOTE: The CVC [Optional Rules unit]is not subject to the minimum Ftrs condition.

NOTE: If using SFtrs [Optional Rules unit], then each of these counts as 2 fighters for purpose of fulfilling this rule’s conditions.

11.0
THE TURN SEQUENCE

The game consists of turns.  A typical game session may involve about 20 turns in more Advanced levels of the game – in Basic Rules a game consists of exactly 10 turns.

Each turn is split into a number of Phases and these are themselves further divided into Segments that can be split into Sequences that consist of Cycles that themselves can contain Rounds.

The sub-division of phases occurs mainly with the Exploration Phase which is the most detailed of all the phases and the true heart of the game.

During a turn the players follow an ordered manifest of actions, as listed in the

ORDER OF PLAY FOR EACH TURN.


GAME ORDER STRUCTURE in descending hierarchy



Turns  (  Phases  (  Segments  (  Sequences  (  Cycles  (  Rounds
11.1
PLAYER PLAY ORDER

Each game one player starts the first turn, and play proceeds to the left.  In next turn, the player to the left of the player who played first this turn, plays first; this rotation of first play procedure continues with each new turn.

To determine which player starts the game, each player rolls 1D6, and the player rolling the highest number goes first.  If more than one player rolled the highest number, then those players only, roll again until a result occurs.

To indicate which player starts a turn first, there is a special marker [the Player Turn Start Marker] that is placed in front of that player, and that at start of next turn is moved in front of the player to his left [at same time as Turn Record Chart Marker is moved].

11.1.1
EFFECT OF PLAY ORDER ON RESOLUTION OF BATTLES


The player whose turn it is determines the order that battles he is involved in are played.

The player whose turn is next, has the next priority of order of battle, etc.

[Generally this would make no difference; but it can if using an Optional Rule on Retreats].

However, since as a general rule it does not matter what order battles decided in – as all considered to be occurying simultaneously for most practical purposes, the following procedure is recommended simply as an aid to minimise confusion:

when have encounters, resolve them starting with your lowest numbered fleet and continue upwards – eg. if have your 1st, 2nd, 11th and 12th fleets – then order of encounter resolution is in that order (1,2,11,12).

Could place a marker on encounter currently resolving, moving it when each encounter resolved.

[Note: it doesn’t matter if you find that you have accidentally not resolved them in this order, as it is only a memory aid recommendation – so long as you resolve all encounters].

ORDER OF PLAY FOR EACH TURN

[TURN PLAY ORDER CHART]

AA. Collation Phase [Beginning of 4th turn only (Reintegrate Stimulus Cards and Tactics Cards); 

also remove Encounter Cards]

A. Major Marker Move Phase [move Turn Record Chart Marker & also move Player Turn Start Marker]

B. Stimulus Card Draw Phase 

C. Tactics Card Draw Phase

D. Discovery Phase [Turns 4 – 6 only]

E. Diplomacy Phase

F. New Units Placement Phase

G. Exploration Phase

i. Movement Segment

Ω
Movement Point Use Chart chit movement Sequence

Ω
Movement

ii. Encounters Segment 

Ω
Encounter Card Sequence [Turns 1 – 3 only]

Ω
Space Combat Sequence






Fighter Launch Cycle

Battle Cycle


Fire & determine # of hits


Damage allocation & resolution


Repeat Battle Cycle until battle concludes

Fighter Recovery Cycle

   Ω
Orbital Combat Sequence






GBDS Fire Cycle






Ships Fire Cycle




   Ω
Invasion Sequence






MI Landing Cycle






MI Combat Cycle







Fire & determine # of hits







Damage allocation & resolution







Repeat Invasion Sequence until battle concludes






MI Recovery Cycle




   Ω
Occupation Sequence [place Occupation Counter or own planet hex there]






MI Landing Cycle

iii. Resolution of Encounter effects Segment

iv. Removal of Forces Carried by Destroyed Unit

v. Encounter VP Determination Segment

vi. Carried Units Transfer Segment [& CV ‘Validity’ check – for required fighters]

vii. Repeat from i. Movement Segment until all Movement Segments used

H. Income Phase

I. Special Purchases Phase – can buy a Tactics Card for $10  and/or a Risk Card for $10.
J. Expenses [New Construction (Commencement)] Phase

K. Victory Phase

L. Reset ‘Movement Point Use Chart’ Movement Marker to zero.

11.2
ORDER OF PLAY – DETAILS OF G ii Encounters Segment

Determination of when a battle is Space Battle or Orbital Battle

Defending player decides, where option is available [ie if in hex with planet(s)].

If Battle is Orbital, then GBDS get a free shot before ships fire [ie a full free round of fire for each GBDS].

SPACE COMBAT SEQUENCE – IN OPEN SPACE

This occurs as part of the Encounters Segment of the Exploration Phase.  Has 3 Cycles:

Fighter Launch Cycle

Battle Cycle

Fighter Recovery Cycle

Battle Cycle – each side does following:

1. Allocate Screening (only if using appropriate Optional Rules)

2. Allocate Fire Intentions (only if using appropriate Optional Rules)

3. Fire, determine hits, and allocate damage to targets

4. Go To 1.

ORBITAL COMBAT SEQUENCE

GBDS Fire Cycle

Ships Fire Cycle

INVASION SEQUENCE

MI Landing Cycle

MI Combat Cycle

MI Recovery Cycle

OCCUPATION SEQUENCE – done when no resisting defender MIs.

MI Landing Cycle

[Note – do not have to land MIs if do not wish to do so – instead only put an Occupation Counter, or place an equivalent Planetary Hex of your empire in place of current planet hex].

OCCUPATION FORCES [OF COUNTERS]

OFs need some counter-offensive capability, therefore say Attack 3, Defense 2.

Cannot be used to conquer a planet.

NOTE: OFs [Occupation Forces] are Advanced Game units – they are not in Basic Game.

11.3
EXPLANATION OF PHASES and SEGMENTS IN ORDER OF PLAY

Collation Phase [Beginning of 4th turn only (Reintegrate Stimulus Cards and Tactics Cards); 

also remove Encounter Cards] – this is unique, as only occurs once during the game – at start of 4th turn – Stimulus Cards with 2 in their upper left corner are shuffled in with those with 1 in their upper left corner; similarly with regards to Tactics Cards.   Encounter Cards Pile is removed as only used in first 3 turns.

Major Marker Move Phase [move Turn Record Chart Marker & also move Player Turn Start Marker]

 – the Chart Marker chit that is placed on Turn Record Chart is moved up one number; the Player Turn Start Marker is placed in front of the player to the left of player it is currently in front of.

Discovery Phase [Turns 4 – 6 only] – during these 3 turns, special Discovery rolls are made …

Diplomacy Phase – In Basic Game this is merely used for trading of chits and of Unique Tactics Cards – see 




10.7.3  Trading  [page 41].

New Units Placement Phase – purchased and free units are placed as per placement rules [generally means ships at Shipyards, and MIs and GBDSs on planets, (and occasionally new Shipyards at planets)].
Movement Segment


Ω
Movement Point Use Chart chit movement Sequence – the Movement Point Use chit is moved one place to right on Movement Point Use Chart – to indicate that units have expended one segment of movement (whether they actually moved or not).


Ω
Movement – units allowed to move in a segment may move.

Encounters Segment 

Ω
Encounter Card Sequence [Turns 1 – 3 only] – during turns 1 – 3 only, each time a fleet moves, each fleet that moves has one of these drawn by its player.

Ω
Space Combat Sequence



Fighter Launch Cycle
In Basic Game this occurs automatically as part of space battle.

Battle Cycle

Is simply following:


Fire & determine # of hits


Damage allocation & resolution


Repeat Battle Cycle until battle concludes



Fighter Recovery Cycle
In Basic Game this occurs automatically as part of space battle.

Income Phase – get Stellars matching your Resource Chits.

Special Purchases Phase – can buy a TC for $10 and/or a Risk Card for $10.

Expenses [New Construction (Commencement)] Phase – get new units, place on your Empire Record Sheet.

Victory Phase – cash in VP Chits for advancement on VP Chart.

Reset ‘Movement Point Use Chart’ Movement Marker to zero.

Resolution of Encounter effects Segment

During this any effects arising from encounters are resolved.

Removal of Forces Carried by Destroyed Unit

MIs and other units carried by a destroyed unit are removed from game.

Encounter VP Determination Segment

VPs are determined from battles or other applicable encounters/actions.

Carried Units Transfer Segment [& CV ‘Validity’ check – for required fighters]

Fighters and MIs may be transferred between units [can use 11.4.1 just below, or allocate them as you wish in any legal manner].

Check that all CVs have at least 4 Fighters – if they do not then they are subject to effects of 10.8.1

CV MINIMUM FIGHTER CARRIAGE  [page 44].

Repeat from i. Movement Segment until all Movement Segments used

This is pretty self explanatory.

11.4 OTHER PLAY RELATED ASPECTS

11.4.1
Carried Units – Simple System

Those that can be are assumed to be in surviving units.

eg. If have a fleet with 1 BB, 3 DDs, 2 TTs, 4 MIs.  If only BB survives, it is assumed to have 2 of the MIs [a reasonable assumption, as would be practical thing to do].

If BB & 1 TT survive, each is assumed to have 2 MIs [not quite as reasonable, but still plausible that 1 TT was empty].

11.5
HOW MOVEMENT WORKS
In most games, each player has a turn in which only his units move, and he moves them and quite often initiates an attack on units of another player or players.  This approach is simple and reasonably effective, but I prefer a method whereby units move simultaneously, therefore there is a general movement turn that will naturally also involve combats.  This does make things more complicated but it also is more realistic plus it allows interesting occurrences, which is to say greater scope of actions.

A game that has simultaneous movement is Star Fleet Battles [SFB], and the way they do it is one approach, another is secret movement or written orders which makes things really slow and complex but can be an optional rule for those that wish to use it.

So I have a simplified version of the SFB method, that is logical and obvious.

11.5.1
MOVEMENT CHART

	SEGMENT
	UNIT SPEED

	
	1
	2
	3

	1
	-
	-
	1

	2
	-
	1
	1

	3
	1
	1
	1


Each Movement Phase is split into 3 segments.  A unit of Speed 1 can only move in Segment 3; a unit of Speed 2 can move in Segments 2 and 3; a unit of Speed 3 can move in all 3 segments. [Do not have to move].

For each Segment, to determine which Unit moves first in that Segment, the player of the faster Unit gets option to move first or second. eg. It is the third segment - Player A has Units with Speeds 1 and 2, and Player B has Units with Speeds 1 and 3; Player B can move his Speed 3 Unit or can take option to wait.  Then Player A gets the choice of moving his Speed 2 Unit or wait.  Then, if Player B did not move his Speed 3 Unit before, he again gets the option to move it or to wait..  Then Player A gets the option to move his Speed 1 Unit, after which if Player B has not already moved his Speed 3 Unit, once more he gets the option, then Player A gets the option to move his Speed 2 Unit if he didn’t move it before. 

If both of then choose to wait, then Player B again receives the option to move his Speed 3 Unit, ie. any Unit which has not already had its movement always gets a movement option after every time a lower Speed Unit has received the option to make a movement choice.  Finally, Player B has the option to move his Speed 1 Unit, and then if the faster Units have not already moved, one continues with the procedure as above, until all Units have moved or do not finally choose to move.

Note that if the player of the slowest Unit chooses not to move his Unit, it loses any further chance to move, otherwise this procedure would be endless.  At each stage, whichever Unit is the slowest Unit that has not moved when it had the option, if it does not move when it receives the option to move after all faster Units have had a choice, then it receives no further opportunity to move in that Segment.  Assume for purposes of this example that all of these Units did have an option to move, ie. it was in Segment 3 on the Table.

For Units of same Speed controlled by different players, Units move in Player Play Order.

Encounters are resolved in each Segment after all Units that are moving have moved.

One other point, once all the Units have chosen to move, the actual movement is assumed to have happened simultaneously, with the exception that if there is any benefit to be obtained by being the first Unit into a particular hex, then the fastest Unit to enter that hex gains that benefit, unless the rules for that hex specifically state otherwise; similarly, if there is a risk in entering that hex then the slowest Unit is first affected unless the rules for that hex specifically state otherwise. ie. the fastest Unit receives the benefit in both cases, where it is best to be first Unit into the hex and where it is best not to be the first Unit into that hex.

This represents that faster movement unit can respond more quickly in evading special menace.

11.5.2
EXAMPLE OF MOVEMENT

A ship is in hex A; if it has a speed of 1, then during its movement turn it can move to any of the 6 hexes immediately adjacent to it [only two – B and C are shown here].  If it has a speed of 2, then it can go two hexes away eg to D [via B or C] or E [via C], or it could go to say B then C, or go to B or C then return to A.

With a speed of 3 it can reach F, or visit all three of C, D and B, for instance.





11.5.3
Movement Table for use with Units of Speed 1 and 2.

UNIT SPEED

	SEGMENT
	1
	2

	1
	-
	1

	2
	1
	1


11.5.4
Movement Table for use with Units of Speed 1, 2 and 3.

UNIT SPEED

	SEGMENT
	1
	2
	3

	1
	-
	-
	1

	2
	-
	1
	1

	3
	1
	1
	1


11.5.5
Movement Table for use with Units of Speed up to 4.

UNIT SPEED

	SEGMENT
	1
	2
	3
	4

	1
	-
	-
	-
	1

	2
	-
	1
	1
	1

	3
	-
	-
	1
	1

	4
	1
	1
	1
	1


Each Movement Phase is split into 4 segments.  A unit of Speed 1 can only move in Segment 4; a unit of Speed 2 can move in Segments 2 and 4; a unit of Speed 4 can move in all 4 segments.

· Unit of the given Speed does not move in this Segment.

1 Unit of the given Speed has an opportunity to move in this Segment.  If it doesn’t move, it forgoes its movement opportunity for that Segment. eg. Ship of Speed 3, on  Speed 4 Table, does not move in Segment 2; it can still move in Segments 3 and 4, but gets no further movement in that Turn.

Normally, of course, one will be  moving consolidated fleets, not individual ships.

Naturally the procedure is exactly the same [unless a player splits a fleet, and even then is same process].
11.6
HOW COMBAT WORKS

ATTACK

The Attack Value represents what number or less must be rolled on a 1D10 for a Unit to score a successful hit.  It also represents the number of attacks that a Unit has in a Combat Round [with certain exceptions for certain Units or in certain circumstances]. eg. a frigate has an attack value of 4; this means that in each round of combat it gets to do 4 attack rolls and each roll to succeed must roll 1 or 2 or 3 or 4 on the ten-sided die; so if it rolls 4, 7, 2, and 6, then it has two successful rolls (the 2 and 4) and therefore has done two hits to opponent units.

DEFENSE

The Defense Value represents the number of hits that must be achieved against a Unit to destroy it.  Damage is cumulative, so if a Unit has a Defense rating of 5 and it takes 3 damage in a round, then it only requires two more hits to destroy it in following round(s) of combat [if this damage occurs in same movement segment].

All units start new movement segments with zero damage.

SIMULTANEITY OF ATTACK AND ALLOCATION OF DAMAGE

Firing occurs simultaneously except where otherwise specified, and once all firing for a round has occurred, then each player allocates the total hits done by opponent to the player’s Units amongst those Units as he wishes.

11.6.1
BATTLE TABLES, BATTLECARDS and BATTLE DICE

From the above it can be seen that units each have a large number of attack rolls in each round of combat (A powerful unit like the Battleship has an Attack Value of 8 – so it has 8 attacks in each round of combat!).  Therefore one might think that a huge amount of die rolling will be required in a battle.  However, there are some shortcuts:

Firstly, one can ascertain the results by use of a single die roll of 1D20 or 1D100 plus consulting a Battle Table [see page 76 (Appendix B) for fuller details of how these are used] for result.

Secondly, one could use a Battlecard [see Section 11.19 and 11.20 on page 63, for fuller details of how these are used].

Thirdly, one could use the appropriate Battle Dice [these do not exist at Alpha Test stage – require special manufacture].

11.6.2
INDICATING DAMAGE TO UNITS AND BATTLE RESOLUTION METHOD

Some means must exist to show during a battle that a unit has taken damage.  This becomes a side effect of how a battle is fought.  When two fleets meet and a battle ensues, one must put a battle marker and racial fleet markers on that hex, and the competing units are removed to a battle sheet.

Example, race D moves 2 fleets into two hexes, one containing units of race A and one containing units of race B.  A Battle Marker is placed in each of these hexes.  Race A puts a fleet A1 marker in the hex where its ships are, race B puts a fleet B1 marker in the hex where its ships are, and race D puts a fleet D1 marker in one of these hexes and a fleet D2 marker in the other.  Then take the combating units from one hex only and put them on the Battle Sheet; then resolve that battle, and then continue this process until all battles of that movement segment have been resolved.

11.6.3
REMOVAL OF DAMAGE IN BASIC LEVEL RULES

After a battle finishes, any surviving units are restored to their full Defense.

11.6.4
SPACE ATTACKS ON MI UNITS

As a general rule this can not occur as MIs are too mobile and the individual soldiers too dispersed for any significant impact to be made.  BBs are designed for fire support of ground operations but even they find it difficult to mount effective assaults on ground mobile units.  However, if no distracting enemy fire [from ships or GBDS] then a BB can dedicate all fire in one turn [not simply round] to attempt to destroy an enemy MI.  Roll 1D6 – on a 1 or 2 it succeeds.

It can not use any fire against any other unit in that turn [its fire control has been altered to allow the ground attacking accuracy required to directly attack MIs from orbit].

This means that if it has already engaged in any round of combat in that turn, then it can not mount an attack on MIs in remainder of that turn, but must wait until next turn if it wishes to do so – it is spending the time on target acquisition of the elusive MI entities.
11.7
PLANETARY CONQUEST AND OCCUPATION

11.7.1
PLANETARY DEFENSES
First Line

Ships

Second Line

GBDSs

Third Line
MIs

11.7.2
OCCUPATION OF A PLANET

If occupy a planet, put an Occupation Counter on it [in advanced games can be other types of markers].

Undefended planet, when your ship arrives there, simply place marker.  Defended planet, must first defeat inhabiting forces.

Another method one can use to show that you control a planet is using the Planet Sheets which have Resource Worlds of all possible values that are in the name and colours of each specific Empire.

Then can simply replace the planet that is already there with one of these world hexes of equivalent Resource value that is of your Empire.

11.7.3
RESOURCE VALUE OF A PLANET

This is a number – written $n eg. $3, that indicates the amount of Stellars that a planet produces in resources for the occupying player each turn.  The ‘n’ is also the maximum number of GBDS that one can emplace on that planet.  The ‘n’ is also the maximum quantity of Shipyards one may build on (technically orbiting) that world.

11.8
THE BATTLE SHEET

This is as the name implies a sheet that looks like this [note that have added coloured inserts representing ships and red damage markers in this example to demonstrate how the otherwise blank (except for gridlines) battle sheet is used]:

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


Each rectangle generally has one ship put in it [can fit more than one fighter in a rectangle].  If using the optional screening rule [qv] screening units are placed in front of screened unit.  Fighters are put in same hex as their CV, or next to it.  One can orient the sheet lengthwise or widthwise.  The small rectangles on or next to the ships are Damage Indication Markers.

One will notice that the BB, that has a total of 7 Defense, has a Damage Marker indicating it has taken 3 damage.  In next round of battle if it is allocated an additional 3 damage, one can either put another 3 damage  Damage Marker there and at end of round replace the two 3 damage Damage Markers with a 6 damage Damage Marker, or one can replace the 3 damage DM at the time one allocates 3 damage to it with a 6 damage DM.

11.9
BLOCKADING

If  a planet of yours has no friendly ships present; and there are enemy ships [only] in its hex, and no friendly space units in any adjacent hex, then it is blockaded.  Its Resource contribution to you is halved [round up].  It can still build GBDS and MI units.  If a SY present this can not build ships.  Any ships under construction are held frozen until liberation occurs or SY destroyed in which case ships being built also destroyed.

However, can do a Save Roll to see if any unfitted hulls [ie.ship with space drive but no weaponry] escape before investment completed.  Roll 1D6 for each unit wish to attempt to escape: 1 – 3 success, 4 – 5 destroyed, 6 captured by enemy – becomes an incomplete hull of their race.  Fighters can not do this roll, but can check if they have emergency preparation: Roll 1D6 for any fighter wish to attempt this: 1 – 3 that fighter is activated as a normal fighter, 4 – 6 it is destroyed.

11.9.1
INCOMPLETE HULLS

SHIP CLASS
 ATTACK
DEFENSE
VALUE

COST TO ARM [& bring to full Defense]
FF

0


1
2

2

DD

0


1
2

3

CA

0


2
4

3

BB

0


3
6

4

CV

0


3
4

3

GS

0


4
5

3

RA

0


3
5

4

TT

0


1
2

NA [BUT cost of 1 to bring to full Defense]

11.9.2
CAPTURED INCOMPLETE HULLS

If and when occupying empire obtains a Shipyard in that hex, can complete building that unit.  Alternatively, can send it to a Shipyard of theirs – but it will be an unarmed ship during its journey, with a defense rating as shown in table above, but with its Speed as normal for a ship of its type.

11.10 INVISIBLE SHIPS

These can travel without being detected [in Basic Rules] nor located.

To be in combat must become visible, but get first strike attack [even before First Striking Fighters, and GBDS].

When movement commences, leave Invisible Ship in the starting hex, but move 3 dummy counters around – numbered I, II, III.  Secretly record which is actual ship.

If it encounters anything and it wishes to attack or otherwise act, eg. launch fighters or shuttles [MIs, OFs], etc., then flip over counter revealing which # is real ship [this is left on table, upside down].

Each time it is revealed, and then goes invisible again, recommence this process, treating hex it was last visible in as the new starting hex for deployment of the dummy ships from.

Note: In Master Game, certain Units and special ‘monsters’ can see Invisible ships.

UNIT VALUES

UNIT
SPEED
ATTACK
DEFENSE
SIZE
COST
REMARKS



FF

3

4

3

3
3

DD

2

5

4

4
4
CA

2

6

5

4
6

BB

2

8

7

6
9
Can carry 2 MIs

Ftr

0

4*

1

½
1
2 attacks/round

CV

3

4

4

9
6
Can carry 12 Ftrs

GS

2

6

8

5
7
Can carry 2 MIs

RA

3

6+6

5

6
8
Can carry 2 MIs

GBDS

0

5

4

2
2

SY

0

0

10

36
20

MI

0

4@

4@

0
1

TT

3

0

3

3
2
Can carry 4 MIs

SPECIAL NOTES

One race [the Gromar Empire] does not have Carriers nor Fighters.  They have two other units, unique to this race, that they have instead.  These are the Guardship [GS] that serves some of the function of Fighters, in that fighters are attrition units that can absorb damage and this unit can absorb lots of damage, and the Raidship [RA] that serves the rapid movement, strike function for this race that a carrier bearing fighters does for other races.  These two units are also versatile in having the same special ability of the BB in being able to carry MI units.  Note that this race can also build BBs if it so chooses.

The MI units or fighters that a ship can carry must be paid for and constructed also; they are NOT automatically obtained when one builds those units such as CV, BB, TT, GS and RA.

The Fighter has an Attack Value of 4*.  This means that although it needs to roll 4 or less on the D10 to get a hit, it only gets 2 attack rolls instead of the normal 4 that could be expected for a unit with an Attack Value of 4.

A CV can carry up to 12 fighters, but normally would carry less because it costs a lot to get so many fighters [but a fully loaded CV is a pretty impressive force for anyone to encounter].  It is the rule that where possible it must have at least 4 fighters – see special rules on Carriers [10.8.1, page 44].

The Attack Values of MI  units is 4@.  This represents that those values do not apply in space combat, but only during ground combat.  These units do not partake in space combat, and if the unit carrying them is destroyed they also are destroyed.

11.11
ENCOUNTER WITH FREE OR NEUTRAL WORLD

If a Free World, simply roll the Resource Value roll (see below -11.11.1).

If a Neutral World, then depending on which turn it is one rolls a particular value of die:

TURNS
ROLL

1 – 3
1D6

4 – 6
1D10

7 +
1D10 + 1D6

DIE ROLL RESULT TABLE

	DIE ROLL
	ROLL RESULT

	
	FF
	DD
	CA
	BB
	GBDS
	CV
	Ftrs
	MIs

	1
	1
	
	
	
	
	
	
	1

	2
	1
	
	
	
	1
	
	
	1

	3
	
	1
	
	
	1
	
	
	1

	4
	
	
	1
	
	1
	
	
	1

	5
	
	
	1
	
	2
	
	
	2

	6
	1
	1
	1
	
	1
	
	
	2

	7
	1
	1
	1
	
	2
	
	
	2

	8
	1
	1
	1
	1
	2
	
	
	3

	9
	1
	2
	1
	1
	2
	
	
	3

	10
	2
	2
	1
	1
	2
	
	
	3

	11
	2
	2
	2
	1
	2
	
	
	3

	12
	2
	2
	2
	2
	2
	
	
	3

	13
	2
	2
	2
	2
	2
	1
	6
	4

	14
	2
	2
	2
	2
	2
	1
	12
	4

	15
	2
	2
	2
	2
	2
	2
	24
	5

	16
	2
	2
	2
	2
	3
	2
	24
	6

	
	
	
	
	
	
	
	
	


EXAMPLE: In turn one, you roll 1D6, getting a result of 3; that means that the Neutral Planet that you have encountered has, protecting it against your fleet, 1 DD and 1 GBDS, and against your ground attack it has 1 MI.

11.11.1

RESOURCE VALUE ROLL

Once a Free World or Neutral World has been occupied, one then finds out how much it is worth in resource production.  Roll 2D6, halve the result [round up] to determine this, then place appropriate Resource Marker.

11.11.2

FIGHT OR NOT FIGHT WHEN ENCOUNTER NEUTRAL WORLD

Unlike an encounter with an enemy Imperial World, if you encounter a Neutral World one has a partial choice of whether one immediately fights, or whether one will come back later to fight it or will leave it alone.

Roll 1D6, on a 1 – 2 must fight.  On 3 – 6 can choose to fight or can leave.  However, if you leave then no fleet of yours can enter that hex in the remainder of this turn.

In higher level versions of game there are ways to incorporate Neutral worlds without military conquest.

11.11.3 OCCUPATION OF CONQUERED OR UNRESISTING WORLD

When do this, can use Occupation Counter concept, or alternatively if have printed Empire specific Resource World hexes can replace current planet with equivalent RW hex of yours.

11.12
THE FATE OF SHIPYARDS ON CONQUERED WORLDS

If an enemy attacks one of your planets that has a Shipyard and succeeds in destroying all your defenses, then they may destroy that Shipyard or you can scuttle it.

If the shipyard is not destroyed or scuttled then in that turn the captor can start using it [ie in New Construction Commencement Phase].  The captor replaces the counter of your Shipyard with a counter of his Shipyard.

When you lose the battle must declare if scuttling Shipyard, and if you do so, it is removed; if you don’t, then conqueror declares if he is destroying it or not, and then either removes it or removes it and replaces it with his own Shipyard.

Neutral Worlds do not have Shipyards – they are considered to have used a different method of construction in basic rules because they have only built [or bought from another alien empire] a small number of ships so do not need a huge shipyard like the major empires of the players have.

11.13
PIRATE FLEET ENCOUNTER

Roll 1D6 and add  # rolled to # of Turns to get a result to be used on table:

	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER

	[0]
	-
	7
	1 CA, 3 FF
	19 – 21
	1 BB, 3 CA, 6 DD

	[1]
	-
	8
	1 CA, 3 DD
	22 – 24
	1 CV, 5 FF, 12 Ftrs

	2
	1 FF
	9
	2 CA, 2 DD
	25 – 27
	2 CV, 6 FF, 24 Ftrs

	3
	1 DD
	10
	2 CA, 3 DD
	28 – 30
	1 CV, 2 RA, 6 FF, 12 Ftrs

	4
	1 CA
	11 – 12
	1 BB, 1 CA, 3 DD
	31 – 33
	2 BB, 4 CA, 6 DD

	5
	1 CA, 1 FF
	13 - 15
	1 BB, 2 CA, 3 DD
	34 - 36
	3 BB, 6 CA, 10 DD

	6
	1 CA, 2 FF
	16 - 18
	1 BB, 2 CA, 5 DD
	37 +
	2 BB, 2 CV, 2 RA, 24 Ftrs


eg. it is turn 9 and you roll 5 on the 1D6 ( 9 +5 = 14; this lies in the 13 – 15 range, which means that would encounter a pirate fleet that has 1 BB, 2 CA and 3 DD.

11.14
HOSTILE ALIENS’ FLEET ENCOUNTER

Roll for constitution of this fleet as for a Pirate Fleet.

If you lose the battle, you will receive Stellars equivalent to value of your losses [BUDGET TOPUP AS REACTION by your government].  If you win battle, as well as the 1 VP, you will receive Stellars equivalent to value of alien fleet’s destroyed ships.

[Note: For purposes of Stimulus Card PIRACY SUPPRESSION or any other card dealing with Pirate Fleets, this is NOT a Pirate Fleet; EXCEPTION: PIRACY PROTECTION also works versus Hostile Aliens’ Fleet].

11.15
SPECIAL ENCOUNTERS

If roll a Special Encounter that have had already, may choose to roll again if you wish.

ROLL 1D6:

1
Ally

2
Ship

3
Secret Shipyard Experiment

4
Hyperdrive Improved Engine Device

5
Bribe or Blackmail

6
Rapid Response

1
Ally – this is a Free World [therefore roll for Resource Value as usual], that has some forces

you can use.  Has 1 GBDS, 1 CA, 1 DD, 1 FF.  Use your race’s counters.

2 Ship – encounter a ship of your Empire’s Spaceguard that joins your Naval fleet [it is reassigned].  Your choice of 1 BB with 2 MIs, or 1 CV with 6 Ftrs.

3 SSE – your finding this means control of it is transferred from Spaceguard to Navy.

Each New Units Placement Phase it provides a free FF [where it is at].

If any other empire’s fleet enters this hex, they must roll a 1 on 1D6 to discover the

Shipyard [only 1 Fleet per turn per Empire can do this roll].  Shipyard has 6 Defense.

[Counter and Card provided for this – a few in each Empire’s colors]

4 HIED – Discover in an archaeological site on an otherwise useless planet.  It can be fitted in one ship of your fleet, and give it permanent +1 Spd.

5 BoB – Discover wreck of a pirate ship that has some useful information on it.  Obtain BoB chit.  Can use this BoB chit to neutralise one future encounter with a Pirate Fleet.  Do not have to use till after discover what ships in that fleet.

6 RR – If you have a fleet in a hex next to a hex where a planet or fleet of yours encounters a hostile force, that fleet can move in to join that other fleet/planet.  Receive an RR chit that must surrender when use it.
11.16
FRIENDLY FLEET ENCOUNTER

This will be a small fleet of your navy on a shakedown/training cruise.

Its speed will be of same inherent speed as your fleet.

Roll 1D3 if your fleet Speed 3.

Roll 1D3 + 3 if your fleet Speed 2.


1
3 FFs

2
1 CV + 4 Ftrs
**

3
1 TT + 2 MIs + 2 FFs



4
2 DDs

5
1 CA + 1 DD

6
1 BB + 1 MI




This force will be then attached to your fleet, and thereafter useable as is any unit you control.

**
NOTE: If a Gromar Empire speed 3 fleet, and roll 2, then substitute 1 RA + 1 FF.

11.17
SPECIAL HEXES

A variety of different types of these are available, but each type only has a very limited quantity.

They are obtained via use of a specific Tactics Card – Space Discovery [5 copies of this in Tactics Card Deck], or occasionally via use of a Duplication Tactics Card [2 of these in Tactics Card deck].

Warped Space [A]

Number in centre is movement cost to leave hex.  A ‘0’ represents a free hex of movement; a ‘2’ represents 2 movement points to leave [ie. 1 extra point to normal].

Space Storm [B]
Number in centre is damage to each unit [not to carried internally units] – (for each turn in hex, or each time enter hex in a turn).

Defensive Cover [A]
Defensive Units in this hex receive Defensive Advantage Bonus – all of them receive +1 on their defensive rating in this hex.

Space Cloud [A]
All units in this hex, both attacking and defending, receive +1 on their defensive rating in this hex.

Concealment [B]
Fleets cannot detect each other [or in Advanced Rules locate each other] in this hex [so no combat possible].

Space Swirl [B]
Any unit that enters this hex becomes astrogationally disoriented and leaves hex in a randomly determined direction.  If a fleet has a genius astrogator then all units in that fleet may leave in same direction, ie. maintain fleet integrity though still leave in a random direction.

Serendipity
A rare resource in free space – a small item that if you get back to a base or a planet of your empire is worth 5 Stellars on a one-off basis during resource determination.  Assign carrying of it to a specific ship.  If that ship destroyed do not receive benefit of the item.  This hex removed after a ship enters it.

Dead Space [C]

This is a region where no transit points.  It is not possible to teleport in or out of it.  It is not possible to pass through DS.  If enter DS, only hex can leave to is same hex came from – put a Marker to indicate edge you entered.  FTL travel not possible in DS.  If a teleport/transit effect would put you in DS, then land one hex short of it.  [Therefore, also can’t teleport through it].  There may be races in DS, but they won’t have FTL.

[A] – can station forces, and construct in this hex.

[B] – can neither station forces, nor construct in this hex.

[C] – can construct and station forces here, but must be on a specific edge; and for movement purposes,


count as being in adjacent normal hex.

SPECIAL HEXES



Warped Space


Warped Space


Defensive Cover


Space Cloud


Concealment 


Space Swirl




Serendipity


Dead Space 


Space Storm




Space Storm

11.18
DISCOVERY HEXES

New planets/hexes [Discovery Hexes] pop onto board during Turns 4, 5, 6.

These represent long-distance probing scans by Supertelescopes [optical interferometers].

In each of these turns near its start [during the Discovery Phase] the player whose turn it is places 1 randomly selected Discovery Hex upside down where he wishes.  Then each other players in order places a Discovery Hex.  Follow this procedure at starts of turns 4, 5, 6, only.

11.18.1

SPECIAL PROCEDURES WITH REGARD TO DISCOVERY HEXES

Certain hexes [and whether it is known there are special things there before reach them or only after landing on one or even have to land on and make a successful Find roll are still to be determined] allow finding something special – can be a powerful old empire ship you can use or a rich resource planet or could possibly be something nasty that as first finder you can avoid somehow.

There are a number of small numbered hexes, that are randomly placed according to a procedure to be devised, on the map upside down.  The first ship to enter that hex, its player may look secretly at the number and then rolls a 1D10.  A special counter with that number on it is placed on top of the other counter face-up, and the player secretly adds the two numbers and secretly consults a specific chart for the result.  

Example: the player lands on a discovery hex, and turns up the number 5 [which only he looks at], replaces that counter upside down, rolls a 1D10 getting a 7.  He puts ‘7’ counter face-up on top of ‘5’ counter.  He secretly adds 5 + 7 = 12, and looks at his player discovery sheet for what corresponds to ‘12’.

[Note: idea – different players could each have individualised Discovery sheets that have different discoveries on them to that for other players, perhaps to emphasise that different races have different search strategies that result in different discoveries, eg. one race might concentrate on finding certain types of planets, whilst another concentrates on finding metallic objects in space, etc.].

Say that ‘12’ is an ancient super-battleship.  The player can reveal this now, putting the counter for that ship on the hex, and start using it like any of his other units, or can keep it secret and unactivated, but can activate it at any other time, say if an opponent moves a squadron of ships into a nearby hex.  If the discovery was a special resource planet he cannot start using the resources until he reveals/activates that planet.

11.18.2
DISCOVERY CHART
	TOTAL #
	DISCOVERY HEX RESULT

	2, 12
	Ancient Super Battleship – when activated uses BBS counter

	3, 13
	$6 Resource Planet

	4, 14
	Perilous Planet – next fleet to enter this hex loses 1 mobile (ie non-fighter) unit

	5, 15
	Hidden Resource – next fleet of another empire to enter hex will receive + $10 in Income Phase

	6, 16
	Hidden Warship - next fleet of another empire to enter hex will find an immediately useable CA

	7, 17
	Neutral Planet – has units corresponding to ‘10’ die roll on Neutral Planet encounter table

	8, 18
	Only activating player is able to move through  this hex (other players who enter it must leave from same hex side that they entered from when they leave hex)

	9, 19
	Compulsory immediate activation – choose one other player – if they enter that hex they will get a fleet of 1 BB, 1 CA, 2 DD in that hex (represents a lost / trapped fleet of their empire)

 – note that the fleet does not appear until that player sends a fleet into that hex

	10, 20
	Fleet in this hex of activating empire teleported 2 hexes

 – roll 1D6: 1-3 random 4-6 choose

	11
	Free World – allies with you, no resources but has fleet you can use = ‘5’ on Neutral Planet encounter table.  If choose to ally with this planet, must protect it – if lose planet, then you lose $10 in next Income Phase. [Only an ally can move into hex of another race without battle]


If a result says that “next fleet of another empire to enter hex”, then this means that initial discovering player is not allowed to activate that discovery, but only another player can.

This represents that initial surveying race somehow missed finding the special discovery that they were looking for.

11.19
USING BATTLECARDS

Instead of rolling a whole lot of dice for a unit’s attack, or one die and consulting a table, one can use the Battlecards provided.

Single ship vs Single ship
The Battlecards are in a stack upside down, each combatant randomly picks a card, looks at the appropriate line for his unit’s attack rating to see the number of hits he has scored against the enemy.

If one has multiple units in an attack

There are three ways one can use the Battlecards in this situation:

· pick a card for each of your units – must designate which card goes with which unit before turning the Battlecard face up.
· if each unit has a different Attack rating, one can if wish just pick one Battlecard, and the results on it apply to your units.
· if have fleet with some units having same Attack rating, have two choices:


· use the same Battlecard for those units – can give all units below average, average or above average results
OR:-
· separate units into groups where each unit in a group has different Attack ratings, and then pick a Battlecard to go with each group; eg have two BBs, 2 CAs and 3 DDs – one creates two groups each consisting of a BB, a CA and a DD, and remaining DD makes up its own group.  Then can pick one Battlecard for each group.
11.20
SQUADRON BATTLECARDS

Can use these for Fighters and SuperFighters and Super Attack Craft.

If have more than 6 Ftrs, 6 FtrXs, or 6 SFtrs, use a separate card for each additional squadron of 1 – 6 units.

If have mixed batch of Ftrs, FtrXs, &/or SFtrs, can use same card or separate card for each type.

12.0
SHIP STRATEGIC/TACTICAL EVALUATION

NOTES ON EACH SHIP TYPE, ESPECIALLY IN REGARD TO PURPOSE OF THAT SHIP

This section is not essential for playing the game and has been moved to be an appendix in the Designer Notebook, where it can be viewed by interested players.

13.0
GAME PROGRESS DETERMINATION



At end of each turn there is a Victory Phase.  This is used for Victory Point Determination.

Victory Points are awarded to players for achieving certain game objectives.

When awarded they are recorded on a Victory Point Record.

When a player has accumulated a certain quantity of VPs and in the Victory Phase still has at least that many VPs then they are the winner of the game.

If two or more players achieve the objective at the same time then they are joint winners, with the player with most actual VPs the Winner Major and other player(s) the Winner(s) Minor.

When obtain any VPs, you are given an appropriate VP chit.  At end of each turn, in VP Phase, one hands in your VP chits and their value is the amount that your empire is advanced on the VP Track Record.

14.0
OPTIONAL RULES
These exist to provide alternate methods or additional choices.

There is a large range of Optional Rules; and the rules covering them, and the Optional Rules themselves, have been given a dedicated booklet of their own.

15.0
PLAYING THE GAME

Once you have set up the map, prepared and distributed the game starting components, and  decided which optional rules, if any, you are using [see Optional Rules Booklet], then you are ready to play the game.

Firstly, one decides which player has the first turn.

Then, follow the Turn Sequence.

16.0
CREDITS AND ACKNOWLEDGEMENTS

At this Alpha Test stage, this is null [except to acknowledge Robert A. Heinlein – see Special Note at end of Glossary (30.0) to see why if you don’t already know].

17.0
EXAMPLES OF PLAY

EXAMPLES OF PLAY – DETAILED

EXAMPLE ONE – TYPICAL MEDIUM LEVEL BATTLE

Hex 3024 and 4025 are next to each other.  In hex 3024 is a fleet of Race A consisting of 3 DDs, 2 CAs and 1 BB.  In hex 4025 is a fleet of Race B consisting of a CV with 12 Fighters, and 6 FFs.

In first Movement segment, Race B’s ships, all being Speed 3 , have a hex of movement and move into hex 3024.  Fleets of Race A and B are both in same hex so they engage in a combat.

The CV launches its Fighters to be in the combat.

With normal combat results these 2 fleets should mutually be annihilated.

In first round of combat, CV Battle Group scores 25 damage (4 above an average result) on the enemy fleet.  This kills 2 Destroyers, and maximally damages the other enemy ships.

The BB Battle Group scores 19 damage (2 below average) on its enemy.  This kills 4 Fighters, and maximally damages all other enemy ships, except 8 fighters undamaged.

In next round of battle, CV group scores 12 damage (this is 5 below average, but only needed 4 damage to kill all of badly crippld BB group), killing remaining DD, the 2 CAs and the BB.

The BB group has further bad luck and only scores 13 damage (16 is average) – this kills remaining 8 fighters, and 5 frigates (2 more damage would have also wiped out CV and last FF).

So the CV and 1 FF survive the combat [although the CV has taken 3 damage, leaving it with 1 Defense and similarly the FF has taken 2 damage, leaving it also with only 1 Defense]; they would seemingly be unlikely to survive any further combat if they encounter another fleet, however, in the Basic Rules, once combat in a hex is over any surviving units are restored to their full defense (they have good self-repair systems).  

This is done to simplify bookkeeping as otherwise could have scores of damaged ships moving around on the board.  That could create an exciting situation and if players wish they can adopt the optional rule that damage is retained after a battle and is not repaired till end of the turn; then at end of turn they repair their damage (automatic procedure in Basic game)].  These two ships each have 2 points of movement left and they use that to retreat deeper into their own territory.

EXAMPLE TWO – TACTICAL PLAY

Next to a planet where you have a Shipyard is an enemy or Neutral World with a small fleet; you have a powerful fleet in a hex next to that ready to move in during first movement segment of next turn that can easily crush opposed space defenses.  However, the enemy has 2 MIs and the attacking fleet also has only 2 MIs.  So, during Expenses Phase say you were intending to build a large fleet to go elsewhere, you can still do so but what you should do is set aside $4 to build a TT and 2 MIs as a separate fleet.  

During the next movement, when your newly built large fleet goes off on its own mission and your powerful fleet moves into that hex, so does your TT, automatically becoming integrated into that other fleet [therefore remove its own Fleet counter, and move TT counter into join the other ships of its new fleet].  Now, when your fleet crushes the enemy in space, you will have enough MIs to also do it on the ground.

Further Examples will be added as Playtest results and queries arrive.

18.0
EXTRACTS FROM NOVELS



At this Alpha test stage, no novels as yet exist.

19.0
TIDBITS FROM THE HIGHER LEVEL VERSIONS OF GAME

In the higher levels of the game there are units such as the Stargate – a mighty machine that can hurl whole fleets to distant parts of the galaxy, cargo ships, tugs, and many different new types of warship and other units.  There are more Tactics Cards, and many exciting new rules that enable one to perform diplomacy, intrigue, have alliances, etc.

SUMMARY OF MOST OF THE NEW RULES AND UNITS IN ADVANCED GAME

A large range of new standard ships and non-ship units including:

Battlecruiser, Carrier variants, Command Cruiser, Minelayers and Minesweepers,  Mobile Battlestation, Mobile Shipyard,  Monitors, Occupation Forces, StarGate, SuperFighter,Tug.

A vast array of non-standard units including:

Behemoth, Bombers, Colossus, Derelict, Draconis, Dreadnought, Mobile Fortress, Multiple Screening Ship, Peregrine Hunter-Killer ship, Planet Based Fighters, Prime Ships, Raptor  Dedicated Destruction unit, Shadow ships, specialised exploration and colonization ships, Superships (including the Leviathan Supercarrier), Swarm ships, Teleporting ships, the Stormship.

New unit related rules such as:

Advanced Combat options, Advanced Construction, Battle Mode, Designated Escorts, Fleet Bases, Fleet Formations, Legendary Officers, Secretization, Shipyard types, special Fleet  Detection rules, Specialised shipyards.

New general rules such as:

Activatable Neutrals, Advanced Technology,  Diplomacy Points,  Planetary Resources Self-Development,

Prestige Points, Secret Knowledge, The Phoenix Rule,  “Prehistorical” Campaign, War Economy. 

New components such as:

NegWorld, new Tactics Cards, new Stimulus Cards, Special Stimulus Cards.
SUMMARY OF MOST OF THE NEW RULES AND UNITS IN EXPERT GAME

A range of new standard ships and non-ship units including:
HyperBomb ships, Emergency Docking Unit, Cargo ships, Q-ships, Planetary Attack Destroyer

Non-standard units including:

Hyper Bomb Carrier, Decoy ships, Cerberus TransDimensional Battlestation, Terran Elite MI units, Elite Regular units, EW ships, Assault ships

New unit related rules such as:

Building Shipyards on credit, Damage repair on Shipyards attacked whilst under construction, Dedicated Defensive Weaponry, Maintenance costs, Repair rules, Flagships, Master-Slave ships, Standard Units concept, Advanced Navigation, Spaceswap (crew exchanges), Civil ship crews, Convoy types, Drop Pods, Battle Link, Fleet Formation types, Fighter special rules, Regular Task Force rule, “Dreadnought Effect” rule, Navigation Aberration, Specialised Transports

New general rules such as:

Strategic materials, Special Protectorates, a number of new races and empires, Dummy planets, Supply lines, Human racial secret, new scenarios, Stellar Renaissance multi-game rule, Vital Planets, Grand Invasion, Variant objectives, Hostage worlds and tribute, Alliances, Planetary ratings, Military secrecy, Special FTL communication rules, the Star Tube (special tech of one race), War Zones, Total War, Residual Defense for planets, Planetary Defense Ratings, Space Danger levels, Variant universes, Imperial Policy, Civilization levels, Variant Technology levels, Sabotage, Budgeting, , Propaganda Announcements, Status Points, Pirate Mercenaries

New components such as:

New Tactics Cards, new Stimulus Cards

20.0
OTHER RELATED PRODUCTS & PROPOSED 

FUTURE EXPANSIONS



Fairly rapidly following on from publication of these Basic Rules for GD, there will be an 

Advanced Rules Set and an Expert Rules Set, to be followed on at a later stage by the higher level rule sets.

There also will be the regular publication Galactic Revelations, the magazine for GD players, that will hopefully be monthly or possibly bi-monthly.

Then it is hoped to publish Tactical Level Rules, Roleplaying Game [RPG], novels and technical manuals, card game, and possibly CCG [Collectible Card Game, also known as TCG – Trading Card Game].

The sky (space) is the limit, and would hope also to have a line of merchandise, such as posters, etc.

Also, regular branches of a club for GD players and tournaments/conventions.

Naturally, would also expect that someone would create a computer game version.

If all this succeeds, then can expect to have such things as story anthologies, mechanima movies, TV series and movies, and expanded merchandise.

21.0
SCENARIOS AND CAMPAIGN RULES

These are not available for initial Alpha testing – will be added later.

22.0
GAME VARIANTS

22.1 THE EXPLORATION GAME

In this version of the game the rival empires are not at war with each other, but co-exist

according to an interstellar compact.  Indeed any battles an empire has are more likely to be

against one of its own planets
or breakaway sub-empire than against alien empires.

There will still be trouble versus pirates, intruder ships/fleets and neutral planets in this variant.

Also in this game variant one can explore with single ships, and have misadventures occur to ground parties.  One would investigate mysteries – such as the disappearance of one of your ships or a commercial vessel – explorer, cargo ship, passenger ship, etc, even if a ship of another empire registry disappears in your space – joint investigation with alien representatives.  This lends itself well to the RPG version of game.

Combat between ships of rival empires can be due to misunderstanding or conflict with ships of a rebel faction of an alien empire, or some rough diplomacy where one defeats an opponent ship, not destroy it.

Further details to be added later as full details not yet available for initial Alpha testing.

22.2
THE CONVOY GAME


TTs not being used to transport MIs can transport cargo - $1 cargo per TT.

Go from Capital [M] to other worlds.

Used  to develop Resource Worlds so that they can supply resources.

Under this rule – a Resource World only provided Resources equal to the cargo sent to it.

For example, say a $5 Resource World – if $2 of cargo taken to it, it only provides $2 of Resources each turn.  Need to send another $3 of cargo to it for it to provide its maximum resource value.

23.0
FURTHER INFORMATION AND CONTACTS FOR QUESTIONS


My Email address is ljam@westnet.com.au

Website address is http://rebelmage0.tripod.com/galacticdomination
24.0
DESIGNER NOTES

These have been moved to a separate booklet – the Designer Notebook.

25.0
DEVELOPERS’ AND PLAYTESTERS’ REMARKS



As of this Alpha Test version these comments do not yet exist.

26.0
FEEDBACK AND THE FEEDBACK FORM


26.1
FEEDBACK   KCABDEEF (NEEDS REVERSED LETTERING – not available in WORD)


You may be interested in passing on your thoughts about this game to me.


This can be done via the GDDG, or you may wish to send your opinions directly.


You can be an individual or a play group.

You can send an E-mail or internet note [PM or other]*, or you can use the Feedback Form provided as an Appendix [page 93] to these rules; originally for use by official playtesters but also available for use by any player or play group that chooses to use it.

· this can occur with my website, or can post on your website for me to read (provided I first am informed of your website so that I will know to regularly check it), or on a website that we both visit (eg gameboardgeek where I am MasterPlayer; Spacebattles.com where I am Lord of Angst; Stardestroyer.net where I am B5B7).

27.0
BIBLIOGRAPHY AND FURTHER READING


This section has also been moved to Designer Notebook

28.0
HOW YOU CAN BE FURTHER INVOLVED, AND THE GDDG


Buying this game is just the start of a journey for you***.  There will be game expansions, a magazine for fans/players [Galactic Revelations], E-Zine, novels, and the GDDG.

The GDDG is the Galactic Domination Development Group – the club for players of GD.

There are other possible developments – card game  and RPG versions of the game, etc.


You can be involved in the actual expansion design process by creating new races, etc.


OR Have that keep GDDG for playtesters, and have a GDPG for players.

NO – all players will be considered to be Playtesters in a sense, especially those who choose to join an organisation dedicated to GD.

Galactic Revelations is the magazine for GD players, that can keep you in touch with the latest developments in the game, new Optional Rules, any official rules changes, more background universe details, stories, more scenarios, tournaments  & conventions news, etc.


Initially, this is only available as an ezine.


***  Engage hypnotic effect – you will go on a journey (across the waters) – you will play

        GD, you will buy the expansions, you will obey the Galactic president.

29.0

ABBREVIATIONS

ITEM

MEANING









#

number/numeral

$

Stellar

ADS

Attack And Defend [‘Parry’] System

AF

Attack Factor

AG

Advanced Game [the second level rules of GD]

AR

Advanced Rules [the second level rules of GD]

ARo

Attack Roll or Attack rating

AS

Advanced Screening

AV

Attack Value

BB

Battleship

BBS

Super Battleship

BBX

Prototype Battleship [literally Battleship, eXperimental]

Ber

Berserker

BG

Basic Game [the first level rules of GD]

BR

Basic Rules [the first level rules of GD]

C3I

Command, Control, Communications & Intelligence –[central orders]

CA

Heavy Cruiser [literally Cruiser, Armoured]

Cr

Credit

CS

Consort ship

CU

Combat Unit

CV

Carrier

D10

ten-sided die

D6

six-sided die

DC

Defensive Cover

DD

Destroyer

Def

Defense

DF

Defense Factor

DH

Discovery Hex

DM

Damage Marker

DR

Defense rating or Defense roll

DSS

Defense Splitting System

EF

Exploration Fleet

EG

Expert Game [the third level rules of GD]

ER

Expert Rules [the third level rules of GD]

ES

Escort ship

EW

Empire World

FF

Frigate

Ftr

Fighter

FU

Fixed Unit

FW

Free World

GB

Galactic Bank or Galactic Banker

GBDS

Ground Bases Defense System

GBU

Ground Based Unit

GD

Galactic Domination

GMG

GrandMaster Game [the fifth level rules of GD]


GMR

GrandMaster Rules [the fifth level rules of GD]

GR

Galactic Revelations [the magazine for GD players]

GS

Guardship

HP

Hit Point

ID

Identity or identify

IF

Imperial World

IFF

Identity Friend or Foe

KW

Known World

MG

Master Game [the fourth level rules of GD]

MI

Mobile Infantry

MO

Military Outpost

MR

Master Rules [the fourth level rules of GD]

n

a digit/number such as 1 or 2 or 3, etc.

NW

Neutral World

ODS

Orbital Defense System
OR

Optional Rules

PH

Planetary Hex

PK/SS

Priority Kill/Screening System

PKS

Priority Kill System

PT

Priority Target

RA

Raidship [literally Raider, Armoured]

RC

Resource Chart

RiW

Richworld

RSA

Racial Special Abilities

RW

Resource World 

SC

Stimulus Card

SCd

Space Cloud

SCl

Ship Class

SCS

Simplified Combat System

SCu

Screening Units or Screened Unit

SCW

Sub-Capital World

SF

Secret Fleets

SH

Special Hex

Sn

Squadron n

Spd

Speed

SS

Space Storm or Space Swirl

SY

Shipyard

TC

Tactics Card

TFn

Task Force n

TGn

Task Group n

TS

Turn Sequence

TT

Troop Transport [Troopship for short]

UG

Ultimate Game [the sixth level rules of GD]

UR

Ultimate Rules [the sixth level rules of GD]


UW

Unknown World

VC

Victory Conditions

VP

Victory Point

WaC

Capital Warship

WaCN

Non-Capital Warship

WoC

Capital World

WoCN

Non-Capital World

WS

Warped Space

30.0
GLOSSARY

BASIC LEVEL DEFINITIONS/GLOSSARY

+1 combat bonus or +1 attack bonus  –  each affected unit is treated as if it had an attack factor






    one greater than its normal factor.

+1 Defense = 1 more Defense rating.

-1 Defense = 1 less Defense rating.

Attacker – 
in a combat, when you are firing you are the attacker and your opponent is the Defender; when opponent is firing at your forces then he is the Attacker and you are the Defender.  As a usual state, in a normal combat both players will have the roles of Attacker and Defender simultaneously.

Attack Factor – the attack rating of a unit, usually a number between 4 and 8 inclusive; it represents

  both the number of attacks that unit gets and the number it has to roll equal or less

  than to have a successful hit for each of its attacks.  Each successful hit in an attack

  does 1 damage,  which reduces Defense rating of target unit.

Battleship [BB] – a large warship with impressive combat capability, can transport MI units

Capital Warship – a warship of Size 5 or greater [BB, CV, GS, RA]

Capital World – Capital or Sub-Capital planet.

Carrier  [CV] – a unit that can carry Fighters.

Combat Unit - of three types: Ground Based Unit, Space Attrition Unit, Space Battle Unit

Command Base – an immobile battle unit with C3I functions of a Capital ship

Conquered – occupied by only your Ground Based Units, or visited by you & no enemy occupants

Consort ship – another name for an escort ship but one that is itself also a Capital ship

Credit – small, everyday currency of the GD universe [not relevant to the macro scale of the game]

Defender – see Attacker

Defense – a number, usually between 1 and 8 inclusive, that represents how much damage a unit

can take before it is destroyed.

Destroyer [DD] – small, solid warship, can escort CAs and BBs.

Empire of the Mind – an ancient galaxy spanning entity that existed a couple of hundreds of

thousands of years ago. Although it itself no longer exists in terms the player races can understand, it still exerts great influence through the legacies it has left to the other races of the galaxy.  The main one is Intergal, a complex communication protocol that enables races alien to each other to be able to talk to each other.

Escort ship – a ship that accompanies a more important unit to provide it (other unit) protection

Fighter [Ftr] – a relatively small warship that is transported across interstellar distances by a Carrier

Fixed Unit – a unit that once it is created stays where it was created [SY, GBDS]

Fleet – one or more ships of one player, in same hex  

Frigate [FF] – small, fast warship; can escort Carriers, Troopships and Raidships

Ground Based Unit – MI, GBDS

Ground Based Defense System [GBDS] – a planetary defense network located on planets

Guardship [GS] – a large warship unique to one race [the Gromar Empire], can transport MIs

Heavy Cruiser [CA] – the largest non-Capital warship; can escort Battleships and Guardships

Mobile Infantry [MI] – a ground combat force of  powered armored flying soldiers

Nation, Race, Empire – a side in the game, controlled by a player

Neutral – not currently occupied (nor controlled) by any player.

Non-Capital Warship – a small warship [of Size 4 or less] [Ftr, FF, DD, CA]

Non-Capital World – any world except a Capital World.

Old Empire – an empire that existed prior to the existence of the player empires, also known as an

ancient empire; probably extinct but may be remnants of it still existing.

Opponent or enemy – any other player.  In certain circumstances a non-player planet or fleet.

Planetary Hex – a hex containing a resource-producing world [or other game affecting large body]

Raidship [RA] – a large warship unique to one race [the Gromar Empire], can transport MIs

Resource World – a world that regularly provides Stellars.  Does not include Capital Worlds

      [even though they produce Stellars].

Ship – any ship, including Fighters.

Shipyard [SY] – the unit that constructs ships

Space Attrition Unit – Fighters [Is a sub-category of Space Battle Unit]

Space Battle Unit – ships with attack rating – all ships in Basic game [except Troop Transport]

Space Hex – an empty hex, also called a vacant hex.

Special Hex – a non-empty hex that does not have a Resource Planet in it.

Squadron – a small fleet of 6 or less ships, also a group of 6 or less Fighters.

Static Unit – non-self-mobile units, that can be moved by other units [Ftr, MI]

Stellar – the large economic transactions money of the GD universe, the measure of Resources,



uses the symbol $.

Task Force – a unified fleet dedicated to one mission (can be divided into Task Groups).

Task Group – an independent fleet performing a sub-mission, that is part of a Task Force.

Teleporting – movement using Teleport device or Hyperdrive.

Troopship [TT] – a unit dedicated to transporting MIs.

Troop Transport [TT] – official term for Troopship.

Unit – a ship or other produced item of spaceship size, includes Fighters, GBDS, MI, SY

Warship – a combat ship, a ship with an attack rating > 0. Includes Fighters.[All Basic game ships, 

 except Troop Transport]

SPECIAL NOTE

Mobile Infantry – that sounds familiar.

Oh yeah, they were in some movie recently weren’t they?

Yes and no – actually they are from a book I have read half a dozen times – an old SF classic by the late Robert A. Heinlein, author of classic SF novels such as Tunnel in the Sky, Time for the Stars, Double Star, etc, etc, and also of a novel called ‘Starship Troopers’ – oh yes, that is a familiar name – it is a movie!  Well, there was a movie – quite amusing, likeable and yet also deplorable

[incidentally, there is a sequel to this movie called ‘Starship Troopers: Hero of the Federation’;

I haven’t seen that yet, so don’t know what it’s like; and also a TV series (also unseen by me)].

Anyway, my MIs are like the ones in the book – equipped with power armour – except like the ones in the movie mine get to planet surfaces via shuttle, though they do also have drop pod capability.
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APPENDIX B

EXPLANATION OF NATURE AND USE OF BATTLE TABLES

Amongst the player aids for this game are loose sheets called Battle Tables.

These contain a table  in which the first column will either say D20 ROLL or HITS.

The other columns will have unit attack ratings and the associated units with that Attack Value, and then various numbers on each row.

With the tables where the leftmost column is headed D20 ROLL, there will be the numbers 1 to 20 in that column (representing the number rolled on a D20 roll), and the numbers in the other columns are the corresponding quantity of hits scored by the appropriate unit (as chosen by selecting the correct column).  Note that some columns represent the hits scored by multiple units (usually fighters).

Example of top of such a Battle Table:

	D20

ROLL
	4*
	4
	5
	6
	7
	8
	9
	4* x 3
	4* x 4
	4* x 5
	4* x 6
	6+6
	8+8

	
	1 Ftr
	2 Ftrs
	GBDS
	CA
	
	BB
	
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	RA
	

	
	
	FF
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	CV
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	1
	0
	0
	0
	1
	3
	4
	6
	0
	1
	1
	2
	4
	9

	2
	0
	0
	1
	2
	3
	5
	7
	1
	1
	2
	3
	5
	10

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	0
	0
	1
	2
	3
	5
	7
	1
	2
	2
	3
	5
	11


Example: if D20 roll result was a 3, then a BB would score 5 hits, a CA 2 hits and a DD 1 hit.

With the tables where the leftmost column is headed HITS, there will be the numbers 0 to 16 in that column (representing the quantity of hits scored), and the numbers in the other columns represent the range of rolls required (usually on % dice, but some use D20 if that is your preference) for the appropriate unit to score the requisite number of hits.

Note that some columns represent the hits scored by multiple units (usually fighters).

APPENDIX
G
GAME DISPLAY ON TABLE

[NOTE: I HAD THIS IDEA ABOUT APRIL/MAY 2004 WHEN I WAS TESTING PLAY WITH MAP AND CHARTS OF GD, A TWO PLAYER TEST GAME USING A CARD TABLE ON WHICH IT WAS BARELY POSSIBLE TO FIT THE MAIN ITEMS, AND SOME NEEDED TO BE PUT ON A SPARE CHAIR – I DECIDED THAT I WOULD INCLUDE DISPLAY PLANS FOR HOW TO LAYOUT MAP AND CHARTS AND OTHER COMPONENTS FOR VARIOUS NUMBERS OF PLAYERS USING VARIOUS SIZE TABLES.

I NOTICE THAT TWILIGHT IMPERIUM 3RD EDITION HAS SOMETHING SIMILAR, BUT I THOUGHT OF THIS IDEA INDEPENDENTLY – AS WITH MANY IDEAS IN MY GAME THAT YOU MIGHT HAVE ALSO SEEN ELSEWHERE].

Is not exactly the same – is simply the suggested player area layout for one player (p9 of TI3 rulebook).

APPENDIX M

MOVEMENT CHART FOR USE WHEN SPEED 5 UNITS

	SEGMENT
	UNIT SPEED

	
	1
	2
	3
	4
	5

	1
	-
	-
	-
	1
	1

	2
	-
	-
	1
	1
	1

	3
	-
	1
	1
	-
	1

	4
	-
	-
	-
	1
	1

	5
	1
	1
	1
	1
	1


MOVEMENT CHART FOR USE WHEN SPEED 6 UNITS

	SEGMENT
	UNIT SPEED

	
	1
	2
	3
	4
	5
	6

	1
	-
	-
	-
	-
	-
	1

	2
	-
	-
	1
	1
	1
	1

	3
	-
	1
	-
	1
	1
	1

	4
	-
	-
	1
	-
	1
	1

	5
	-
	-
	-
	1
	1
	1

	6
	1
	1
	1
	1
	1
	1


These charts are unlikely to be needed.  Are only for very rare circumstances.

APPENDIX N

TERRAN ALTERNATE NAVAL OPTION

In the Basic Game, in general all empires have been given the same units (with a minor exception for Gromar Empire in regard to a couple of units).

However, one would expect that each race might have units with unique strengths and weaknesses, reflecting the technological emphases and design philosophies of that race.

As an example of such, this section has uniquely flavoured Terran Naval units, based on a philosophy of concentration on Defense at the price of reduced Attack for most of their units.

Here is a Table showing the consequences of this – note that units retain same cost and speed as for general units of their type.

TYPE
Standard Ship

Terran Ship

TYPE
Standard Ship

Terran Ship

          
Attack/Defense
Attack/Defense
          
Attack/Defense
Attack/Defense
BB

8 / 7


7 / 9

TT

0 / 3


SAME

CA

6 / 5


5 / 7

GBDS

5 / 4


SAME


DD

5 / 4


4 / 6

SY

0 / 10


SAME

FF

4 / 3


3 / 5

Ftr

4* / 1


SAME

CV

4 / 4


3 / 7

MI

4 / 4

      SPECIAL -












      SEE BELOW

NON-STANDARD UNITS [OPTIONAL RULES OR ADVANCED GAME UNITS]

CL

5 / 4


4 / 6

SM

6 / 5


5 / 7

CS

6 / 5


5 / 7

LM

8 / 7


7 / 9

BC

7 / 6


6 / 8

CVA

5 / 5


4 / 8

CC

7 / 6


6 / 8

CVB

6 / 6


5 / 9

COUNTERS FOR THE ALTERNATE TERRAN UNITS ARE PROVIDED IN THIS GAME BOX.  NOTE ALSO COUNTERS PROVIDED FOR SOME UNIQUE TERRAN UNITS CREATED AS A RESULT OF THESE ALTERNATE RULES – SEE BELOW.

When the Terran player builds one of these racially different units listed above [this of course excludes TTs, GBDSs, SYs and Ftrs (and also for purposes of determining this compensation also MIs)] he receives one Compensatory Point for each such unit built.

A record of how many Compensatory Points is kept by use of special  CP Tokens.

These Tokens come in 1, 3, 5, 7 and 9 denominations.

During Units Placement Phase the Terran Player can trade in any of these CP Tokens to receive certain special units:

if trades in 5 value of tokens he receives a Patrol Corvette [PC] – a speed 3, 2 / 4 unit;

if trades in 10 value of tokens receives a Tactical Escort [ET] – a speed 2,  4* / 5 unit.

As a general situation Terran MIs are 4 / 4 units like those of other races; however, if after paying his $1 to get one of these he also trades in 5 CP Tokens,  then instead he will receive a 5 / 5 MI unit.

If Terran player builds a unit that entitles him to receive a CP Token, but can not place the built units on map – due to say blockade or enemy invasion, he still receives the CP Token.

Also can trade in tokens as normal to receive special unit, and place such special unit(s) in a planetary hex controlled by you [IF otherwise can not normally place them].

There are two units that are a special exception – the Terran CVA and CVB – if Terran player builds one of these units, then instead of receiving a CP Token, he must also pay a CP Token when pays for one of these units [Note: these are Advanced Game units – not in Basic Game].

IF USING ALTERNATE TERRAN NAVAL OPTION and also the OPTIONAL ACTIVE DEFENSE RULE, then note that the Terran Alternate BB can have TAD – Triple Active Defense.

APPENDIX P
MISCELLANEOUS EXTRA NOTES
GD COMPETITION
Of all the GD races, the Terran Empire is the most advanced in the realm of the biological sciences.

One other race has a level of biosciences above that of the other races, but inferior to that of humans.  This race builds organic ships (some of which it sells to some other races).

Organic ships have some superiority over the normal type of inorganic ship.

Yet humans build and operate standard (ie. non-organic) ships.

This is a mystery!

Can you solve this mystery?

Prizes for the best solutions, with a Grand Prize for any solution that stands out.

BACKGROUND UNIVERSE – ADDITIONAL NOTE

Your empire has discovered many more resource worlds and colony worlds than the ones your exploration fleets discover; these are discovered or have been discovered previously by other exploration fleets of your empire, and either produce only minor resources or have all their production going to the civilian budget, &/or have non-military colonies.

BACKGROUND UNIVERSE – SPECIAL NOTE

For hundreds of thousands of years huge numbers of planets throughout the galaxy have been used as depots for supplies of hull metal and ship fuel – these are the planets the players seek – also seek colonisable planets [sometimes are same planet – in which case are of very strategic value – this is simply represented in Basic Game by these planets being given a high resource value].

The Glommerian Expanse

This occupies most of the galaxy.  It is a loosely knit alliance of races far apart from each other.

It is possibly an inheritor of some of the aspects of the Empire of Mind.  It’s ‘legal’ beneficiary.

PLANET NAMES [RENAME OPTION, RACIAL]

The planets have each been assigned a name (although not in this playtest version).  One can provide a rationale for this in that all races are using ancient charts of a forerunner race, or some other rationale of your choice.  With this option, when a planet is discovered/occupied it has no name, unless has a native species.  So the first occupiers of that planet give it a name.  If another race conquers the planet [or buys it, etc. eg. grabs it after it has been abandoned by original occupiers] they can retain that name or give it one of their own.

There are two options here also – there is a list of planet names for each race which can be used or players can make up their own names, perhaps using names of favourite planets in fiction.

GENERAL TEMPORAL STRUCTURE OF GAME

Turns 1 – 3
Empire Development Period

Turns 4 +
Expansion Period

Turns 7 +
Conflict [War] Period

RACIAL SHIPS NATURE

One race has ships that look deadly/dangerous

One race has gone for graceful lines [humans]

One race has ships that have baroque beauty

One race has ships of extreme functionalism

GAME PLAYING TIME – ORIGINAL VERSION

MUST MAKE AN ESTIMATE OF THIS EG 2 – 3 HOURS

ALSO PLAY AGE LEVEL – ADULTS AND VERY SMART CHILDREN

NUMBER OF PLAYERS 2 – 8

APPENDIX R
NON-PLAYER PRESENCE AT GAMING TABLE

GNS [GALACTIC NEWS SERVICE] NEWS REPORTER

There may be a person or people present at the game who for some reason or other are not playing the game but are observing it.  Instead of being passive observers or even kibitzers [non-player who makes loud comments about the gameplay – sometimes derogatory], this person/ these people can be news reporters. ie. they treat the events of the game as if a real world event like war correspondents do.

In this role they can say or even write or record vocally what happens in the game, embroidering it with some detail to make it ‘exciting’ breaking news. eg. say Stimulus Card ‘Galactic Uprising’ comes into effect, and one player chooses to sacrifice a SY, then can have GNS local correspondent say something like this:

“This is Lewis Mailey, at Sansosa Spaceport in Glaxon City on planet Heravon.  Above me, where once was the impressive bulk of the orbiting Blanteris Shipyard, there is now only a spread of brilliant pebbles.  A contact within the Lumenite military has informed me that the destruction of the Shipyard was caused by sabotage by agents of the infamous Yula Grik movement.

I will be able to pass on more details shortly.  Lewis Mailey, signing out for GNS in Glaxon City.”

“Chrissie Black reporting for GNS from Lumenite SpaceForce Headquarters.  Marshall Framon today announced that those terrorists responsible for the destruction of the Blanteris Shipyards would be tracked down and punished with the full might of Lumenite military justice.”

APPENDIX S

UNIT TABLES FOR UNITS FROM ADVANCED VERSIONS OF GAME

ALSO INCORPORATES UNITS FROM OPTIONAL RULES

SHIP VALUES
UNIT

FF

CL

CS

CB

DD

CA

CC

BB

Ftr

SFtr

SM

LM

CV

CVA

CVB

CVC

CVD

CVE

Tug

Btug

GS

RA

SCS

NSCS


SHB

MHB

LHB

ML

MS

SK

TT



SPEED

3

3

3

3

2

2

2

2

0

1

0

0

3

3

2

2

2

2

2!

2!

2

3

2

2

1

1

1

1

1

3

3


ATTACK

4

5

6

7

5

6

7

8

4*

4

6

8

4

5

6

6

7

4

0

4

6

6+6

8

7

0

0

0

0

3

9^^

0


DEFENSE

3

4

5

6

4

5

6

7

1

2

5

7

4

5

6

6

6

5

2

3

8

5

5

6

4

5

6

2

4

3

3


SIZE

3

4

5

6

4

4

5

6

½

1

3

5

9

10

10

6

5

6

1

2

5

6

7

6

4

5

6

4

4

3

3


COST

3

5

7

9

4

6

8

10

1

2

3

5

6

8

8

7

8

5

2

4

7

8

8

9

8

10

12

6

6

4

2


REMARKS

Can carry 1 MI

Can carry 2 MI

Can carry 1 MI

Can carry 2 MI

2 attacks/round

Can carry 12 Ftr

Can carry 20 Ftr

Can carry 16 Ftr

Can carry 4 Ftr

Can carry 2 Ftr

Can carry 6 Ftr

Can carry 2 MI

Can carry 2 MI

Can carry 8 Ftr

cc 4 Ftrs & 1 MI

3 attacks/round

Can carry 4 MIs

1 SFtr can substitute for 2 Ftr in all Carriers and SCSs.

CVB and SCS might not be needed.

APPENDIX S  [continued]

UNIT TABLES FOR UNITS FROM ADVANCED VERSIONS OF GAME

ALSO INCORPORATES UNITS FROM OPTIONAL RULES

UNIT

SPD
ATT
DEF
SIZE
COST
REMARKS






EDU

0
0
1
2
1/3
3 EDUs for $1

GBDS

0
5
4
2
2

SY

0
0
10
36
20

SG

0
0
10
10
15

MRU

0
0
4
8
6

MSD

0#
4
4
8
10

MBS

0#
8 + 8
8
8
12

MH

0
0
60
30
8

SCo

1
0
1
2
1
Can carry 2 MIs and 2 non-combat ready Ftrs

MCo

1
0
2
4
2
Can carry 4 MIs and 3 non-combat ready Ftrs

LCo

1
0
3
6
3
Can carry 6 MIs and 4 non-combat ready Ftrs

SQ

1
4
2
2
2
Can carry 1 MI and 1 non-combat ready Ftr

MQ

1
5
3
4
4
Can carry 2 MIs and 2 non-combat ready Ftrs

LQ

1
6
4
6
6
Can carry 3 MIs and 3 non-combat ready Ftrs

FCo

2
0
2
3
2
Can carry 2 MIs and 2 non-combat ready Ftrs

FQ

2
4
3
3
3
Can carry 1 MI and 1 non-combat ready Ftr

TTQ

3
3
4
3
3
Can carry 3 MIs

MI

0
4@
4@
0
1

OF

0
3@
2@
0
1

FtrX

0
6*
2
½
2
2 attacks/round

FtrR

0
2*
1
½
1
2 attacks/round

MF

0
1
1
1/6
1/3
3 MFs for $1

BBS

2
9
9
8
12
Super BB Formidable  Can carry 4 MIs
CFS

?
?
?
?
?
Super Mothership Gargantua

CF

3
6
5
?
?
Mothership Goliath

BBX

3
8
9
9
15
Super BB Grendel  Can carry 4 MIs

BF

0
9 + 9
12
10
20
Battle Fortress Indomitable

ND

na
5 x 4
20
na
10
Super Defense Network Kraken

CVS

3
4
8
15
12
Super CV Leviathan  Can carry 60 Ftrs

TTS

2
4
8
9
10
Super TT Nemesis  Can carry 12 MIs & 4 Ftrs

MonS

0
9
9
7
8
Super Monitor Redoubtable

APPENDIX T  SIMPLE PROVISIONAL TACTICAL LEVEL COMBAT

BATTLE SYSTEM

To still be done at this alpha test stage.

Note that  pre-tactical designs (ie details greater than at strategic level, but less than full tactical) for ships are in Designer Notebook.

PLAYER INFORMATION SHEET – BASIC GAME

UNITS DATA

	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	
	
	
	
	
	
	

	FF
	3
	4
	3
	3
	3
	

	DD
	2
	5
	4
	4
	4
	

	CA
	2
	6
	5
	4
	6
	

	
	
	
	
	
	
	

	BB
	2
	8
	7
	6
	9
	Can carry 2 MIs

	GS
	2
	6
	8
	5
	7
	Can carry 2 MIs

	RA
	3
	6 + 6
	5
	6
	8
	Can carry 2 MIs

	
	
	
	
	
	
	

	CV
	3
	4
	4
	9
	6
	Can carry 12 Ftrs

	Ftr
	0
	 4*
	1
	½
	1
	2 attacks/round

	
	
	
	
	
	
	

	TT
	3
	0
	3
	3
	2
	Can carry 4 MIs

	MI
	0
	  4 †
	  4 †
	0
	1
	

	GBDS
	0
	5
	4
	2
	2
	

	SY
	0
	0
	10
	36
	20
	

	
	
	
	
	
	
	


	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	CL
	3
	5
	4
	4
	5
	

	CVC
	2
	6
	6
	6
	7
	Can carry 4 Ftrs

	SFtr
	1
	4
	2
	1
	2
	

	FtrR
	0
	 2*
	1
	½
	1
	2 attacks/round


	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	FtrX
	0
	  6*
	2
	½
	2
	2 attacks/round

	SG
	0
	0
	10
	10
	15
	

	MF
	0
	1
	1
	1/6
	      ⅓  ##
	‘away with the pixies’

	TTQ
	3
	3
	4
	3
	3
	Can carry 3 MIs


##  one gets 3 MFs for $1.

APPENDIX V  BATTLE GROUP CARDS and the Battle Group Concept

Instead of buying individual ships [that are then placed on Fleet Management Sheet - associated with appropriate Fleet ID Number], players can buy [or build by combining existing separate ships] Battle Groups [BGs].

Each BG for a race has an associated BG Counter for use on board in same way as Fleet Counters.

The difference is that when have a combat involving a BG you use Ship Counters from the unbought ships pile, or a matching BG Card [with which use Damage Markers] in similar fashion to use of a Battle Sheet.

EXAMPLE BG CARDS



































EXPLANATION OF CARD









The CV and 2 FFs, and 4 Ftrs outlined in Black







black are the minimum units covered by 

this card.  As such the card has a cost of 16.  The blue squares are ticked to show that have these units.

One can optionally also have an extra FF and upto 8 more Ftrs.

Tick green square if have the extra FF.

The numbers in first line at bottom of card are costs for associated number of fighters together with base ships, and the second line is associated costs when have those fighters and also the extra frigate in addition to base units.

Circle appropriate number with a pencil.






So for instance if have the CV & 2 FFs & 8 Ftrs, then would circle 20, and pay $20 for this card.

If later, add the extra FF & 4 Ftrs, then would circle the 27, and pay the additional $7 [& also tick the green square].

If a unit is destroyed, then would in case of ships cross the appropriate blue or green square, and for Ftrs simply cross the Ftr square.

If later replace units (paying appropriate cost), can rub out appropriate crosses.

If buying an odd quantity of fighters, pay the cost, and cross out extra fighter shown as if it was destroyed. eg. you buy 3 extra fighters for a total of 7 Ftrs for this CV – pay the $16 + $3 = $19, circle the 20, and cross out one of the rose coloured squares above the 20 number.

If have bought MI units for a BG, then circle in pencil the +n on the cost line corresponding to

the number of MIs you are paying for.







FEEDBACK FORM
NOTE: There is a detailed Playtest Form available in the loose forms for this game – collected with other forms into the file – USEFUL FORMS.

This Feedback Form is a simple template that you can use for a brief input about the game, or you can ignore this and simply write your own thoughts.

If I have a brief profile of who/what you are, I can then evaluate your response so as to take into account that responses from certain similar groups of people may yield useful data about how particular groups feel about the game.  That way may be able to tailor variants of the game to suit specific groups.

NAME:

GD RESPONSE NAME (**):

LOCATION (^^):

CONTACT (##):

MATRIX (++):

AGE:

SEX (optional):

OTHER (anything else you wish to add):

FEEDBACK (YOUR COMMENTS):

FEEDBACK (YOUR QUERIES):

** if you do not wish to use your real name, you can use a name you have made up specifically for this 

purpose or your Username from a favourite Website Forum.

^^   your country and state, and preferably also city/town/suburb.

##  your Email address or some other way to answer your input, if you want a reply.

++  this is a way of letting me know where you are coming from with your response, so list some of 

your favourite movies/TV series/books/authors/games/hobbies/whatever, AND/OR your 

experience with gaming – particularly space games &/or board games &/or wargames

[may also add favourite game authors/creators/designers/critics/reviewers/game groups/game websites &/or forums].
















































































































TERRAN


EMPIRE





ROLL 1D6:





1-3 	Free World


4-5	Neutral World


6 	Pirate Fleet





TERRAN


1ST FLEET


SPEED 3





D








SPACE


STORM 1


[B]








WARPED


SPACE 0


[A]

















YOU RECEIVE $20





DRAW TOP FIVE TACTICS CARDS FROM TACTICS CARD DECK – KEEP ONE, PUT REST ON BOTTOM OF TACTICS CARD DECK














O   NOPAL


      SUB-CAPITAL R5








O  SERRIS


EMPIRE WORLD R3





O   EARTH


        CAPITAL [M] R8








O  MARS


        CAPITAL [S] R4











ROLL 1D6:





1 	Free World


2-3	Neutral World


4 	Pirate Fleet


5-6 	No Encounter





4





ftr





ftr





ftr





CV





ftr





BB





FF





FF





FF





FF





CA





CA





ftr





ftr





ftr





ftr





CV





B





E





C





F



























































3





1





2





3





2





2





4










































































DM


  4








 $1





DM


   1











DM


   2








 $5





DM


   3




















 $10





DM


  5





DM


   7





DM


   6





DM


   8































































































































































































3




















Your fighters can do Ground attacks – one per combat per fighter [ie. 2 hit attempts @ 4- per fighter].





In response Defender’s MIs have a chance to kill one fighter – if on a 1D10 die roll they roll equal to or less than number of MIs on planet.








In Tactics Card Draw Phase you draw 2 Tactics Cards, keep 1, & shuffle other into Tactics Card deck.





I Choose My Destiny





CUNNING





COST: YOUR FIGHTERS COST


 $2 EACH.














      [B]





SERENDIPITY





I Choose My Destiny





OPTIONS





COST: YOUR EXPLORATORY


FLEET IS WORTH ONLY


$12, INSTEAD OF $32.








DEAD


SPACE


[C]











































































































































































































































































































































































































































































































BG	  S 07


BB GROUP


SPEED 2





BG	  S 01


CV GROUP


SPEED 3





BATTLE GROUP CARD	COST  30


BB GROUP 			SPEED 2








BB








BB








DD








DD





DD








MIs	





COST	   +1	   +2	   +3	    +4

















         





BATTLE GROUP CARD


CV GROUP – HEAVY	SPEED 2





CV	








BB





CA








CA








DD








DD




















        	39	  41	  43	  45	   47


      


MIs





COST	   +1	   +2	   		





BATTLE GROUP CARD	SPEED 3


FAST ASSAULT GROUP – LIGHT	





				


CV








TT





FF	








FF	








FF




















         	   18   	   20	    22	     24	     26


         	   21    	   23	    25	     27	     29





MIs





cost	+ 1	+ 2	+ 3	+ 4





BATTLE GROUP CARD


CV GROUP – LIGHT	SPEED 3





CV








FF	








FF	





FF























         	   16   	   18	    20	     22	     24


         	   19        21	    23	     25	     27








MOVEMENT


MARKER





TURN


MARKER





RESOURCE


CHIT





$20





RESOURCE


CHIT





$5





RESOURCE


CHIT





$1





  PLAYER RESOURCES REGISTER
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CA



























































CA	SC3





6     [2]	    5






















































































































































































































































































































































































SACRIFICE $10 WORTH OF UNITS











RISK


CARD





COST $10











RESOURCE


CHIT





$3





RESOURCE


CHIT





$10





RESOURCE


CHIT





$30














SPACE


STORM 2


[B]








WARPED


SPACE 2


[A]








A





























2  CA





6     [2]	    5








SPACE


SWIRL


[B]








SPACE


CLOUD


[A]









































































































































































































































(1)  MASTER THIEF  FREEZE





Select an opponent, look at his Tactics Cards, and take one for yourself.


Play after Tactics Card Draw Phase.




















(2)  SPACE DISCOVERY





You may place one Special Hex in any one vacant hex on the map.























TERRAN


EMPIRE




















DEFENSIVE


COVER


[A]





(2)  COUNTER-AGENT	#





When an opponent plays a card with this logo - <>- in its top right corner, you may cause that player to discard that card without it having any effect.




















(1)  SUPERWEAPON  UNIQUE





Place Superweapon Hex under one of your planets.


If any enemy unit enters one of the six hexes around that hex, then roll a 1D10 – on a 1 or 2 that unit is destroyed.  Roll for each enemy unit.


Is destroyed if enemy occupies that planet.




















(1)  GALACTIC SPIRIT	<>





Counter a Stimulus Card.


That Stimulus Card is discarded without having an effect.














(1)  PROTOTYPE SUPER BB





Play during New Unit Placement Phase.  You receive one free Super BB [BBX], as per available counter.


Can appear at one of your Capital Worlds or one of your Shipyards.  Does not use any Shipyard capacity.
































TACTICS


CARD














STIMULUS


CARD





INTERLUDE





Something is making the top echelon of all empires nervous.


No non-player planet may be occupied during this turn.





  ECONOMIC BOOM





All players’ total production for this turn is increased  – each player receives an extra $10 in the


INCOME PHASE of this turn.





 CONCEALMENT
































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































