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SECTION A
INTRODUCTORY DESIGN NOTES

WHY I AM CREATING THIS GAME
I have been an SF fan since I was a child, and I have read thousands of SF novels and short stories, and also a large number of books and articles about SF.

Of course I have seen most of the movies and TV series (but not some of the recent ones like ‘Andromeda’).

I also have an interest in military matters – the technology, the strategy, the history, etc., and a general interest in history, science, technology, philosophy and games.

There are relatively few SF space wargame boardgames, and it is only in past decade that they have really taken off – with 1997’s ‘Twilight Imperium’ being the prime example.

Though this has some innovative aspects – mainly the German-game derived geohexes as found in the famous ‘Settlers of Catan’, and the Tech Advances, it is generally a pretty standard-like game.

‘Galactic Domination’ is fairly standard in its Basic Game formulation too, but at higher levels of the game it will deviate more from the standard patterns.

This means that ‘Galactic Domination’ still has ships moving around on a map and fighting each other.  One could have radically different things happening as an alternative to this so as to be “innovative” but I do not believe in being innovative for its own sake, and such a game would be abstract [such as the recent ‘J.U.M.P. into the Unknown’ game (‘unknown’& unsuccessful is this)].

In a sense, ‘Galactic Domination’ is a reaction to ‘Twilight Imperium’, which though it is a good game is not the game I want to play [there is a new third edition of TI but I haven’t looked at it yet**].

I have also since 1980 been a RPGer (ie a player of Role-Playing Games – the real pen, paper and dice ones, not the PC games that have been called RPGs).

It is fascinating to realise that though there have been some advancements in RPGs that basically there has been little advance, especially with commercially available games – most innovation occurs with individual playing groups with house rules.

What this means, and consider this, my true source of inspiration is not in games but in SF stories, is that I wish to have adventures in my space game playing like in the stories.

The Basic Game doesn’t really achieve this – but it is the foundation upon which the higher level games can be laid, that will bring such elements as can be found in the best SF novels into play.

Further I like the concept of playing a strategic game, and that is why I like board wargames.

I also like various card games and other types of games, and each has its own aspects (for instance, I am basically the top player at my local bridge club, however I only play once a fortnight, as I do not have a strong passion for it – though I still like reading bridge books and looking at the bridge columns in the weekend newspapers).

There is a lot of potential in PC games, and I will certainly want to go there with my GD universe, if suitable developments occur with PC game design.

So basically what I am doing is offering an alternative game for those who like space strategy games and find there is little choice out there at present – especially since all currently existing space boardgame games are basically only boardgames, with no further horizons – though FFG (the makers of TI) did produce an RPG version of TI, but I don’t think this was very successful.

[here’s a small joke – success is when GURPS creates an RPG sourcebook for your books or game].

My intent is to bring forth a full flowering with GD – the boardgame itself, the game in other game  forms, and novels and other media set in the GD universe.

To simply create a game is easy, to create a good game is hard, to create a great game is improbable ¥.  However, it has been done in the past with other game types.

Have I succeeded with GD in achieving such?  That is for gamers to judge.

** 
since writing the above have obtained TI3 – it has some interesting aspects, and at some near 
future time I will see what it really is like, but it has had no influence on my creation of GD.  I have done some analysis of it, as I have also done for two previous editions – and I will publish these sometime soon.  Suffice for now to say that TI still has some basic problems that have not been resolved despite radical changes in several aspects of it.

¥
of course, if had an IID – infinite improbability device - from HHGG, then it should become 


automatic.

DESIGN NOTE ONE
[note that this is a repeat of what is in Basic Rulebook but it is also put here as it is fundamental to understanding the design process]

In designing this game I have been careful to attempt to make it realistic in terms of time in the game universe, size of ships and other units, quantity of forces, economics.

I have also wished to avoid the abstraction of the empires suddenly springing into existence from nothing and so each is assumed to have existed for some time and at varying rates built up to a level where they are forced to compete with each other.

[In ‘Historical’ Scenarios this is made even more realistic, by having some empires more developed (ie. older and bigger) than some of the others].

Also resources do not spring out of nothing but must be discovered, developed, and (in Advanced Rules) if necessary transported.

So, for instance, an MI unit represents 500 elite power-armored soldiers, each equivalent to 10 regularly trained and equipped soldiers.  So an MI unit is equivalent in combat might to 5,000 soldiers [ie. a regular division], yet only requires transport equivalent to that for 1,000 regular soldiers [their power-armor takes up extra space].  However, those regular soldiers, apart from consuming more resources, would also need vehicular and armored support to make them fully combat capable, so that makes the space saving and economies of the power-armored elite even more attractive.

Also, a fighter in my game is not something the size of a WWII fighter as in many TV shows and movies, but fairly big [the fighter in The Last Starfighter  is of comparable (but not quite as big) size].

Space is big, and detecting other ships should be difficult, unless space drives produce an effect that is detectable, and even then, that should not identify the race unless each race has a unique “signature” but that leaves way open for deception.  Also, as far as simply detecting ship or ships, the information you have will be limited, it could even be a ship of your own race that you do not know is there, as realistically one does not know where all of own ships are let alone alien ships, even if you omnipotently are in charge of assignment of all ships of your race [unless FTL signalling, which opens up a whole lot of possibilities itself – false signals, jamming, duplicated signals, etc].

TI does have a background that offers a rationale for why planets the player empires discover can immediately provide resources.  This is that there was a galactic empire that collapsed, and now the Great Races are expanding again into territories they previously controlled.  The rationale still leaves some problems; eg. what if the planet you have just gained control of is peopled by members of a different race; which is likely to be the normal situation encountered. [TI RPG does give a kind of rationale for this also].

The three most difficult aspects in design of this game are the map, the victory conditions, and general rules management [ie choosing what rules are of what level, and editing, etc].  Another aspect is the background universe – races, empires, etc of the universe but a lot of that is not needed for the actual boardgame, but will be needed for the novels and RPG game.

PROBLEMS GENERALLY INHERENT IN SPACE BOARDGAMES

One of my criticisms of ‘Twilight Imperium’ [1st  Edition] is the placidity of first couple of turns, where all the player can do is virtually follow a rote way of doing things.  This is due to a combination of limited resources and no interaction with units of other players [and also in TI’s case, that you have no units to move on first turn].

GD doesn’t have the first turn problem of TI because one has units in GD that one can move in first turn.

Non-interaction with other players seems an inevitable result of the map/universe situation that I will come back to shortly.

Limited resources are also virtually mandated, and therefore so seemingly is a ‘rote-driven’ start.

[Note of 19/04/03: ‘Twilight Imperium 2nd Edition’ has addressed some of these issues, and the players start with a certain number of free units (though some races still cannot explore in first turn); also they have introduced a ‘control marker’ concept that allows empires to expand much more rapidly than in original game].

SOLUTIONS
One solution to some of the inactivity of the first couple of turns can come from a couple of different sources:

Having nearby hexes occupied by neutral or small hostile powers that one can combat [can even extend this concept to all planets/systems discovered], and/or each time enter a new hex do a discovery roll, and/or general Stimulus card each turn that reveals that there will be a certain type of encounter/Stimulus for all players, and/or use of special Tactical Cards that for instance allow a certain unit or small fleet [ie. squadron] to be mysteriously transported to a more distant hex where encounter hostile force or an opponent force that has also been transported there, rather in the style of encounters in ‘Star Trek’ or ‘Space:1999’.

The game ‘Throneworld’ and some other games  use some of these approaches.

My concept of the game with early ‘long-years’ turns involving colonisation, does give players something to do in the early turns but involves no conceivable interaction with other players, as each at that stage has a small empire far distant from and unknown to the other similarly small starting empires.

See ‘Timeline’ discussion near end of these Designer Notes for more detail about this.

ALTERNATIVE STARTING CONDITIONS AS SOLUTIONS
If the map is small, or ships can move huge distances in early turns interaction with other players is possible early [in TI the map is relatively small whilst maintaining a fairly reasonable separation of each empire].

One way that ships could move huge distances is if a form of StarGate left by some earlier empire are on starting map in fairly broad distribution, or a number of wormholes [TI has one or two of these but not enough to really affect anything early in game].

Larger starting resources can speed things up if the main point is not finding new resource worlds [although planets found could still have strategic position uses, and top up resources even further] but combat with other empires.

Standardised starts are a feature of many games, even very good ones, and even old classics like Chess have a limited range of starting positions/actions.

One could have starts that are always different, but the risk then is of too much randomness, a chaos that defies logic.

TURN ONE COLONIZATION – THOUGHTS

These ships could have a Speed of 2 or 3 [relative to their time scale], and as they are single use have a choice of colonising first suitable planet they find, or continuing on in hope of settling a richer planet.  It is a risk.

IDEA ONLY AT THIS STAGE

RULES RELATED ICONS

These will be small graphic images next to each rule.

The Battle of Barr’s Star – title idea

SECTION X  COMBAT THEORY

The Meaning of Battle Attack Rating

A Fighter can do two attacks, each with a 40% to hit.

A BB can do eight attacks, each with an 80% to hit.

Does this mean that fighter’s weapons are less accurate than those of BB?

This may be so, but what the difference represents is not a difference in ability to actually hit but in ability to hit a vital area on an opponent unit.  So a miss can actually be a hit that simply does no significant damage, or it can indeed be an actual miss.

COMBAT THEORY – FIGHTERS

Imagine two ships, one a CV with say 12 Fighters on it; the other – the same hull, but with Big Weapons replacing the Fighters.  Obviously, the firepower of a weapon the size of a fighter is more than that of the Fighter’s weapons – which are only a fraction of its makeup.  But the fighter has maneuverability, it can apply its weapon damage more effectively.  Also it splits enemy unit fire.

Therefore, the weapon the size of a fighter, does not in reality do more damage than the fighter.

It is operating from a comparatively immobile platform.

Also, if you destroy the ship that that BFG is part of, you also destroy the BFG.  But if destroy the CVs, the fighters (surviving fighters) can still fight on [in principle, in practice the fighters will usually be killed before their mothership is, in most cases].  [BFG – in wargaming terminology this is Big F****** Gun].

RATIONALE FOR ATTRITION UNITS, AND THAT THEY WOULD ABSORB DAMAGE TO FLEET

These units with their speed and maneuverability intercept fire aimed at main battle units.  Also, they use their defensive fire and systems to defend the main units, hence making themselves more vulnerable and therefore a more likely target.  Because this is the main battle doctrine of most races, the opponents target these screening units first, so as to get them out of the way [clear them away] so can then concentrate on capital targets.

At least that is the rationale one can create for some systems.  In GD, the big ships actually take damage before fighters do – this represents that they are “easy” to hit, and that they are main opponent units targeted – fleet fire is concentrated on other fleet main battle units, not frittered away on those pesky fighters – however it does happen that either sometimes opponent is targeting them, or that simply the fighters intercepted gloriously and courageously mortal fire at big ships.

COMBAT SYSTEM

Imagine this scene [note – as a general rule it is bad for BBs to be solo] – a BB cruising into a stellar system, a flight of 6 fighters flash in to attack it.

In ‘most’ games [there aren’t many], the BB kills 1 fighter and fighters demolish BB [In TI, BB is DN; in SFB, Ftrs are weak compared with DN]. [In TI, ftrs cost like a GD DD].

In GD the BB will probably kill all 6 fighters in first round, and fighters would need above average luck to kill the BB.

ATTACK ABILITY OF UNITS

The ‘to hit’ rating of ships is dependent on several factors:

· size of ship – as aids parallax

· how powerful sensors/scanners are

· how powerful computer program is

· how heavy weapons are; as lighter weapons are only effective if hit particular parts of target.

Targeting requires billions of  complex calculations per second.

A CV and BB are similar size [actually the CV is bigger], but CV weaponry lighter.

SPECIAL NOTE ON DAMAGE

There is a good rationale for why Defense restores to normal immediately after a battle, and that is that only a small part of Defense [1 point generally] is actual damage; as the main part of Defense represents the protective effect of shields, armor, anti-missile batteries, maneuver and special defenses.  These, of course, can generally be quickly restored or still exist after battle.

LINE OF BATTLE SHIPS

In the Starfire universe [& also in the Honorverse of same author], with its novels, it makes a distinction between line of battle units [basically only SDs] and all other units.  This means that in their universe BBs are considered too ‘lightweight’ as combat units to be in the main line of battle [which is ironic as original meaning of battleship is ‘line of battle ship’], though they do contradict themselves as the extra ships seem quite often to be important, otherwise why build them; one would simply build SDs if these were the only really combat capable ships.  And the SuperSDs [Monitors] are vastly overrated, after all they are just one ship, and numbers do count, despite their quoting Sun Tse (Tzu) out of context.

Actually, a lot of their battles in these novels seem dubious, one wonders if they were ‘gamed out’. Of course, they involve massive quantities of units, but should be able to devise a system to allow making estimates of probable [or average results], and could extrapolate effect of luckier results.

So, some of the fights against Arachnid gunboats seem too easy [esp when one considers some of the immediately preceding battles].

In GD such a concept is irrelevent.  There, all combat units can be in the thick of battle, giving out and taking damage [although admittedly and advisedly CVs should stay in the rear (not applicable in Basic Rules except with certain optional rules)].

Starfire bases its concept on the early 19th century conceptions where ships had ‘ranks’.

The ‘Honor Harrington’ universe also has its ships’ battle tactics severely affected by certain design features, that simulate operations of 19th century sailing ships, – the ‘wedges’, etc.

SPACE WARFARE EXPERIENCE

A race that has had a lot of space combat – whether within its own race or vs an alien empire/pseudo empire [nascent empire], will learn a lot about the conduct of war, that a species w/o such experience will not [this remains true even if have advanced simulation systems and super-analytic battle computers].

This can be reflected in high level games by giving bonuses to experienced empire &/or penalties to inexperienced empire in initial battles [note also that races when planetbound who have lots of sea navy experience also have a bonus vs those without such (esp if have CV experience)].

ON DEFENSIVE SYSTEMS IN GD

In GD, shields protect against missile weapons and armor against beams.  However, certain weapons that are seemingly fired in beam mode count as missile weapons as far as the shields are concerned.  This is because they are only non-interactive with neutrally charged beams [eg laser], but if a weapon has a charge or magnetic field, then shields will interact with it, eg ST’s photon torpedo or plasma torpedo or bolt, or a particle beam weapon.

Such intermediary weapons are retarded/diluted by the shields prior to contact with the armor.

The armor itself is tough beyond anything known in our science or that of ST [except neutronium].

This means that they can absorb damage from powerful beam or pseudo-beam weaponry.

The armor itself is separated from the hull by a vacuum layer (with special shock absorber joints where do connect), and the hull’s own metal is simply a thinner version of the armor material (on warships; a weaker alloy on commercial ships).

The armor itself has three layers separated by vacuum.

The internal structure of the ship has further shock absorber compartmentalization, and some ships have actual armored sections inside (ie outer armor type thick ship armor) protecting especially valuable sections, though as noted elsewhere there is a high degree of decentralization in GD ship design but one still might want to make a special effort to protect the CO or if it is a flagship the flag officer in charge of squadron or fleet, because whilst all senior officers are well trained and competent, some are geniuses beyond normal ability; no matter how talented, well-trained and experienced those normal officers may be.

As if that were not enough, each person when there is a battle is ensconced in their own cocooning battle lifepod or cocooning protective harness within a special larger size multi-person lifepod.

And that is not the end of the ‘miracles’ of the GD universe, as each lifepod also contains autodoc unit.

Now some races are not so concerned about individual protection, and might have a more traditional appearing ‘open bridge’ style command centre, but even these generally take some minimal precautions such as seat harnesses, so that they do not go flying around the bridge impacting objects and distracting their crewmates from their duties – though of course because of the size and movement of GD ships they have massive momentum so weapon impacts aren’t normally going to have much ‘throwing around’ effect.  It would take a major explosion or impact as from a ram (or a special spatial turbulence) right next to bridge to toss people around like that.

Of course, even before any of the above come into effect, the ship has to first be hit – and it doesn’t just sit there!  Ships have many defenses ranging through evasiveness, AMMs, defensive weaponry, special defensive systems; and of course a primary defense is keeping the enemy from approaching by use of your own main weapons batteries! [That’s something that they could definitely learn in ST!].

SPECIAL NOTE:  The ‘throwing around’ of personnel on spaceships in movies and TV is mainly done for dramatic effect to represent that an attack is happening, similarly with the ‘shaking camera’ effect also often seen whenever there is an explosion.

However, just because it is commonly done does not mean it is has to be – surely drama has developed enough that such cheap tricks are not needed?

I have recently read in a forum discussion a ‘justification’ for the non-wearing of seatbelts in ‘Star Trek’.  the arguments have some merit, but are not totally convincing.  Basically that the need for them is extremely rare – same argument could be made in regard to car seatbelts, so doesn’t wash.

NEW ADDITIONAL NOTE OF 13/1/06

Also GD ships do not have exploding consoles (as popular in ST).

Damage occurring elsewhere can not be transmitted to bridge on GD ships – internal armor and dampers.

Power transmission and signalling in GD uses many different methods – beamed power,etc.

Consoles that operate equipment do not have huge voltages travelling through them, and any equipment that does has relays, interruptors, etc.

No explosive or even combustible materials used in consoles in GD.

Hell, most ships probably don’t even have consoles but use some form of advanced VR as control method.

GD MISSILE COMBAT THEORY

Consider the situation in SFB with their ‘drones’ [missile equivalents].  These travel at slightly faster speed only than the ships, are in relatively small quantity and easily hit.  How can they do damage to target?  The solution imposed is that they have several hit points, so destroying them can require more than a single hit by a weapon, or when targeted by a weapon then that weapon is then not available for that round against enemy ship(s).  Also the drones have a ‘small target modifier’ for the ‘to hit’ roll of opponent weapons.

In GD many salvos of missiles each consisting of multiple missiles are fired.  Each standard missile requires the equivalent of a fraction of a hit to kill (as defensive fire also consists of massive volleys of anti-missile missiles and defensive beam weapons).  So how do they achieve a hit?  The simple answer is that most of them don’t, they are taken out by defensive systems.

However, they are not as easy to hit as SFB drones.

When a salvo of missiles is shot, they do not remain as a cluster of missiles travelling in formation.  If they did it would be too ‘easy’ to take out a complete salvo by exploding a missile directly in front of them, in their midst.

Instead GD missiles have randomisation circuitry [Chaos effects].  This does at least two things – missiles do not have constant velocities but each does random minor speed changes; this means they do not stay together but separate out from each other.

It also makes them harder to target.

Secondly, whilst they track their target, when that target has a velocity change [whether due to course change or speed change or both] the missiles do not automatically track in response, but unpredictably do their own course change after, at same time or before target does.  Also of course though it is a very minor consideration is the variations introduced by speed of signal effects [these are considered minor because battles take place in small volume of space where light signals can cover the distances in small fraction of a second, and secondly the computer systems can easily factor in the effects of this as dealing with a constant velocity effect of light].

Thirdly, the missiles sometimes ‘jink’.  That is, even if target immobile the missiles will not pursue a direct course but occasionally make minor changes -  a kind of zig-zag maneuver.

Query: Do the GD missiles have a fairly constant drive speed (ie other than the tiny changes introduced by the chaos circuitry) or do they accelerate as they move?

Note that sometimes a missile can take grazing damage from a weapon hit but still continue onto attack – this is factor of detailed combat at sub-tactical level.

When a target ship changes velocity [speed and/or course change] I have mentioned that sometimes a missile can change course before the target does – this is anticipatory programming.  I had much more detail about this before.

I have now found written notes on this – maybe I didn’t transfer to computer.  Here they are:

Missile targeting in GD:-

Although missiles can operate in standard tracking mode, most GD missiles operate in a much more sophisticated manner:-

· they are allocated a target.

· a prediction program on the ship programs them at launch to go to a certain location [(the predicted location (and course)].

· the onboard computer of the missile can compare the prediction to actual movement of target and compensate.

Note also that where missile has superior velocity, it can be programmed to hit particular sub-location ie. a picked part of target.

Missiles can also be programmed to come at target from a particular direction and with a particular speed or acceleration.

RATIONALE FOR HOW ACTIVE DEFENSE OPERATES

Why does installing Active Defense into a ship reduce its regular defense?

Apart from the game related reason of preserving game balance in ship designs/modifications, there are legitimate technological reasons for this.

The weapon suite in a ship operates in both offensive and defensive modes.

When a ship is converted to Active Defense then the number of main weapons is actually reduced, but they are then dedicated wholly to offensive purposes and their targeting systems are wholly committed to offense. Hence not reducing the ship’s overall attack power.

The Active Defense involves the addition of a new suite of defensive dedicated weaponry, extra sensor suite, and more powerful computer processing defense dedicated software [this obviously also receives and takes into account movement of ship and what it is doing offensively].

With normal system the defense capability of the unit is actually degraded by successful hits by the enemy, because as well as knocking down screens (and probably some tactical speed reduction and maneuvering reduction, from drive damage) and destroying some armor some weapons are destroyed.  The weapons of Active Defense are more dispersed and more numerous.

Active Defense has the advantage that it can actually prevent any damage/system reduction occurring and that (although on average only 1) also can prevent more than one point of damage.

THE DEFENSE PARADOX

At a tactical, and low strategic level, is the concept of ‘defeat in detail’.

What this basically consists of is the concept that if you have a force and an opponent has a force, and you split your force in say three and the enemy encounters those three sub-forces individually one after another he can destroy them all with little loss to himself.

Those sub-forces can be infantry units or fleets or any military force.

Now consider the grand strategic level.

Say you have 5 populated planets to protect and three non- or low-population planets that are in strategic locations.  Then you have navy bases at these 8 worlds, each with an attached fleet.

Spreading your total force out like this can seemingly invite ‘defeat in detail’ at grand strategy level.  But what options are there – if have one grand fleet, it can only be in one location – if you make that location logically central, then the enemy can attack your outlying planets and bases with impunity.

Before continuing with this debate, there are certain elements to be considered – they are transit speed/time and capability, communication capability, detection capability and strategic prediction.

If you can move ships virtually instantaneously anywhere, then they can stay together, with just pickets/scouts/couriers to warn of an attack at any location [but even then there can be a problem if an opponent attacks at two or more locations – how do you respond? are both/all these attacks genuine or some diversions? do you have the capability of telling the size of the attacking forces and even if you could, the enemy can attack with a small force whilst a larger force is standing by to attack once you have committed a small defensive force whose size is based on that of the initial attacking force (but then you can have a larger follow-up force in case of this, etc – a game of second guessing)].

Of course, it can also in the above case be a situation where opponent risks defeat in detail at hands of your grand fleet, but if you send all your fleet he might do an end run to attack your centre (capital world).

Anyhow, realistically, the ships of your universe will have limited velocities, and therefore will depend on military intelligence provided by communication and detection capabilities, and responses based on SOPs and rules of engagement.

The nature of communications has been discussed elsewhere (that discussion now moved to later in these Design Notes), but for purposes of this current debate will reiterate a few points.

If FTL communication is common and virtually instantaneous at one extreme and rare/non-existent and/or only slightly faster than ship travel at other extreme, then what is its grand strategic effect?

Instantaneous communication can provide ‘real-time’ situation updates, however this still leaves one with the dilemma of how to respond to the situation as discussed above.

If rare and/or ‘slow’ then a huge ‘fog of war’ exists.  You will not be perfectly aware of enemies locations/dispositions and intentions.

As regards intent, this is not obvious even if do have perfect communications.

As a sidebar – so far the discussion has assumed that each side is of equal capability as far as travel &/or communication capabilities are concerned; if such equality does not exist, then this can modify some of the aspects, but does not alleviate nor worsen excessively the basic dilemma.

So even if your ships are twice as fast, there is still the same basic problem, especially if you do not know where his ships are.

Before going on to the next topic (which arises naturally from the question about location/movement of enemy ships), there is a related issue that needs some discussion – as it is central to the whole dilemma.

The prior paragraph deliberately referred to enemy ships, but not his bases or planets.

What if location of his bases is secret; further what if location of his planets is unknown/unknowable, or simply doesn’t have such vulnerable static targets?

At the ultimate, the enemy could consist of just a mobile force – as for example an invader from a far distant region (historical analogy is say the Dane invasion of Britain).  This produces an inequality that bears heavily on the main dilemma topic, but may perhaps also offer a solution or several solution options.

A separate issue is almost trivial – that one side’s ships (assuming say equality of numbers) is vastly superior to those of the other side (in either their ability to dish out damage &/or to take damage).  If this is the case, they should be virtually immune to the central dilemma, provided they have at least equal strategic physical or mental capability.

Equal physical capability means that the enemy doesn’t have much faster ships.

Equal mental capability means that you do not have moronic admirals,etc whilst he has brilliant ones.

To return to the scheduled topic – detection capability.

This is a vital aspect relating to the main issue.

The extreme situation is that one side’s units are undetectable to the other (referring here to the grand strategic level; not to tactical level) whilst the other side can easily detect any units of the other at any range and with no time lapse (this creates a slight sub-paradox – if can do this then the possibility of instantaneous FTL would exist).

A more likely scenario is that detection can only occur at tactical level, or possibly operational level.

However, the most likely scenario is that both sides are of roughly equal capability.

Even knowing the dispositions of the enemy forces is of only mild assistance to you (and conversely he knows where your ships are) in regard to the main dilemma.

It is a kind of Heisenberg Paradox – one can know the location of the enemy forces but not where they are going to be.

However, the last can feed data to assist in regard to the fourth aspect, that of strategic prediction.

This relates to ‘guessing’ what the enemy will do.

It is this capability, along with actual physical assets, that must use to attempt to defeat the dilemma.

Two assumption must be made for the standard solution, along with one fact.

The assumptions are that both you and the enemy have planets/bases/etc (that are principally known to the other) and that each side has equal capabilities and total forces.

The fact is that both sides are subject to the dilemma.

Each asset that you have – civilized planet, mining world, naval base, etc. must be assigned a priority – ideally this would be military/strategic, but realistically it is also political; in addition economics can be an issue.

“must be assigned a priority” is a misleading statement – for one, the value of an asset can change depending on what happens to other assets, eg. if you have 3 resource/production planets and two are conquered, then that gives the remaining resource/production planet a greater priority for protection.

Also, it is misleading because it can lead to rigid thinking.

Of course, the situation is that it is an unsolvable dilemma – no perfect solution – best can achieve is partial solutions, that depend on several factors including luck.

SOME SPECIAL SIDE ISSUES

“Fleet-on-a-stick”
In GD the following strategy is possible when one has Stargate technology.

Imagine a small deep space exploration fleet.  It is weeks of travel from any support, and it could encounter a superior force of hostile alien vessels.

Now imagine that it includes a few tugs and they are towing a Stargate – that is linked to a major Naval Base with a standby ready fleet.  You encounter a hostile force, and a large reinforcement fleet streams through the SG.

Won’t those aliens be surprised! [assume they do not have SG tech, or if do, are not a fleet equipped with one].

In ‘Pandora’s Star’ there is a related concept – there are FTL ships and there are wormholes that can be opened between any two points to immediately provide instantaneous transport capability for fleets [or for attack missiles].  However, note wormholes have a range limitation.

This is even more versatile than stargate in some ways, as do not first have to send via FTL space travel a receiving device, but can simply have the wormhole appear at desired location – quicker and also no (or at least less) vulnerable receiving device [and also can have multiple wormholes and move them around – also obviously the wormhole generation is cheaper in economic terms than a SG (or the economic capacity of MLM is truly staggering - correct)].

Incidentally, the comparison of GD tech and PS tech is of interest.

GD’s warship tech is obviously superior – for several reasons – no ‘crutch’ provided by wormhole tech, a less peaceful universe (pre-MLM), and initial focus has always been more warlike as initial exploration has encounters with hostiles (and this was anticipated); whereas in PS all encounters with alien species have been non-hostile (prior naturally to MLM).

Each universe has technology that the other either doesn’t have or has chosen not to develop.

PS has the unique to it wormhole tech, and also the ‘resurrection’ tech.

GD has artificial gravity and anti-gravity that PS doesn’t have (except probably the very advanced races like the Silfen have this and more – such as their pathways).

The ‘normal’ races in PS cannot create the Dyson Fields – neither can those of GD.

PS has the tech to enclose cities in force fields – GD probably also has this, but its advanced war tech probably makes this less viable [for one thing I have decided that neutral beam weapons such as lasers can penetrate force fields in GD. (Though certain field types may block lasers)]. 

With regard to ‘resurrection’ tech – Earth is certainly capable of this in GD, as also would some of the other races.  However, whether it is actually used is a decision that requires much thought.  The implications of such technology are mind-boggling as regards their social consequences.

[Incidentally, this is where the Star Trek movie ‘Insurrection’ got it completely wrong – longer lifespans would probably reduce creativity, not enhance it].

It makes an interesting contrast – GD universe with its superior warships, and PS with its superior travel and communication means.  What this means is that PS universe has superior strategical mode, and GD superior tactical capability.

PS universe would make an interesting alternate setting for GD game – either as a universe setting in its own right, or for a crossover campaign.

WHAT IS ‘DEFENSE IN DETAIL’

 – a new concept that I accidentally discovered due to a typing accident.

Answer: probably nothing.

Ideally it can mean the opposite of defeat in detail – that wherever the enemy attacks you, you can bring your full force to bear instantly in response.

And if the enemy attacks you in several places – that one can still bring your total force to bear at each of those locations simultaneously, or effectively simultaneously when actually at each location part of the time.

This seemingly requires super-science – say your fleet appears at one location – fires a full spread of missiles and beam weapons, then translates to another location and shoots a full spread, then goes to a third location or back to the first location, etc

THE EFFECTS OF UNUSUAL WEAPONS ON COMBAT PROCEDURE

Some races have as standard weapons on their ships devices that alter standard combat procedures.  An example is the Helix Bolt Projector.  As this is a weapon that shoots a type of energy projectile that becomes more powerful as it moves towards target.  NOTE: standard missiles, as they accelarate, also in a sense become more powerful as gain kinetic energy.

Evasion of the projectile means it becomes more powerful if it hits, but it also means that have more time to do things such as regenerate screens and do defensive measures.  So it maybe does not alter standard combat procedures.

This perception was based on my inventing this weapon for SFB as a device that like the plasma torpedo would always hit once it reached target [and the speed of the helix bolt was double speed of a plasma torp].

It becomes a matter of whether one can destroy the helix bolt whilst it is moving.

If one cannot, then it does alter standard combat procedures, as it becomes preferable to actually let bolt hit you shortly after it is launched and therefore to operate in close combat with this race.  What if invent a small craft/missile that can sacrifice to the helix bolt?

It is difficult to adapt a weapon from one game system to another if do not have precise details of how weapons and systems operate in both games, and as yet do not have a detailed tactical system for GD; therefore need to invent this before can introduce unusual weapons such as the helix bolt.

SECTION Y
SHIPS AND OTHER UNITS

THE SIZE OF GD SHIPS

The structural average density of starships in the GD universe is generally consistent across both size class and empire origin.

There are some variations.

The median figure is 1 cubic metres of volume per 1.2-1.3 tonne of mass.

The fighter has a higher density – say 1 cubic metres of volume per 1.75 tonne of mass.

The warrior race’s ships are 1 cubic metres per 1.5 tonne, making them more compact than equivalent ships of other races.

The flying races smaller ships are 1 cubic metres per 1 tonne making them a bit bigger than same class ship of other races; however their bigger ships due to economics and design factors are same size as big ships of other races.

The size of the ships stems from their function.  This means GD ships are huge compared to those from many other SF universes [excluding “superscience space operas”], due to the following aspects:

Fighters are actual ships.

MI units carried by a number of ships.

Ships carry huge energy cannons and stacks of huge missiles as weapons.

Ships classes must have a relative size differential – ie if your BBs are very large, then your FFs cannot be tiny because then they would not have comparative fighting ability [therefore would need a large fleet of FFs to take on a BB].

This last point seems to have escaped Star Trek screenwriters and producers who have tiny runabouts attacking warships, and Voyager that is supposed to be a large ship – equivalent to Galaxy class in size [actually only about 60% length of GCS] is constantly attacked by and hurt by small ships.

This last point about comparative size is also required because of economic factors – a tiny hull should be much cheaper than a massive hull to make, and unless there is some strange cost aberration operating then small systems – engines, etc should also be at similar cost ratio.

If BBs are massive and FFs tiny then should be able to build at least 20 FFs for price of 1 BB.  If their fighting ability is disproportionately large for their size compared to that of the BB, then there would be no point building BBs as they would be outclassed.  Hence one would end up with a small ship universe – such as (surprisingly) Starfire – which though the ships sound/read as if they must be huge, some moments of deep thought reveal that they are actually fairly small ships (relatively).

For most units, SIZ relates to their volume.  For fighters, SIZ is the volume of the rectangular solid needed to contain them.  However, a revised concept now exists.

Fighters can have a passenger (fully protected like pilot) – an observer, trainee, trainer, etc.

CV OPERATIONS

CVs that have lost all or most of their fighters due to combat losses.

CVs that have transferred Fighters to other CVs or planets or other units [Authorised Transfers].

The above is in relation to my prescription in regard to minimum fighters allowed on each CV.

BACKGROUND THEORY NOTES
THE BATTLESHIP

Although there were a number of these around during WWII they didn’t do much.

They were already becoming obsolescent as their functions were taken over or superceded by other units, and they became increasingly vulnerable white elephants.

Reasons for BB’s demise
CV could carry bomber and fighter planes into war zone.

Planes as deadly as BB, but faster and cheaper and not as big a target [and lots more of them].

Planes could also take over the shore bombardment function of BBs [not as well at doing it, but less vulnerable].

[Submarines would be another effective anti-BB vessel; and after the war they indeed took over much of the function of the BB and more with the creation of the SSBN].

After the war the coming of missiles and electronic warfare put the last nail in the coffin of BB, as a frigate could just as effectively be an attack platform, and a smaller and cheaper target, and more maneuverable also.

However here is a summation offering a different viewpoint from the Iowa Preservation Society:

The Iowa class battleships remain unmatched to this day. Although there are no longer any enemy battleships to fight, they are unmatched in their ability to blast shore based targets. Their armor makes them nearly invulnerable to anti-ship missiles in use today. Their speed allows them to keep up with the fastest elements of the United States fleet. And with upgraded weapons systems including anti-ship missiles and cruise missiles, the Iowa class battleships remained versatile and useful tools for our nation's defense. Isn't it interesting that the one consideration taken for granted during their design -- the cost of sending them to sea and assembling a crew -- is the one factor that led to their demise.

Also a comprehensive article defending the battleship concept can be found on the Wells Brothers site at http://home.att.net/~Wells Brothers.html

Then why are there battleships in GD?

Firstly, an esoteric point must be understood.  The names of ship classes are in a sense arbitrary; simply used because of traditional useage.  So, for instance, a destroyer of WWI and today, though actually quite close in size and appearance, are very different animals – the modern DD could blow away the WWI DD without the old DD ever knowing it was there – indeed the modern DD could blow away many WWI ships.

One could make up completely new names to differentiate the nature of future spacegoing vessels from past ocean travelling ships, but this is actually very difficult to successfully do, and it generally makes more sense to stick to use of names of units where a certain understanding exists of their relative status.

The main thing to understand about space warships is that they are operating on a level playing field.

With old BBs and Fighters, two different mediums are involved – sea and air, and the craft travelling in air are much faster [as well as being much smaller].

Within the universe of space travel, one must first define one’s medium – do units travel at equal or roughly equal combat speed [also a differentiation between combat speed and strategic speed], are small units faster or does physics operate differently and big units may be faster and/or more maneuverable, etc.

In GD, firstly I will deal with the side issue as far as this discussion is concerned of strategic speed [also range, because obviously while WWII bombers (at least those one’s that were ship based, not considering long range land based bombers) much faster than ships they needed the CVs for strategic movement facilitation].

Firstly, the smallest units – Fighters, have no real strategic movement capability in themselves [Speed 0]; they need to be carried to battle site by other units – such as CV.

Slightly larger, enhanced versions of Fighter with limited strategic movement – the SuperFighter exist, but they have a lower Speed [Speed 1] than regular ships.

Regular ships have two broad categories of Speed – slower and faster, represented by Speeds 2 and 3.  Occasionally, even faster units [Speed 4+] are encountered.

The second issue of tactical speed and maneuverability, is one where Fighters in GD do have an edge.  However, it is not a difference of several orders of magnitude as between the ocean based BB and aerial Fighters, as both are operating in same medium.  It is incremental, with fighters having about twice the speed tactically, which provides some edge, but considering that misssiles and beams are even faster is not as significant a difference.

Weapons makes the real difference.  The WWII bombers were attacking the BBs with weapons as heavy as anything that the BBs could themselves deliver, and they were delivering from a very fast, highly maneuverable platform against a slow moving, basically non-maneuverable target. 

In contrast, when the BB shot back at them it had to use massive amounts of relatively small fire [admittedly all it usually took to disable the fighter was one successful hit, but such was difficult to achieve], as its main weapons had basically no chance to hit fighters, as clumsy and slow firing.

[a sidenote: CVs were even less capable at shooting back at fighters than a BB; but hopefully for the CV it had a CAP (Combat Air Patrol) of its own fighters to protect it against attacking bombers and their fighter escorts].

Another difference is defensive systems – space BBs have shields and anti-missile defenses against missiles, and heavy armor against beams plus they do not have the relative slowness of sea BBs, as space vessels can still travel quite fast in combat, even as compared with the speed of missiles, and beams rely for their effectiveness on being able to hit the same spot on a target for a relatively long time.

Another difference is the sheer difference in throw weight – the major weapons on space BBs can target and hit space fighters.

Also whereas with sea vessels being bigger simply makes one a bigger target; in space combat, whilst it might make one slightly easier to hit [ignoring for the moment defensive systems] size makes one less vulnerable [however, this is also true to an extent with sea vessels – BBs certainly harder to sink than other ships, but equally large CVs are relatively easy to sink].

Consider the sea vessel, all one has to do is to do significant damage in one location – on the hull under the waterline, for that vessel to sink, although it might otherwise be relatively undamaged; again the medium makes a difference.

Battleships are an exception here because they had a complex system of varying layers and thicknesses of armor, and special armoring of all systems needed to keep ship combat effective

[also many BBs had anti-torpedo bulges to provide additional protection].

In space, ships can not sink, nor like air based fighters be shot down either.

A big ship needs to be hit in many locations to disable it.  Even if say knock out its engines it can still shoot its weapons and therefore fight on.  If knock out much of its weaponry, it can still maneuver or travel at speed.  What about knocking out the Bridge? 

GD ships are not Star Trek ships, control is not centralised like that.  It is not simply a matter of backup systems for control centre and computers, GD has gone past that stage – it has truly decentralised control systems and computers – one would have to literally destroy the whole ship to wipe out command capability in a GD ship.

[One may consider this as also being a reflection of their different social philosophies: Star Trek as communistic & centralised command hierarchy; GD as free and individualistic].

This may obviously bring to mind the example of the Bismarck.  It received a lucky hit that knocked out [jammed] its steering system, and then the enemy were able to knock it out at leisure.

There are several differences here.

One, the loss of steering not only affected its tactical capability but its strategic capability, causing it to move deeper into enemy territory [unlike in GD, there is basically little distinction between the tactical and strategic movement of a seagoing capital unit].  It hence moved where the enemy was happy for it to move, instead of to the protection of its own forces.

There were several German blunders – air cover was not sent to aid the Bismark.  The idea of moving an unescorted capital ship is also a no-no.  Also had a shortage of fuel, due to failure to refuel.

And luck must be a consideration – the jamming of one of the rudders and the disproportionately large effect this had.

Finally, the hunting force had an overwhelming superiority of power – many ships and planes.

[Incidentally, all this meant it became a non-combatant unit, but it was not actually sunk by this; it was sunk when torpedoes delivered to put a hole below its waterline so that it would sink – thus confirming my contention that this is ‘all’ one has to do to defeat a seaship – of course it takes a bit of a fight to do it to a BB, even a wounded one].

Now someone will bring up the Titanic – saying it was ‘unsinkable’ because of having different compartments, and that therefore a later warship would have this as well and not be sinkable if hit in just one spot below waterline.  This may have some validity as an argument, but it seems that if water did flood one compartment in a warship that it did tend to drag the whole ship down with it.

Note however, that while this was true of smaller warships [and to an extent CVs], battleships usually had several special defenses against being sunk, and indeed they were hard to sink – usually requiring large numbers of hits with torpedoes.

So, in space, battleships are bigger and meaner, and definitely not obsolescent [and if one using the long-range fire rule option they are also ‘restored’ to one of the advantages that the seagoing BB initially had – of fire range exceeding that of opposed smaller units and therefore of its being able to attack from beyond their range and hence doing significant damage to them before they can hope to shoot at it].

Also, of course, in GD the BBs have the important function of being transports for MIs [ground forces] which function was also historically performed by BBs as well as by liners [such as the Queen Elizabeth] used as troop transports.

Also, in GD, no player should be mad enough to send a BB anywhere without adequate escorts.

And, of course, Battleship can act as consort unit for other ships such as CVs.

[Although in this instance, CV would have to slow down to same speed as BB, which later in game might be all the speed required].

Or, if using Advanced Rules could have Battlecruisers as CV escorts, as these are as fast as CVs.

CVs IN REAL LIFE AND GD

In the real world many consider the CVN to be the premier capital ship [actually a better case can be made for SSBNs].

However, CVs are big, expensive, require a large crew, are vulnerable, and of limited utility (low functionality/inflexibility of function].

CVNs are used for power projection and as command bases – they are really only so useful versus an inferior enemy or for political function versus a non-enemy.

For decades it has been shown by military exercises that CVNs are easy to sink, and therefore in a real fight versus an equivalent power or even lesser power enemy they will die – so basically militarily are white elephants, just like the BB that they replaced in favour.

A number of smaller ships of greater might and greater  flexibility can be built for same cost.

But what about the fighters?  One could build a number of smaller, less vulnerable vessels capable of launching VTOL fighters/bombers for same cost as the CVN – one main benefit is not putting all your eggs in one basket, another is more versatile as can go to different destinations.

The CVN is vulnerable as has relatively low level of defenses [partly offset by its escorts], but mainly due to its large size it is easier to hit and it is hard for it to evade.

With sea ships, whether small or big, liable to sink because have a large hole in your side.  One may propose compartmentalization but this works better in theory than in practise.

Also being so large imposes greater maintenance costs.

It also means that when scrap ship you lose a greater investment.

In contrast a GD CV is also big, but not so relatively expensive (although its fighter complement do make it a greater total cost).

GD ships do not require very large crews as are highly automated.

Although they only have armament equivalent to a Frigate, they are not so vulnerable as compared with sea CVs as can not sink and their size actually gives them a defensive benefit instead of disadvantage.  They are as effective as combat units as are smaller ships in GD.

Their functionality is as great or greater than other ship types, mainly due to the loss of vulnerability and because they are not radically more expensive than other ships.

BATTLESTATIONS  [MBSs]  
THEORY OF STATIC DEFENSES

How can a base stop a fleet when each hex is so big?  Fleet can just go around the base.

Solutions

(1) It’s true, bases in space can’t stop [ie. intercept] fleets.

(2) Bases have limited [ie. Tactical] movement like Monitors, but bases are huge and clumsy so not very agile [unless Normal Space Drive effects ignore such].

(3) Though bases themselves are immobile, their weaponry has a long reach – extra-range missiles, minefields, small fleet or fighter squadron, etc.  This seems most viable option.


(4) Though space is big, certain paths must be followed.  Unlikely.

So, though a BattleStation can’t initiate an attack against an enemy fleet, it can definitely defend against one, and serve as a base for units that can initiate an attack.  It can also serve as a forward support base for an invasion, or a rear support base against/behind an enemy invasion, so it can’t be ignored by enemy.  Therefore, standard procedure would be that when one builds such a base, one would also station a fleet of some sort there, even if it is “only” fighters.

CONCEPT FOR A SPECIAL RULE ON PLACEMENT OF NON-MOBILE UNITS SUCH AS BASES IN A HEX

NOTE: The use of Tugs to get the units to a hex could give away information about size and quantity of such units unless extreme deception measures are engaged in, eg. sending several extra tugs that continue on to another hex.

A Tug can haul either actual non-mobile units or dummy units [these would probably actually be cheap, disposable or relatively expendable cargo pods that have actually been used transferring vital supplies eg. extra fuel and ammo, etc. for a fleet or to a battlestation, and are now empty. When tug(s) gets to a hex it/they can drop off its carried unit(s) but marker(s) is/are placed upside down, so other players do not know if you have just placed a battle station or an EDU and some empty cargo pods or whatever.

Another option is that when a tug or tugs travel on their journey it is unknown by opponent if they are actually hauling anything, ie. do not place actual hauled unit(s) counters with tug force.

This gives the option for an enemy spy [say use of a Tactics Card or Special Ability] at departure point to know what was being hauled or at least how many tugs being used to tug a particular cargo even if its exact nature unobtained by spy.

For an enemy to find what is actually there he needs to investigate, and faces two tasks with this – finding the actual location of what is being searched for and then determining its true nature once found. [Incidental note – this provides another rationale for why bases can be involved in combat – if a fleet passes through a hex it has not previously thoroughly scouted, even if they have positive information from other sources that a battlestation is in that hex (say the placing player made no effort to deceive, or even had their government announce that placing a battlestation in that region/territory), then they do not know its exact location and cannot ensure that they take a course that prevents encountering base, so could encounter base and then have to fight it – one must assume that such bases are themselves relatively hard to detect as not giving off say hyperspace travel signature, can detect a fleet at greater range than fleet can detect them using passive detection methods, and have weapons that are longer ranger than ship weaponry, so forcing the battle (can also use decoy ships to lure opponent to the base – ie. opponent sees an enemy ship or small squadron and pursues it and is led straight to the battlestation).

So what is being put forward in the bracketed notes above, is that a fleet can find itself under attack by a battlestation it has accidentally or unintentionally or unwillingly encountered, and then has two distinct choices – as it is itself taking or about to take damage [the attack from the battlestation may be considered first strike damage or it may be considered that whilst it initiated an attack, the attack is not a total surprise and the fleet is ready to fire back as soon as it detects that it is being fired on, for example by long-range missiles and therefore there is no first strike damage] it can decide to engage in combat or attempt retreat licking its wounds [retreat here can simply means plotting a course away from the battlestation and then resuming on initial course, unless so damaged that decide to abort original mission].

Of course, if the fleet is huge, battlestation might not wish to engage in combat, and it would be its bad luck if a fleet just passing through happens to ‘bump’ into it.

Another possibility is that battlestations and other similar strategically important non-mobile units may have a limited movement ability, so if an enemy located them, they could later move to a slightly different location within same hex.  Of course, enemy might leave some sort of spy drone to watch for this occurring.

If this is done there is also the question of how friendly units know where the non-mobile unit is now located. [it can be presumed that when a battlestation is originally sent off to a hex that its exact location within the hex would be provided to all warships of that empire; so a possible solution is that a set of alternate locations also provided that can enable friendly warships to know where battlestation has moved to].

Further New Note: Maybe Battlestations should automatically receive First Strike ability, because although they are fairly mighty, having high attack rating and good defense, they are vulnerable because of their immobility.  Of course, once a battlestation has been attacked the owning empire might then send reinforcing fleet to its location to prevent further attacks or more likely as a precaution in case enemy returns to attack it with a larger fleet. 

Another possibility is to allow Battlestations a limited manufacturing ability, enabling them to build say a fighter squadron or some small monitors [paid for in the usual way by expending Stellars in Unit Construction Phase].

Another possibility is to build Battlestation in same hex as a planet that has a Shipyard.  But then, in that case, it seems most logical to build the battlestation very near to the shipyard so that it can protect that shipyard.  In that case, it seems that the location of the battlestation would not be very secret, or remain secret for long after it was put there.

A possible scenario: A planet with a shipyard.  Mysterious naval activity that is indicative of placing a battlestation or similar military installation [a military dedicated stargate as a possibility], is occurring at a relatively small distance by space standards from the planet.  Curious civilian or other ships that attempt to get near to find out are warned away by patrolling naval frigates/small monitors/fighters.  Possibility that a spy can find out if has access to a small stealth ship.

[The note about a military dedicated stargate gives rise to another possibility – that as a general rule when a stargate is built and placed, it is initially only used by the military for a certain number of turns before being opened to general civilian use – this could vary depending on doctrine and practices of each owning empire].

A further, in some ways “frightening” possibility is that shipyards or certain special shipyards can be built without the restriction of needing to orbit a planet.  The consequences of such a freedom can be quite revolutionary in effect on game dynamics.  So at this stage it will not be considered, as far-reaching in possible effects on many aspects of game and game balance.

Note that MSD actually has some of this ability, though associated with a high maintenance cost.

Probably any SY that was built in deep space would have additional costs associated with it as so far away from sources of raw materials.

More Thoughts on the Operation of MBSs/Bases

Let ships be able to sneak pass them.  But give bases in rear of an intruder fleet an advantage in staging own fleets.  HOW??

Alternatively, could have a rule, that seems arbitrary, that if a fleet leaves an enemy base in its rear, its Fire Control (ie to hit roll, but not # of hits it can attempt) is at –1.

Another possibility is that bases per se do not have any strange abilities, but what they do do is to allow the stationing of a fleet at their location, and for the size of that fleet not to be detectable by enemy.  eg. in basic game rules, if enter a hex and an enemy fleet is there one knows the size and constitution of that fleet.  But if a base there, then this clouds your knowledge.  Therefore going pass the base one could leave a fleet of unknown size in your rear.

YET MORE THOUGHTS ON BASES

Another solution is to allow Battlestations (& Naval Bases) to have a Combat Support Effect.  With this the presence of a battlestation gives a friendly fleet in that hex the sniping ability.  This means that it can do light attacks against intruder fleet and then retreat under protective cover of MBS guns.  The only way the intruder fleet can prevent this is to commit to a full attack vs the MBS.  If it wishes to just pass through the hex, then it must accept losses to sniping ships.

The exact rules on this to be determined.

Of course, encountering an opponent fleet can have some of same questions as with bases. eg.
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If your fleet and enemy fleet are of same speed, then if it does not wish to engage your fleet, then it can reach edge of hex it is going for, if that hex edge is nearer to it than to you, before your fleet can reach it.

If one fleet of superior speed, then surely, if it wishes, it can avoid or force battle; similarly if the enemy fleet is going for a further hex edge, then one can engage it.

In the hex picture above, the enemy fleet is several Light Years from the BS, so can ignore it.

In Basic Game, we say it is doctrine of all races to attack Battlestations (if being used), as policy not to leave a powerful fortress in your rear, that your enemy can use as a means to block your retreat/act as a staging point/etc.

Similarly, must engage enemy fleets that detect/encounter (when in same hex).

If Battlestations had a limited unit construction ability, that would be even more reason to destroy them.

At high levels, we can say that their maintenance and support functions are so valuable that opponent needs to get rid of them.

Another rationale is that they can boost defense of a fleet – provide tactical support in form of long range, superfast, smart missiles [or do not have to be so fast if these are launched to cruise towards battle position even before enemy fleet enters hex; the rationale for this is that BSs have superior sensory capability and/or a web of sensor satellites].

Possible other rationales for attacking MBSs
(1) It is a FTL communication intelligence source.

(2) Chance that it will be converted into a Star Fortress (financed by general revenue, not military budget) – need rules for this.

(3) That it is possible for an MBS to become a Hyper Node – capable of acting as a receiving focus for a ship teleportation device.

(4) MBSs can exert an “Interdictor” effect.

As can be seen above, it is possible to create lots of reasons why BSs should be attacked.  These only need to be potential threats to be a reason to destroy a BS.

These need not simply be rationales for why BSs can be engaged in a battle.  Many of these ideas contain the seeds of thoughts that are worthy in their own right; such as giving BSs actual combat support functions.

What about the historical situation?

The above situation with BSs dealt with a BS that is stationed in empty space.  But BSs can be stationed at very strategic locations such as next to resource planet or shipyard; this is in line with historical function, where they may protect a port or guard a shipping channel.

Under Flagship/Command base rules, BSs are classed as flagships.  This means that they gain whatever ability such flag units have.

Another reason to attack bases in a hex, is that if do not, especially if your fleet then continues on to attack a third party, is that other empires and neutral worlds may suspect that you are in a secret alliance, and respond accordingly.

SOME EXAMPLES OF POSSIBLE SIMPLE RULES SCHEMA FOR IMPLEMENTING ABOVE NOTIONS

After a MBS has been in a hex for 5 turns, it can be converted to a Star Fortress – at a cost of $5.

[variant – one can pay $1 each turn a MBS is in a hex and after you have paid $5 for that MBS it automatically converts to a Star Fortress – the regular payments represent upgrades that are finally activated after 5 turns].
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After a MBS has been in a hex for 7 turns, it becomes a Hyper-Node Class II.

Hyper-Node Class I – acts as focus for a teleport device on a ship.

Hyper-Node II – acts as reception station for ships sent through a Stargate.

After a MBS has been in a hex for 9 turns it becomes an Interdictor.

An Interdictor can prevent the operation of Interstellar Space Drive of upto 3 ships in its hex.

SHIP STANDARD DESIGNATION SYSTEM

GD Ship Type Naming Conventions

· Only ships that can transport MIs and directly land them on a planet (or in atmosphere) can have the word ‘Assault’ attached to its name [represented by letter ‘V’].
· Only ships that can carry at least 4 fighters, and launch them and recover them from combat, can be labelled a ‘Carrier’ [CVD is an exception, but it’s not a true carrier].
· Only ships with extra armor can have the letter ‘A’ after other letter(s).
· If initial letter of a ship’s name is ‘C’, this stands for ‘Cruiser’, except when followed by a ‘V’ [as CV is carrier]. [Historical note: C in CV was cruiser; V presumably aViation].
· ‘B’ in a ship’s name stands for ‘Battle’ (except first B in BB), and means that that ship has enhanced armament.
· ‘K’ is for ‘Strike’, and means enhanced fire control.
· ‘E’ is for ‘Escort’.
· ‘M’ is for ‘Mobile’.
· ‘T’ is for ‘Transport’ (except first T in TT).
· ‘X’ is for ‘eXperimental’.
· ‘P’ is for ‘Exploration’ (Planetary and space exploration)
· ‘S’ is for ‘Station’ [except in BBS where it stands for ‘Super’].
· ‘Y’ is for ‘System’.
· ‘R’ is for ‘Survey’.
· ‘L’ is for  ‘Light’.
· ‘H’ is for ‘Hospital’.
· ‘U’ is for ‘Prototype’ [literally ‘unique’].
NON-STANDARD DESIGNATIONS

RA and GS are non-standard.

SG (Stargate) is also non-standard.

BS is Battlestation but technically should be SB, but by tradition is BS.

DD, FF, are traditional, and non-standard.

BB – Battleship


ship, Battle

CC – Command Cruiser

Cruiser, command

DD – Destroyer


Traditional, non-systematic

FF – Frigate



Traditional, non-systematic

SS – Strike ship


Becomes SK – ship, Strike

TT – Troop Transport


Transport, Troop (Official)  [Ship , Troop – unofficial].

If more than one ‘C’ in name, then second ‘C’ obviously stands for something else.

GBDS is army terminology (as also is MI), not naval terminology.

The standard designation system in GD represents an evolution from historical nomenclatures – generally the same, some systematised additions/alterations (and still some exceptions).

A totally ‘non-exceptional’ designation system would require totally new names and/or changing of some current nomenclatures [eg CV is a bit anomalous and annoying, from a purely designatory viewpoint].

‘CV’ is NOT  Assault Cruiser [Cruiser, Assault] but is a carrier designation.

An ‘Assault Cruiser’ would be CAV or CSV or CBV or CKV or CEV or CXV, depending on what other main attribute it had.

SUMMARY

LETTER
DESIGNATION
REMARKS

IS USED TO ID ON COUNTERS

A

Heavy


Literally ‘Armored’
BRs
(OR unit)

B

Battle 





BBs

C

Cruiser





CAs






D

Dock





DDs

E

Escort





MFs
(OR unit)

F







FFs

G







GBDSs

H

Hospital




BSs
(OR unit)

I

NOT USED

J







Ftrs

K

Strike





SFtrs

L

Light

M

Mobile





MIs

N



O

NOT USED


P

Exploration

Literally ‘Planetary’
FtrRs
(OR unit)

Q

Q-ship





TTQs
(OR unit)

R

Raider

S

Station





CLs
(OR unit)

T

Transport




TTs

U

Prototype

Literally ‘Unique’

V

Assault




CVs

W







CVCs
(OR unit)

X

Experimental




FtrXs
(OR unit)

Y







SYs



Z







SGs
(OR unit)

SPECIAL DOUBLE (or more) LETTER COMBINATIONS
COMBO
MEANING



CV

Carrier

BB

Battleship

CC

Command Cruiser

DD

Destroyer

FF

Frigate

TT

Troop Transport

SG

Stargate

SY

Shipyard

MSD

Mobile Space Dock

RA

Raidship

GS

Guardship

GBDS

Ground Based Defense System

When we say ‘traditional’ in relation to the above assignations of descriptor letters, we are referring to Earthly (English language) traditions, as without knowing an alien empire’s alphabet and language system and culture, we can not say what their traditions  may be.

US CVX PROGRAM has as one of its proposals what is known as a MOB – Mobile Offshore Base - which can operate large aircraft such as the C-17A Globemaster III, and accommodate up to 10,000 troops and their equipment.

Would have ‘call sign’ SB.

A MOB is like a manmade island to carry aircraft and stores.  In times of conflict these giant structures would be towed to a theatre of operations to provide air support and docking facilities for ship and troop operations without the need to use land bases where their deployment may be politically sensitive.  The size of these MOB structures will allow the use of large capacity transport aircrsft such as the Boeing C-17A Globemaster, with complete refueling and support services available. 

Although likely to be well protected by air and sea, these relatively static structures would be prime targets for an adversary with sophisticated ballistic missile capabilities.

The disadvantages aside, there are many positive aspects to the MOB concept.  Such a structure would give the US armed forces flexible operating bases around the world that could be semi-permanent in position allowing more reliable deployments to be made, without the normal political negotiations needed to allow foreign troops to operate overseas.

GD’s current MBS [Advanced Game unit] performs most or even all the roles proposed for the MOB, so do not need new unit to emulate this.

SPECIAL NOTE: MUCH OF THE TEXT ABOVE ABOUT MOBs IS TAKEN FROM A BOOK ON AIRCRAFT OF THE FUTURE.

IDEA FOR NEW SHIP TYPE  COMBAT SUPPLY SHIP [SC]

This would be a Grandmaster Game unit.

This unit stays out of the actual battle; but it is nearby.  It can launch very fast and maneuverable shuttles that can deliver replacement missiles, power modules, etc. to ships while they are engaged in battle.  It has defensive armament of its own and heavy armour and shields.

SPECIAL NOTES ON THE COST OF UNITS AND ALSO OF EFFECT OF DIFFERENT COMBAT DAMAGE ALLOCATION SYSTEMS
The first factor in the cost of units is their General Combat Rating – this is how they perform in a space battle without any special rules or conditions applying.

The Fighter at a cost of 1 Stellar is the baseline unit for determination of this GCR value for all units.  It is not simply a matter of saying that a unit has 3 times the combat value of a fighter and is therefore worth cost of 3 fighters, as there is a multiplicative effect when have more than one fighter and this must be the basis for the determination of equivalent combat value.

So following chart is used:

# of Ftrs
Att2
Def
Att2 x Def
Cost
1

0.8
1
0.8

1

2

1.6
2
3.2

2

3

2.4
3
7.2

3

4

3.2
4
12.8

4

5

4.0
5
20.0

5

6

4.8
6
28.8

6

7

5.6
7
39.2

7

8

6.4
8
51.2

8

9

7.2
9
64.8

9


10

8.0
10
80.0

10


11

8.8
11
96.8

11

12

9.6
12
115.2

12

NOTE: For Ftrs, Att2 is not actually Attack squared, but 2 x Attack; for other units is true square.

Then can compare corresponding values for each other unit:

Unit
Att*
Att2
Def
Att2 x Def
≡ # of Ftrs
Expected Cost

Actual Cost
FF
4
1.6
3
4.8

2+

2+ ( 3

3

CL
5
2.5
4
10

3 ½

3 ½  ( 4

5

DD
5
2.5
4
10

3 ½

3 ½ ( 4

4

CA
6
3.6
5
18

5

5


5 [now 6]

BB
8
6.4
7
44.8

7 ½

7 ½ ( 8

10 [now 9*]

SFtr
4
1.6
2
3.2

2

2


2

CV
4
1.6
4
6.4

3-

3


6 [was 5 once]

CVC
6
3.6
6
21.6

5

5


7

GS
6
3.6
8
28.8

6

6


7

RA
6+6
7.2
5
36

7-

7


8

There are several reasons for actual costs being higher than expected costs.  These include that Fighters are speed 0 whereas most other units are either speed 2 or speed 3; these speeds are generally worth 1 and 1½ extra cost respectively.  Also some units can carry MI units, this gives an extra ½ point of value, and the ability to carry fighters gives +½ or +1 (& +1 per 6 ftrs above 6).

Despite this, some units have the expected cost, these represent good value in pure combat terms; these units are the FF, DD, SFtr.

The SFtr especially seems to be good value as it is equivalent to 2 fighters in all respects except for two things – it has its own speed of 1, and if have two fighters and a point of damage is done then one of them is eliminated whereas the Superfighter is merely damaged. 

The speed of 1 is generally insignificant as usually, like fighters, SFtrs are moved around by CV [incidentally, in sharing the speed of the carrying CV the speed disadvantage of the fighters compared with other units,  is neutralised].  The second advantage, the ability of superfighters to take damage, is of benefit when using the basic damage allocation system but not so when using the optional systems.

New change to formula: Spd 1  +0 , Spd 2  +½ , Spd 3  +1, as modifier; MI carrying +½,

Fighter carrying 1 – 6 Ftrs +1, each additional 6 or less fighters +1.

	Unit
	≡ # of Ftrs
	Expected Cost
	Modified Cost Expectation

[in brackets revised]
	Actual Cost
	Value (Combat)
	Value

(EC based)

	FF
	2+ (2½) 
	2+ ( 3
	4  [3]
	3
	ave
	good (ave)

	CL
	3½
	3½  ( 4½ 
	5  [4½]
	5
	low ***
	ave (low)

	
	
	
	
	
	
	

	DD
	3½
	3½ ( 4
	4½  [4]
	4
	good
	good (ave)

	CA
	5
	5 ( 5½ 
	6  [5½]
	6
	ave ***
	ave (low)

	
	
	
	
	
	
	

	BB
	7½
	7½ ( 8
	9  [8½]
	9
	low
	low

	SFtr
	2
	2
	2
	2
	good
	good (ave)

	
	
	
	
	
	
	

	CV
	3-
	3 ( 4
	5 - 5½ [6]
	6
	low
	low (ave)

	CVC
	5
	5 ( 5½ 
	6½ - 7 [6½]
	7
	low
	low

	
	
	
	
	
	
	

	GS
	6
	6 ( 6½ 
	7½  [7]
	7
	ave
	ave

	RA
	7-
	7 ( 8
	9  [8½]
	8
	ave
	good

	
	
	
	
	
	
	


The GS and RA have an actual cost less than the modified expected cost.

The GS and RA are unique to one race [the Gromar Empire] that does not have fighters so the slightly lower cost is a kind of compensation for this.

Units with a higher cost than modified expected cost usually have some other special abilities – this is the BB.

* The attack values are #s that one must roll less than or equal on 1D10 to hit, and that also determine the # of rolls one has.  So the  Att2 value is actually the square of the decimal form of the attack #  ie. of attack #/10 [and further multiplied by 10].

*** The CL and CA have values slightly lower than FF and DD in pure combat/cost comparisons.

As previously stated the above values are related in most aspects to the basic combat system [the SuperFighter is an obvious exception].  The basic combat system is not the preferred system of this game design but simply the simplest and therefore amenable to relatively easy use by the players.

In the basic combat system the defender allocates damage to his units as he sees fit.  This is not very “realistic” but is the method adopted in many games.

There is an intermediate system between this and the preferred system.  This intermediate system is that the attacker allocates the damage; this can change how some combats resolve as compared to the basic system.

The preferred system has the attacker allocate shots to specific units before resolving what damage is done; this means that some shots will be wasted on overkill, whilst other attacks will fail to destroy their targets.  This gives more of the flavour of real war with its random effects.

With both the intermediate system and the preferred system the advantage superfighter has compared to fighter is eliminated.  It should be noted that the seeming freedom/advantage these [especially the intermediate system] give to the attacker is ameliorated somewhat by the introduction of special defensive measures such as screening.

THE FIGHTER

Fighter Minor Repairs/Maintenance/Refuelling and Resupplying
Whilst this is not in the provenance of the Basic Rules, nevertheless it is interesting for anyone with a fascination with the GD universe to know how things work ‘in the background’.

It is the protocol of most races when performing one or more of these activities in relation to their fighters [excepting those that are functionally inoperative anyhow] to do it one fighter at a time.

This is so as to avoid a situation where if enemy suddenly appears, all or most of fighters can not be sent out to fight; ie it is to avoid being ‘Midwayed’.

Some races and/or fleets and/or individual ships may have a different policy or procedures.

So, for instance, say have 6 damaged fighters; 2 of them severely damaged [call them A and B], 3 of them with damage to one or two systems but still capable of combat [call them C, D & E], and one with light damage that can be repaired and not affect its returning at anytime to combat [call this one F].

Then, if an adherent of above philosophy, would repair A, B, F and one of C, D & E [say C], at same time.

This means that if attacked have  D, E and F available to defend you.

Proponents of a more conventional philosophy [assuming that they have the capacity to repair any number of fighters – in work area, machinery and personnel] of repairing all as quickly as possible [& at same time if possible] also have a point, for in above example, if you succeed with your repairs before the surprise attack, then will have 6 fully functional fighters to defend you.

If you are surprised, then F would still be able to fight.

CLARIFICATION: In the examples given, it is presumed that if medium damaged units like C, D & E, are undergoing a repair procedure, that they cannot be immediately put into battle, even though still basically combat capable, as they are linked up to repair machines &/or fuellines, etc. and it takes time to get them disengaged; also, that during repair work they could be made temporarily non-combat capable, eg. have removed a vital power component to replace it, etc.

SPECIAL RULES CLARIFICATIONS

CV MINIMUM FIGHTER CARRIAGE

The concept for a rule exists that when 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 have this rule, then must also have following:

If a CV finds itself with below its minimum requirement in Ftrs [eg as 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 [& indeed cannot] need to 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 is not subject to the minimum Ftrs condition.

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

CVs will have their cost raised from $5 to $6. DONE.

Should they get a raise in their Defense from 4 to 5?  NO.

MORE BACKGROUND NOTES ON COMBAT IN GD

PART ONE  FIGHTERS

Fighter pilot survivability in GD is fairly high for a number of reasons.

Firstly, their fighters are actual ships, not tinny little aeroplane emulators as in many universes.

Secondly, they are cocooned in a sophisticated defensive system.

Thirdly, their Life Pods are very tough, small, maneuverable and stealthy.

Enemy ships do not shoot at Life Pods for several reasons:

· most races have a policy not to do so.

· irrespective of policy, the ships are unwilling or unable to devote the time and effort to detecting and destroying a Life Pod during battle, and after battle it is too late as Life Pods have got away.

· even if they wished to devote a considerable effort, it would more likely be allocated to an attempt to capture the Life Pod rather than destroy it, as a captive pilot would be a bit of a coup for the ship, its captain and the crew concerned.

FIGHTER PILOT SURVIVAL PODS

These have a number of features apart from the obvious life support:

· maneuvering engines – so can dock with other units or avoid crashing/colliding

· good sensory system

· can land on planets

· have a signal beacon

· can alternate between two modes – stealth [to avoid capture by enemy] and ‘here I am’ [for detection and pickup by ally] by changing hull colour and reflectivity

· some minor inbuilt weaponry [mainly for defense when grounded on a planet, with hostile lifeforms around, to deter them]

· good supply of food and water, air regeneration, long life energy source [small fusion generator and batteries], pilot survival gear – hand weapons, etc

· the pilot’s flight suit can double as an envirosuit – versatile design

· 2 robotic assistants/bodyguards

PART TWO  GENERAL

Although the weapons in GD are powerful [and also their missiles are very smart – EW and Wild Weasels not likely to be effective against them (exception is special GD EW)] and the amount shot by a ship during each round of battle is massive, their defenses are also powerful.

Ships are quite often not actually destroyed in battles, but simply incapacitated.

Say that have a ship shooting at another ship.

We do a simple measure of the result by saying a particular shot hit or missed.  In reality, it is not that simple – the weapons in GD are pretty accurate, and whilst sometimes a result is an actual miss, because of speed and maneuverability of target for instance, quite often a miss is a hit that was defended against – by shields, anti-missile missiles and armor, and sometimes a miss represents that a hit having got through all defensive systems, did not do combat effective damage.

In GD, systems are highly decentralised – do not have one engine but many, do not have one power room but dozens, no centralised control location – sure the captain is in one physical location – a very well protected one, but even if he is killed, other officers in other locations can continue on – indeed, the actual battle is usually overseen by specialist combat commanders [Tactical Warfare Officers]

As a consequence, although difficult, it is possible to knock out enough vital systems such that the target ship is no longer an effective fighting unit – but its hull and most of it can still be intact, and its crew alive.  In Basic Game, we simply assume/act like it was destroyed, but at more sophisticated simulation type levels can more accurately represent the reality.

The ships are sometimes destroyed, but ones that are not can limp away from battle, retreat or gather together to form a fleet that cannot attack but still has some defensive bite, and therefore the victor does not wish to risk his own fleet that is needed for future battles to finish off a fleet that will not be in any more battles for quite awhile as need expensive repairs or will be scrapped by owning nation.

Of course, each empire is different, but most of them are not bloodthirsty, but practical, and will not hunt down normal enemy ships to finish them off, and expect and receive same courtesy in reply.

Of course, if have a good reason, like an enemy fleet has obtained vital information that you do not want it to pass on, then might do a seek and destroy action.  But this is rare, and quite often an unsuccessful effort.

PART THREE   CARRIERS AT WAR

In the Basic Game these are for the most part treated like any other unit [unless use the special applicable optional rules relating to targeted combat, screening and/or carriers staying back].

These are extremely big ships – but they have only the firepower of a FF [because it is meant for self-defense, not aggression], and their defense is only that of a DD, because the DD being a ‘thick-of-battle’ combat unit has stronger screens and thicker armor that gives it better defense that is equalised in effect by the CV being so huge (this gives it additional defense).

Of course, there are some variants of the CV, mainly found in the more advanced game levels, that are designed for actual combat and have the attack and defense ratings to back this up.

A basic CV can go into action in an actual battle, as it has its escorts of generally FFs and its own fighters that can act as a ‘combat space patrol’ to protect it; but the preferred option by their commanders and the fleet’s commanders is that it stay back from the battle and send its fighters forward.  There are of course some problems with this – 

· if the two sides are very evenly matched, the presence of the CV in actual melee could make the difference between victory and defeat.

· if the CV is left back, it is vulnerable to attack by a secondary squadron of the enemy.

· if leave it some escorts, this further weakens the fleet; one has split the fleet, leading to possibility of defeat in detail.

· it can be more impressive and awe inspiring if CV also flies into battle – this is especially scary to ships of the Star Trek universe, not that it makes much difference in practical terms as ST units are puny [and aren’t encountered in this game normally].

· if the commodore in overall charge of the fleet is on the CV, then if he is not at actual battle then he is unable to make the vital decisions that may be needed, based on what is actually occurring and that must be made quickly without any communication delay [the whole subject of long distance communication is a separate issue that I have still not resolved for the GD universe (but even if it was possible to send instantaneous signals there are still the possibilities of jamming or tracking a signal to its source or receiver)].

· if the fleet that is actually in the battle is defeated or decides to move off in a different direction, then the CV is stranded/isolated/abandoned, unless it moves to catch up [this is a matter of the scales involved, as it is assumed and is also the fact that tactical scale is small compared with strategic scale, and CV can easily stay with fleet if it engages in strategic movement].

· it is more difficult for crippled fighters to get back to their carrier if it is away [this is irrelevent in Basic Game as fighters either die or survive]; but this is not really much of an issue as the carrier can come to them.  And also presumably, if needed, bigger ships could tow/tractor them [again scale comes into the matter – fighters are the fastest tactical speed units, and the CV is separated from them by tactical distance, not strategic distance, so it is actually quite easy for them to return to it (if not crippled drive of course)].

PART FOUR   MINI-FIGHTERS

What about the pilots of these?

There are several views one can take about this matter:

1. tough luck – goodbye

2. what pilots!! – we’re not going to waste our elite pilot officers in these; they can fly on automation or remote control.

3. oh yeah, our pilots are in these, but isn’t the universe amazing, somehow most of them manage to survive, even though their ‘planes’ (sic) are shot out from under them.  This is truly amazing stuff.

4. for every pilot there is a bunch of would be pilots – guess where they go [tough luck – goodbye redux].

DREADNOUGHT

A number of space board games incorporate as a basic category of warship in the game the Dreadnought.  This is not so in GD where the Battleship exists as a basic category, and not the Dreadnought.  The reason for this lies in navy history.  The “original” Dreadnought was a variant of the Battleship design produced in the early 20th century.  However Dreadnought is a much ‘sexier’ word for a ship type.

I use the term Dreadnought in GD in terms of what the Dreadnought concept originally meant – an ‘all heavy guns’ approach and have expanded it to mean a warship having an ‘all equal guns’ design, hence in GD one can have Dreadnought Battleships as originally envisaged historically but also Dreadnought versions/variants of other designs such as cruisers.

It should be noted that  ‘all heavy guns’ is a mite misleading as Dreadnoughts did carry also some smaller guns.  [WWII battleships were all generally dreadnoughts, and had a massive number of very small (compared to their main guns) anti-aircraft guns].

GD SHIPS – DETAILED DATA – GROSS TACTICAL LEVEL

SIZE OF GD SHIPS

It is a strict rule in GD that the size of ships is based on realistic expectations.

The main factors are size of weapons, size of drive systems, amount of fuel required for drive and for other systems .

The original factors that I created required the ships to be huge, which in one way was good as it gave them awesome sizeTM, that also meant that it also would be easy to give them a lot of spare space for other things.

Then I reduced some of the system sizes and requirements that made the ships smaller, though still fairly large, and then a further downward revision that made them much smaller.

I then did a marginal upward revision of some systems to restore a more sensible size level for those items that allowed ships to still be on same basic scale as small size.

So, three possible scales – small, medium, large.

I have concentrated here on small scale system, and later will give factors for larger scale systems – this way if you wish to plug the ships into a particular scale universe you can [this also requires creating 2 or 3 other scales – very small, huge and gigantic].

At small scale ships are typically of these sizes:

Ftr
     8000 cu.m. &   14,000 tonnes.
FF 
 80,000 cu.m. & 105,000 tonnes

DD
100,000 cu.m. & 130,000 tonnes.
CA
120,000 cu.m. & 150,000 tonnes.

BB
200,000 cu.m. & 260,000 tonnes.
CV  
350,000 cu.m. & 270,000 tonnes [w/o Ftrs]

BBS
300,000 cu.m. & 500,000 tonnes
CV  
350,000 cu.m. & 440,000 tonnes [with 12 Ftrs]

BBX
300,000 cu.m. & 400,000 tonnes
CV
350,000 cu.m. & 330,000 tonnes [4 min Ftrs]

SFtr
  16,000 cu.m. &   27,000 tonnes.

TT
  80,000 cu.m. &   61,000 tonnes

At medium scale:

Ftr  





FF  150,000+ cu.m.  200,000+ tonnes

DD





CA
 

BB





CV

SFtr

At large scale:

Ftr  





FF

DD





CA

BB





CV

SFtr

TYPE
VOLUME
SIZE
PARTIAL LINEAR SCALE
GEO SCALE
LINEAR SCALE

Ftr
     8,000
½
   5,000 – 10,000

SFtr
   16,000
1
 12,000 – 22,000


   40,000
2
 25,000 – 45,000

FF/TT
   80,000
3
 50,000 – 90,000

DD
 100,000
4
 95,000 – 135,000

CA
 120,000
4



 160,000
5
140,000 – 175,000

BB
 200,000
6
180,000 – 225,000


 250,000
7
230,000 – 275,000

BBX/S  300,000
8
280,000 – 325,000

CV
 350,000
9
330,000 – 375,000



10
380,000 – 425,000

Imagine that there was a box enclosing each ship – this box always has a clearance from the ship of 10m on each of 6 sides.  Also assume for ease of calculation that each ship is a cube.

Then “Size” of ship would actually include this enclosing volume – which would be proportionally larger for small vessels than for large vessels.

This represents a clearance for holding perposes, and is the factor used to represent size of each ship as often they must be held inside another unit – a hangar or cradle of a larger ship, or in a Shipyard.

If we incorporate this factor then we will obtain the following adjusted volume figures:

TYPE

SIDE
NEW SIDE
NEW VOLUME
VOL RATIO

Ftr

20
40

  65,000

½ +

SFtr

25
45

  95,000

1 +

xxx

34
54

160,000

2

FF/TT

43
63

250,000

3

DD

46
66

290,000

4 -

CA

50
70

345,000

4 +

xxx

55
75

425,000

5

BB

59
79

495,000

6

xxx

63
83

570,000

7

BBX

67
87

660,000

8

CV

71
91

755,000

9 +

xxx

74
94

830,000

10 +

Let Vol Ratio = 80,000:1

These figures for Vol Ratio closely match the allocated figures for ship size.

On CVs the cradles that hold Fighters (& SFtrs) do not have such a large clearance, so this makes figures match even better.

SPECIAL NOTE ON GD SHIP ARMOR

The armor in GD may seem pretty thin compared to real sea BB and spaceships of some universes – do not be deceived – it is made of a special substance that is much stronger and tougher than that of most universes so is actually equivalent to armor of at least 10 times its thickness of standard armor steel.

Also the armor in GD is not primary defense of ship – that comes from many systems – AMMs, defensive beams, etc.  It is not even the secondary defense as that is provided by the shields.  It is the tertiary layer of defense.  Some might say the quaternary – and that primary level is the officers and crew.  Note also that even main gunnery has some defensive effect.

SPECIAL NOTE ON WEAPON QUANTITIES ON UNITS

You will recall that a Fighter has each round two attacks with each attack having a 40% chance of success.

If you look at the weapons tables below you will notice that a fighter has 8 weapon systems – 4 beam Projectors and 4 Missile racks [and all these weapons fire each turn – 4 beams and 16 missiles].

How are these figures compatible?

Easy – because whilst GD ships fire a lot of weapons they also have superb defensive systems that knock out most attacking missiles and neutralize most beam attacks, meaning that at best a fighter will actually score only two successful hits in a round.

Against ships of lower tech they will naturally score more successful hits – I will develop a system for this at some stage – after, and as a result of, the fine level tactical combat system being developed next this year [early 2006].

SIZE OF WEAPONS SYSTEMS
SMALL SCALE

M1 missile 5m long
1.0m diam
vol = 4 cu.m.

M2 missile 5.8m long
1.1m diam
vol = 5.5 cu.m.

M3 missile 6.2m long
1.2m diam
vol = 7 cu.m.

M4 missile 6.4m long
1.3m diam
vol = 8.5 cu.m.

Missile rooms:

All rooms contain a launcher with 4 missiles (which it can shoot all 4 simultaneously) and 4 reload racks, each with 4 missiles ( 20 missiles [only takes part of a round to reload missile launcher from a reload rack].

M1:

Launcher = 7m x 2.5m x 2.5m = vol 43.75 cu.m.

Reloader = 6m x 2.5m x 2.5m = vol 37.5 cu.m. x 4 = 150 cu.m.

Launcher + 4 reloaders = about 200 cu.m.

M2:

Launcher = 7.8m x 2.7m x 2.7m = vol 56.86 cu.m.

Reloader = 6.8m x 2.7m x 2.7m = vol 49.57 cu.m. x 4 = 200 cu.m.

Launcher + 4 reloaders = about 255 cu.m.

M3:

Launcher = 8.2m x 2.9m x 2.9m = vol  69 cu.m.

Reloader = 7.2m x 2.9m x 2.9m = vol  60.55cu.m. x 4 =  242 cu.m.

Launcher + 4 reloaders = about 310 cu.m.

M4:

Launcher = 8.4m x 3.1m x 3.1m = vol  81cu.m.

Reloader = 7.4m x 3.1m x 3.1m = vol  71cu.m. x 4 =  284 cu.m.

Launcher + 4 reloaders = about  365 cu.m.

MISSILE ROOMS










missile launcher










reloader rack








Walls behind and to side, and underneath and above







missile racks are extra armoured.







Walls in front extra, extra armoured.







There are special holes in side walls for in case there







are internal explosion in missile room to vent explosive







force.  Room itself is envacuumed.

Missile room dimensions

M1 room – 17m x 16m x 3m = 816 cu.m.
Airlock = 17m x 9m x 3m = 459 cu.m.

M2 room – 19m x 17m x 3.5m = 1130 cu.m.
Airlock = 19m x 10m x 3.5m =  665cu.m.

M3 room – 20m x 18m x 4m = 1440 cu.m.
Airlock = 20m x 10m x 4m = 800 cu.m.

M4 room – 21m x 19m x 4.5m = 1795 cu.m.
Airlock = 21m x 11m x 4.5m = 1040 cu.m.

The extra room at back of Missile room is to provide space for vehicles, that can bring more missiles, to maneuver.


The Missile Store room contains cranes and vehicle loaders of sophisticated design.

The Missile Store room is following dimensions:

M1 – 17m x 8m x 3m = 408 cu.m.

M2 – 19m x 9m x 3m = 513 cu.m.

M3 – 20m x 10m x 4m = 800 cu.m.

M4 – 21m x 10m x 4m = 840 cu.m.

TOTAL MISSILE SYSTEMS

M1: 816 + 459 + 408 
= 1683 cu.m.
MASS = 150 + 260 + (4 x 200) = 1210 ( 1500 tonnes

M2: 1130 + 665 + 513 = 2308 cu.m.
MASS = 200 + 340 + (4 x 270) = 1620 ( 2000 tonnes

M3: 1440 + 800 + 800 = 3040 cu.m.
MASS = 250 + 420 + (4 x 325) = 1970 ( 2500 tonnes

M4: 1795 + 1040 + 840 = 3675 cu.m.MASS = 300 + 500 + (4 x 390) = 2360 ( 3000 tonnes

Mass is made up of armored walls/floors/ceilings/partitions/doors + launcher + 4 reloaders +[loading vehicles & spare missiles] + missiles + [empty storage cradles in Missile Store Room] + bracing.

NOTE: MASS EXCLUDES EXTRA MISSILES IN MISSILE STORE ROOM & ALSO Vehicles.

NOTE: Fighters do NOT have Missile Store Room nor Giant Airlock, and no reload section in Missile Room, so each of their 4 Missile Sections is only 220 cu.m and masses 300 tonnes.

BEAM PROJECTORS

B1
Vol =
300
Mass = 600
WITH HEAT MANAGEMENT SYSTEM ( 400/700

B2
Vol = 
600
Mass = 1200
WITH HEAT MANAGEMENT SYSTEM ( 800/1400

B3
Vol = 
1200
Mass = 2400
WITH HEAT MANAGEMENT SYSTEM ( 1500/2700

B4
Vol = 
2400
Mass = 4800
WITH HEAT MANAGEMENT SYSTEM ( 2800/5200

Beam Projectors have own Power Room inbuilt and have enough fuel of own for 1 heavy battle.

Then they will need either a fuel topup or to get power from main grid or get power from an emergency  portable generator.

Beam Projectors may also need special heat sinks or heat removal system.

NOTE: Fighters have a “half” Heat Management System so their B1 projectors are each

350 cu.m. and 650 tonnes.

SPECIAL NOTE:

Missile Launchers of a given size may also shoot missiles of a smaller size.

EXTREMELY SPECIAL NOTE

The ships in GD are pure warships, not luxury liners.  Why do I say this – look at ships in Star Trek – these are really ships designed for long-range/duration exploration missions that can also fight – hence large empty spaces and huge number of personnel.

It is the difference between a destroyer, a ship of just a few thousand tonnes and the Titanic, an about 40,000 tonne ship [of course without weapons, but if converted to an armed vessel this would be equivalent of its ST equivalent], whereas GD ships are built as specific ships of war.

The large amount of empty space on Star Trek ships means that the figures that they give for the mass of the ships are wrong – it also means that their air should last for months.

It means the size of the ST Next Generation ships are inflated – to have them bigger than they should be, they are like galactic blowfish.

SOME NOTES ON SHIP DESIGN SHEETS

Amount of Screen Generators given in Ship design sheets is actually Generator Factors – actual quantity of generators is much less.

The amount of Power Rooms provided is excessive to normal combat requirements, and actually includes backup power systems.

SPECIAL NOTE ON HULL AND ARMOR VOLUME/MASS CALCULATIONS

For purposes of simplifying basic calculations, when determining these the ship is treated as though it is a rectangular solid of the stated volume to which the stated thickness of hull & armor is plated.

this gives a greater than actual figure for two reasons – hull and armor are actually part of that volume, not external to it, and with actual ships parts of them will be curved reducing the surface area.

However, the excess in these calculations can be treated as being internal systems armor.

ZERO MASS SYSTEMS

The mass of some internal systems is given as being zero.

This is not literally true, there is likely to be special equipment in these ‘empty’ chambers [plus of course also the chambers’ walls and doors], that would add to total mass of ship.

However, this is not critical for our calculations – that are aimed at determining the minimal masses, as drive systems in GD provide their drive effects based on volume to be moved, not on mass, so it is not vital to have absolutely accurate figures for total ship mass – unlike with today’s rocketships for which mass is the vital determinant.

The only figure that must be totally accurate is the total volume figure for each ship – as this determines how big its drives must be and also all other volume related factors.

POWER ROOMS
Each Screen Generator requires equal size of Power Rooms.

General Systems require 1 Power Room per 10,000 cu.m.  CHANGED TO per 5,000 cu.m.

[this EXCLUDES Drive Systems & Fuel tanks].NOTE: For actual calculations have used total volume of ships – this actually yields extra qty that can be considered to be backup power units.

1 Power Room = 100 cu.m. in volume and 200 tonnes mass.

Power rooms do not require fuel (in normal operating conditions) [as have own fuel supply].

Each Beam Projector System incorporates a certain number of power rooms:-

B1 = 1

B2 = 2

B3 = 3

B4 = 4

These are usually independent of main power grid, but can be switched into it, if some of normal power rooms incapacitated and more power for say drives is required.

COLLATED FACTORS FOR SHIPS [CONTINUED]

ARMOR [MASS = 5 x VOLUME]  [G = gap between layers – Inner, Mid/Main & Outer]

THICKNESS

RATING
UNITS



PATTERN  I – M - O

5 cm
+ G = 9
Extra Light
FtrL



1 – 3 – 1
G = 2 + 2

10 cm
+ G = 18
Light

Ftr, RA, CV


2 – 6 – 2
G = 4 + 4

15 cm
+ G = 27
Medium
FF, DD, CL, SS, Tug, SFtr, CVA
3 – 9 – 3
G = 6 + 6

20 cm
+ G = 36
Heavy

CA, Btug, CVB

4 – 12 – 4
G = 8 + 8

25 cm
+ G = 45
Extra Heavy
CB



5 – 15 – 5
G = 10 + 10

30 cm
+ G = 54
Super Heavy
BB, GS


6 – 18 - 6
G = 12 + 12


HULL [MASS = 5 x VOLUME (FOR WARSHIP – warship hull is made of same metal as armor)]

2 cm thickness + G of 3 cm standard from armor = 5 cm

INTERNAL ARMOR
No added volume; would marginally increase total mass.

WEAPON SYSTEMS

MISSILE SYSTEMS – LAUNCH RACK + 4 RELOAD RACKS
TYPE
VOLUME
MASS
I
200

260

II
255

340

III
310

420

IV
365

500

MISSILE – EXTRA RELOADS – 4 RELOAD RACKS

TYPE
VOLUME
MASS
M1
150

200

M2
200

270

M3
240

325

M4
285

390

BEAM PROJECTORS [INCLUDE OWN POWER GENERATOR + FUEL]

TYPE
VOLUME
MASS

REVISED VOLUME
REVISED MASS

B1
200

   300

300


600

B2
350

   550

600


1200

B3
500

   800

1200


2400

B4
650

1,050

2400


4800

AMM
VOLUME = 40, MASS =  45 [1 Launcher + 4 Reloads]

volume = 36
mass = 40  - 1 reload system [4 reloads + load system]

CREW QUARTERS

1 crew quarters = 30 cu. m., mass =  1 tonne. [ie for one person]; this includes spintronics, their spare uniforms, casual (sporting) & civvy clothes (mufti), spacesuit, their combat suit, bed, cupboards, drawers, walls, door, WC, shower, water for shower, toiletries, minibar, electrics, emergency air supply, emergency drinking water and emergency food, backup mini-power unit, some personal items.

Also fire extinguisher, emergency vacuum pump, paramedic kit, anti-intruder system, gas/breather mask, wall calendar-clock-reminder device, personal computer/communicator, entertainment console & personal simulator, comfy chair, work chair, fold out guest sofa, fold out tables.

In actual calculations Mass is treated as being double, ie 2 tonnes per crew member - this allows for their food, water, etc from general stores. [treated as being 3 tonnes as includes 1 tonne tank of water].

COLLATED FACTORS FOR SHIPS [CONTINUED]

FACTORS FOR SPECIFIC SHIPS [ARP = Attack Rating Points]


TOTAL








TOT
TOT

SHIP
ARPs

M1
M2
M3
M4
B1
B2
B3
B4
VOL
MASS

Ftr
8

4
-
-
-
4
-
-
-
1,600
1.840

FF
16

4
2
-
-
4
2
-
-
2,620
3,030

DD
25

6
2
1
-
5
2
1
-
3,840
4,480

CA
36

4
4
2
-
4
4
2
-
4,880
5,680

CB
49

4
4
2
2
4
4
1
2


BB
64

4
4
4
2
4
4
4
2
7,580
8,870

BBX
81

5
4
4
4
4
4
4
4


ADDITIONAL MISSILE LOADS

FF = 1 SET OF RELOADS = VOLUME 1,000 PER SET
 T 1,340
1,000 / 1,340

DD = 2 SET OF RELOADS = VOLUME 1,540 PER SET
 T 2,065
3,080 / 4,130


CA = 2 SET OF RELOADS = VOLUME 1,880 PER SET
 T 2,530
3,760 / 5,060


BB = 3 SET OF RELOADS = VOLUME 2,930 PER SET
 T 3,960
8,790 / 11,880

BBX = 3 SET OF RELOADS = VOLUME 4,940 PER SET


14,820 / 

AMM RACKS




AMM RELOADS

UNIT
QTY
VOLUME
MASS


UNIT
QTY
VOLUME
MASS
FF
12
480

540


FF
24
864

960

DD
24
960

1,080


DD
48
1,728

1,920

CA
36
1,440

1,620


CA
60
2,160

2,400

CB
48
1,920

2,160


CB
96
3,456

3,840

BB
60
2,400

2,700


BB
120
4,320

4,800

WEAPON SYSTEMS SUMMARY – VOLUMES






MISSILES
MISSILE


AMM

SHIP
MISSILES
BEAMS
+ BEAMS
RELOADS
AMMs

RELOADS
FF


DD


CA


BB


ARP = Attack R Points.

EXTRA SPECIAL NOTE
THIS SHIP TACTICAL LEVEL DESIGN SYSTEM ENABLES CREATING DIFFERENT CLASSES OF EACH TYPE OF SHIP.

HOW THESE WILL ACTUALLY OPERATE WILL NEED THE ACTUAL TACTICAL LEVEL BATTLE SYSTEM TO BE CREATED, WHICH OF COURSE WILL INCORPORATE EVEN FINER DETAIL IN REGARD TO EACH SYSTEM, EG. THE DAMAGE ANY PARTICULAR SYSTEM CAN SUSTAIN BEFORE BECOMING NON-OPERATIONAL, DETAILED HIT LOCATION SYSTEM AND EACH WEAPON’S TO HIT AND DAMAGE AND ABILITY TO PENETRATE SCREENS AND ARMOR AND SPECIAL DEFENSES [AMM, BEAMS USED DEFENSIVELY,ETC].  THIS IN TURN LEADS TO DIFFERENT MODES OF FIGHTING – AGGRESSIVE, DEFENSIVE, STANDARD/ORTHODOX, ETC. WHICH CAN VARY BY SHIP, INDIVIDUAL COMMANDER, OR BY EMPIRE SOP, OR BY SITUATION.

EXAMPLE OF SPECIAL CONDUITS

Rapid Transit Tube

This is 1 metre diameter, and can rapidly send personnel or cargo “torpedoes” through tube that can curve around and have various “stations”.

Can also via special tech gain egress at any point in tube system.

Alternate Transport Mode Tube

These are generally straight pipes that contain ladders with attached motorised cradles and

“attach-to’s”.

GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:
	TOTAL VOLUME:
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:
	ATT:
	DEF:
	TAC SPEED:

	SIZE:
	COST:
	Ftrs can carry:
	MIs can carry:

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	
	special
	

	MISSILE RELOADS
	‘1’
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	‘1’
	
	special
	

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	
	
	x 0
	0

	FIGHTERS [   ]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	
	
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 
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FIGHTER / SMALL CRAFT FORM

	SHIP TYPE:
	TOTAL VOLUME:
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:
	ATT:
	DEF:
	TAC SPEED:

	SIZE:
	COST:
	
	

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	CORRIDORS / ACCESS WAYS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR  [ADVANCED]
	‘1’
	
	x 1  [x 3]
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	
	
	
	
	

	MISSILE SYSTEMS
	‘1’
	
	special
	

	MISSILE RELOADS
	
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	
	
	special
	

	
	
	
	
	

	CREW QUARTERS  [& if ‘double’]
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	
	
	x ½ 
	

	LIFEPODS
	
	
	x 2
	

	CREW SECTION + POD(s)
	
	80 x QTY
	x 2
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	
	
	
	
	

	TURBOLIFTS
	
	
	x 0
	0

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	            +X

	TOTAL
	
	
	
	            +X

	+ PILOT(s) [+ Flightsuit]
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	


GD SHIP DESIGN FORM

computerised  new revision 18 November 2005

SPECIAL – FIGHTERS AND SMALL CRAFT SHEET

SHIP TYPE:
SFtr


TOTAL VOLUME:
16,000

MASS:    27,000                           

‘DEAD’ VOLUME:  
8,320

‘LIVE’ VOLUME:  7,680

SPEED:  1
ATT: 
4
DEF: 
2
TAC SPEED:
8
SIZE: 
1
COST: 2



‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



  2
x 2



  
320
    640

MDE



36
x 2



         5,760
11,520

FUEL



14
x ½



         2,240
  1,120



RESERVE FUEL

  0
x ½









TOTAL ‘DEAD’ 

52
----



         8,320
13,280


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Light ]

16
320

x 2

   640

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
200

x 2

   400

ARMOUR [ Medium ]


‘1’
1,080

x 3

3,240

POWER ROOMS



6
600

x 2

1,200

CORRIDORS/ACCESS WAYS

‘1’
200

x 0

       0

CONDUITS/WAVEGUIDES


‘1’
20

x 1

     20

LANDING SYSTEM



‘1’
160

x 2

   320

CREW SECTION + POD(s)


2
160

x 2

   320

EMERGENCY SYSTEMS/SPARES

‘1’
160

x 1

   160


AUTO REPAIR [ADVANCED]

‘1’
48

x 1

     48

COMPUTERS, ETC.



‘1’
48

x 1

     48

MISSILE SYSTEMS



‘1’
1,450

special

2,000

MISSILE RELOADS




NA

special



BEAM SYSTEMS



‘1’
2,800

special

5,200

AMM SYSTEMS



‘1’
320

special

   360

AMM RELOADS




NA

special



CREW QUARTERS


 1 (‘double’)
     30     
3* x QTY
       3

CREW FACILITIES



‘1’
     20     
x 1

     20

MISCELLANEOUS STORES


     64

‘0’

LIFE SUPPORT SYSTEM



NA

x 1


LIFEPODS





NA

x 2



ARMORIES





NA

x 1



TURBOLIFTS/CORRIDORS


NA

x 0

   

TOTAL ‘LIVE’




7,680



13,979
















TOTAL





16,000



27,259



+ PILOT(s) [+ Flightsuit]


2
‘0’

QTY x 0.2

0.4       


SG = (mass/vol) = 27,259 / 16,000 = 
1.7

COSTS

GD SHIP DESIGN FORM
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SPECIAL – FIGHTERS AND SMALL CRAFT SHEET

SHIP TYPE:
Ftr (Std)
TOTAL VOLUME:
8,000

MASS:  14,000                     

‘DEAD’ VOLUME:  3,840
‘LIVE’ VOLUME:  4,160

SPEED: 0
ATT: 
4*
DEF: 
1
TAC SPEED:
8
SIZE: 
1/2
COST: 1



‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE


NA

x 2



   NA

   NA



MDE


36%

x 2



2,880

5,760

FUEL


12%

x ½



   960

   480



RESERVE FUEL
  0%

x ½

   

   NA

   NA



TOTAL ‘DEAD’ 
48%

----



3,840

6,240


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Light ]

 8

 160
x 2

   320

HULL
(VOL = 1/20 SURFACE AREA)
‘1’

 170
x 2

   340

ARMOUR [ Light ]



‘1’

 600
x 3

1,800

POWER ROOMS



 4

 400
x 2

   800

CORRIDORS/ACCESS WAYS

‘1’

   94
x 0

       0

CONDUITS/WAVEGUIDES


‘1’

    8
x 1

       8

LANDING SYSTEM



‘1’

 100
x 2

   200

CREW SECTION + POD(s)


 1

   80
x 2

   160

EMERGENCY SYSTEMS/SPARES

‘1’

   60
x 1

     60

AUTO REPAIR [ADVANCED]

‘1’

   24
x 1

     24

COMPUTERS, ETC.



‘1’

   24
x 1

     24

MISSILE SYSTEMS



‘1’

  880
special

1,200

MISSILE RELOADS



 0

  NA
special

   NA

BEAM SYSTEMS



‘1’

1,400
special

2,600

AMM SYSTEMS



‘1’

  160
special

   180

AMM RELOADS



 0

  NA
special

   NA

LIFE SUPPORT SYSTEM


 0

  NA
x 1

   NA

LIFEPODS




 0

  NA
x 2

   NA

ARMORIES




 0

  NA
x 1

   NA

TURBOLIFTS/CORRIDORS

 0

  NA
x 0

   NA

TOTAL ‘LIVE’ 





4,160


7,716



TOTAL






8,000


13,956



+ PILOT(s) [+ Flightsuit]


1

   ‘0’
QTY x 0.2
    ‘0’
       


SG = (mass/vol) = 
14,000 / 8,000 = 1.75





COSTS

GD SHIP DESIGN FORM
computerised  new revision 18 November 2005

SHIP TYPE:
FF

TOTAL VOLUME:
80,000

MASS:    105,000                           

‘DEAD’ VOLUME:  
41,600


‘LIVE’ VOLUME:  38,400

SPEED: 3
ATT: 
4
DEF: 
3
TAC SPEED:
6
SIZE: 
3
COST: 3

FTRs CARRIED: 0


 
MIs CARRIED: 0

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



10

x 2


  8,000

16,000

MDE



21

x 2


16,800

33,600

FUEL



19

x ½


15,200

  7,600



RESERVE FUEL

  2

x ½


  1,600

     800



TOTAL ‘DEAD’ 

52

----


41,600

58,000


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Light ]

80
1,600

x 2

  3,200

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
   640

x 2

  1,280

ARMOUR [ Medium ]


‘1’
3,456

x 3

10,368

POWER ROOMS



32
3,200

x 2

  6,400

TURBOLIFTS/CORRIDORS

‘1’
4,000

0

       0

CONDUITS/WAVEGUIDES


‘1’
     80

x 1

       80

LANDING SYSTEM



‘1’
   800

x 2

   1,600

LIFE SUPPORT SYSTEM  [1 ‘B’ + 1 ‘A’ ]
‘1’
       8

x 1

         8

EMERGENCY SYSTEMS/SPARES

‘1’
   800

x 1

     800

AUTO REPAIR



‘1’
     80

x 1

       80

COMPUTERS, ETC.



‘1’
   240

x 1

     240

MISSILE SYSTEMS



‘1’
11,348

special

10,000

MISSILE RELOADS
 [1 set]


‘1’
       ‘0’

special

  1,340

BEAM SYSTEMS



‘1’
  3,200

special

  5,600

AMM SYSTEMS



‘1’
     480

special

     540

AMM RELOADS



‘1’
     864

special

     960

CREW QUARTERS



30
     900

3 x QTY
       90

CREW FACILITIES



‘1’
     600

x 1
       
     600

BRIDGE




‘1’
     120

x ½

       60

SHUTTLE BAY [ 1 TYPE L, 1 type s]
  2
  4,750
    
 x 0
         
         0

SHUTTLES [IN BAY] [TYPE(s)]

( 0 ? )
       ‘0’

special

 
X

LIFEPODS



          10
     400

x 2

     800

ARMORIES




4
       40

2 x QTY
         8

PINNACE HANGARS


4
     400

‘0’

         0

PINNACES




4
       ‘0’

special

       40

HANGARS




0
        --

x 0

         0

MI TRANSPORT CHAMBERS

0
        --

x 0

         0

MISCELLANEOUS STORAGE

‘1’
     394

‘0’

            S

Fighters
[TYPE(s)

]
0
        --



        ‘0’

MIs





0
        --



        ‘0’


TOTAL ‘LIVE’




38,400


 
44, 094 + X + S

TOTAL





80,000



102,094 + X + S

+ Crew





30
       ‘0’

QTY x 0.2
          6


SG = (mass/vol) = 
105,000 / 80,000
=  1.31 +

GD SHIP DESIGN FORM
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SHIP TYPE:
DD

TOTAL VOLUME:
100,000
MASS:                               

‘DEAD’ VOLUME:  
42,000

‘LIVE’ VOLUME:  58,000

SPEED: 2
ATT: 
5
DEF: 
4
TAC SPEED:
6
SIZE: 
3

COST: 4

FTRs CAN CARRY: 
0


 MIs CAN CARRY: 0

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



  5
x 2



      5,000
10,000


MDE



21
x 2



    21,000
42,000

FUEL



14
x ½



    14,000
  7,000
 


RESERVE FUEL

  0
x ½



      
 0
         0



TOTAL ‘DEAD’ 

40
----



    40,000
59,000


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Medium
 ]
200
  4,000

x 2

  8,000

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
     750

x 2

  1,500

ARMOUR [Medium]



‘1’
  4,050

x 3

12,150

POWER ROOMS



60
  6,000

x 2

 12,000

TURBOLIFTS/CORRIDORS

‘1’
  5,000

x 0

         0

CONDUITS/WAVEGUIDES


‘1’
     100

x 1

     100

LANDING SYSTEM



1’  
  1,000

x 2

   2,000


LIFE SUPPORT SYSTEM
[2 ‘B’]

‘1’
       12

x 1

        12

EMERGENCY SYSTEMS/SPARES

‘1’
  1,000

x 1

   1,000


AUTO REPAIR



‘1’
     100

x 1

      100

COMPUTERS, ETC.



‘1’
    300

x 1

      300

MISSILE SYSTEMS



‘1’
17,754

special

  15,500

MISSILE RELOADS
 [2 sets]

‘1’
       ‘0’

special

    4,130

BEAM SYSTEMS



‘1’
  5,100

special

    9,000

AMM SYSTEMS



‘1’
    960

special

    1,080

AMM RELOADS



‘1’
  1,728

special

    1,920

CREW QUARTERS



40
  1,200

3 x QTY
       120

CREW FACILITIES



‘1’
    800

x 1

       800

BRIDGE




‘1’
    160

x ½

         80

SHUTTLE BAY (2 type ‘L’)


 2
  8,000

x 0

           0

SHUTTLES [IN BAY] [2 type ‘L’]

(   )
      ‘0’

special


    X

LIFEPODS




14
   560

x 0.2

       112

ARMORIES




6
     60

x 1

         60

PINNACE HANGARS


6
   600

‘0’

           0

PINNACES




6
     ‘0’

10 x QTY
         60

HANGARS




0
    ---

x 0

           0

MI TRANSPORT CHAMBERS

0
    ---

x 0

           0

MISCELLANEOUS STORAGE

‘1’
   766

‘0’


     S

Fighters
[TYPE(s)
]

0
    ---



          ‘0’

MIs





0
    ---



          ‘0’


TOTAL ‘LIVE’




60,000



70,064 + X + S

TOTAL




          100,000


          129,064
+ X + S

+ Crew





40
     ‘0’

QTY x 0.2
           8


SG = (mass/vol) = 
130,000 / 100,000
= 1.3 +

GD SHIP DESIGN FORM
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SHIP TYPE:
CA
TOTAL VOLUME:
120,000
MASS:       150,000                        

‘DEAD’ VOLUME:  
42,000

‘LIVE’ VOLUME:  78,000

SPEED: 2
ATT: 
6
DEF: 
5
TAC SPEED:
5
SIZE: 
4

COST: 6

FTRs CARRIED:  0


 
MIs CARRIED:  0

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE


  5

x 2



  6,000

12,000

MDE


15

x 2



18,000

36,000

FUEL


12.5

x ½



15,000

  7,500



RESERVE FUEL
  2.5

x ½



  3,000

  1,500



TOTAL ‘DEAD’ 
35

----



42,000

57,000


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [Medium ]
240
 4,800

x 2

  9,600

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
   820

x 2

  1,640

ARMOUR [ Heavy ]



‘1’
 5,904

x 3

17,712

POWER ROOMS



72
7 ,200

x 2

14,400

TURBOLIFTS/CORRIDORS

‘1’
 6,000

x 0

         0

CONDUITS/WAVEGUIDES
 [1 ‘C’]

‘1’
   120

x 1

     120

LANDING SYSTEM



‘1’
 1,200

x 2

  2,400

LIFE SUPPORT SYSTEM


‘1’
     20

x 1

      20

EMERGENCY SYSTEMS/SPARES

‘1’
 1,200

x 1

  1,200

AUTO REPAIR



‘1’
   120

x 1

    120

COMPUTERS, ETC.



‘1’
   360

x 1

    360

MISSILE SYSTEMS



‘1’
22,044

special

19,000

MISSILE RELOADS
[2 sets]


‘1’
        0

special

  5,060

BEAM SYSTEMS



‘1’
  7,800

special

13,800

AMM SYSTEMS



‘1’
  1,440

special

  1,620

AMM RELOADS



‘1’
  2,160

special

  2,400

CREW QUARTERS



60
  1,800

3 x QTY
     180

CREW FACILITIES



‘1’
  1,200

x 1

  1,200

BRIDGE




‘1’
    240

x ½

    120

FLAG BRIDGE



‘1’
    240

x ½ 

    120

SHUTTLE BAY [2 ‘L’, 1 ‘M’]

3
  9,500

x 0

        0

SHUTTLES [IN BAY] [TYPE(s)]

(    )
      ‘0’

special


X

LIFEPODS




20
    800

x 0.2

    240

ARMORIES




 8
      80

x 1

      80

PINNACE HANGARS


 8
    800

‘0’

        0

PINNACES




 8
     ‘0’

10 x QTY
      80

HANGARS




 0
       0

x 0

        0

MI TRANSPORT CHAMBERS

 0
       0

x 0

        0

MISCELLANEOUS STORAGE

‘1’
2,152

special


S

Fighters
[TYPE(s)]


 0
       0



        0

MIs





 0
       0

‘0’

        0



TOTAL ‘LIVE’




  78,000

     
 91,472


TOTAL





120,000


148,472


+ Crew





60
        ‘0’
QTY x 0.2
        10


SG = (mass/vol) = 
150,000 / 120,000 = 1.25 

GD SHIP DESIGN FORM
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SHIP TYPE:
BB

TOTAL VOLUME:
200,000
MASS:   260,000                          

‘DEAD’ VOLUME:  
56,000

‘LIVE’ VOLUME:  144,000

SPEED: 2
ATT: 
8
DEF: 
7
TAC SPEED:
4
SIZE: 
6
COST:  9

FTRs CAN CARRY: 
0


 MIs CAN CARRY:  2

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



  5
x 2



10,000

20,000

MDE



10
x 2



20,000

40,000

FUEL



11
x ½



22,000

11,000 


RESERVE FUEL

  2
x ½ 



  4,000        
  2,000



TOTAL ‘DEAD’ 

28
----



56,000             73,000



‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ HEAVY ]
600
12,000

x 2

24,000

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
  1,050

x 2

  2,100

ARMOUR [Super Heavy]


‘1’
11,334

x 3

34,002

POWER ROOMS



160
16,000

x 2

32,000

TURBOLIFTS/CORRIDORS

‘1’
10,000

x 0

        0

CONDUITS/WAVEGUIDES


‘1’
     200

x 1

    200

LANDING SYSTEM



‘1’
  2,000

x 2

  4,000

LIFE SUPPORT SYSTEM
[1 ‘D’]

‘1’
       40

x 1

       40

EMERGENCY SYSTEMS/SPARES

‘1’
  2,000

x 1

  2,000

AUTO REPAIR



‘1’
     200

x 1

     200

COMPUTERS, ETC.



‘1’
     600

x 1

     600

MISSILE SYSTEMS



‘1’
35,474

special

30,000

MISSILE RELOADS
[3 sets]


‘1’
        0

special

11,880

BEAM SYSTEMS



‘1’
16,400

special

29,600

AMM SYSTEMS



‘1’
  2,400

special

  2,700

AMM RELOADS



‘1’
  4,320

special

  4,800

CREW QUARTERS



100
  3,000

3 x QTY
     300

CREW FACILITIES



‘1’
  2,000

x 1

  2,000

BRIDGE




‘1’
     400

x ½

     200

FLAG BRIDGE



‘1’
     400

x ½ 

     200

SHUTTLE BAY [2 ‘L’, 1 ‘M’]

 3
  9,500
 
x 0

         0

SHUTTLES [IN BAY] [TYPE(s)]

(  )
       ‘0’

special


 X

LIFEPODS




35
  1,400

x 2

  2,800

ARMORIES




10
     100

x 1

     100

PINNACE HANGARS


16
  1,600

‘0’

         0

PINNACES




16
       ‘0’

10 x QTY
     160

HANGARS




  0
        0

x 0

         0

MI TRANSPORT CHAMBERS

  2
 10,000
x 0

         0

MISCELLANEOUS STORAGE

‘1’
  1,582

SPECIAL

 S

Fighters
[TYPE(s)]


 0
       ‘0’

special
         
         0 

MIs





 (  )
       ‘0’

special

         
 M


TOTAL ‘LIVE’




144,000


183,882+SMX


TOTAL





200,000


 256,882+SMX

+ Crew




        100
       ‘0’

QTY x 0.2
         20


SG = (mass/vol) = 
260,000 / 200,000 = 1.3

GD SHIP DESIGN FORM
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SHIP TYPE:
TT

TOTAL VOLUME:
80,000

MASS:   61,000                         

‘DEAD’ VOLUME:  
28,800


‘LIVE’ VOLUME:  51,200

SPEED: 3
ATT: 
0
DEF: 
3
TAC SPEED:
4
SIZE: 
3
COST: 2

FTRs CAN CARRY: 
0

 
MIs CAN CARRY:  4

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE


10

x 2



  8,000

16,000

MDE


10

x 2



  8,000

16,000

FUEL


16

x ½



12,800

  6,400



RESERVE FUEL
  0

x ½



        0

         0



TOTAL ‘DEAD’ 
36

----



28,800

38,400


‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Light ]

80
1,600

x 2

3,200

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
   640

x 2

1,280

ARMOUR [Extra Light]


‘1’
1,152

x 3

3,456

POWER ROOMS



24
2,400

x 2

4,800

TURBOLIFTS/CORRIDORS

‘1’
4,000

x 0

       0

CONDUITS/WAVEGUIDES


‘1’
     80

x 1

     80

LANDING SYSTEM



‘1’
   800

x 2

 1,600

LIFE SUPPORT SYSTEM [1‘B’,8‘D’]
 9
   326

x 1

   326

EMERGENCY SYSTEMS/SPARES

‘1’
   800

x 1

   800

AUTO REPAIR



‘1’
     80

x 1

     80

COMPUTERS, ETC.



‘1’
   240

x 1

   240

MISSILE SYSTEMS



‘1’
       0

special



MISSILE RELOADS
[0 SETS]

‘1’
       0

special



BEAM SYSTEMS



‘1’
       0

special



AMM SYSTEMS



‘1’
   480

special

   540

AMM RELOADS



‘1’
   864

special

   960

CREW QUARTERS



20
    600

3 x QTY
     60

CREW FACILITIES



‘1’
    400

x 1
    
   400


BRIDGE




‘1’
      80

x ½

     40

FLAG BRIDGE



 0
        0

x ½ 

SHUTTLE BAY [4’L’]


 4
16,000

x 0

       0

SHUTTLES [IN BAY] [4 ‘L’]
 
 4
       ‘0’

‘0’

 3,200
  
  

LIFEPODS




10
    400

x 2

    800

ARMORIES




  4
      40

x 1

      40

PINNACE HANGARS


  2
     200

‘0’

    400

PINNACES




  2
       ‘0’

10 x QTY
      20

HANGARS




  0


x 0

        0

MI TRANSPORT CHAMBERS

  4
20,000

x 0

        0

MISCELLANEOUS STORAGE

‘1’
       18

special


 S

Fighters [
]



  0
       ‘0’

special

MIs





(   )              ‘0’
100 x QTY

M


TOTAL ‘LIVE’




51,200



22,322
+S+M

TOTAL





80,000



60,722
+S+M

+ Crew





20
       ‘0’

QTY x 0.2

4
 

SG = (mass/vol) = 
61,000
/80,000 = 0.76

GD SHIP DESIGN FORM
computerised  new revision 19 November 2005

SHIP TYPE:
CV

TOTAL VOLUME:
350,000
MASS:   265,000                          

‘DEAD’ VOLUME:  126,000

‘LIVE’ VOLUME:  224,000

SPEED: 3
ATT: 
4
DEF: 
4
TAC SPEED:
4
SIZE: 
9
COST: 6

FTRs CAN CARRY: 
12

 
MIs CAN CARRY: 0

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



10
x 2



35,000
 
70,000

MDE



10
x 2



35,000
 
70,000


FUEL



16
x ½



56,000

28,000



RESERVE FUEL

 0
x ½



0
 
  0



TOTAL ‘DEAD’ 

36
----



126,000
168,000

‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [ Light ]

350
7,000

x 2

14,000

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
1,516

x 2

  3,032

ARMOUR [Light]



‘1’
5,460

x 3

16,380

POWER ROOMS



140
14,000

x 2

28,000

TURBOLIFTS/CORRIDORS

‘1’
17,500

x 0

         0

CONDUITS/WAVEGUIDES


‘1’
350

x 1

     350

LANDING SYSTEM



‘1’
3,500

x 2

   7,000

LIFE SUPPORT SYSTEM
[1 ‘C’]

‘1’
     20

x 1

        20

EMERGENCY SYSTEMS/SPARES

‘1’
3,500

x 1

   3,500

AUTO REPAIR



‘1’
   350

x 1

      350

COMPUTERS, ETC.



‘1’
1,050

x 1

   1,050

MISSILE SYSTEMS



‘1’
11,348

special

 10,000

MISSILE RELOADS
 [1 set]


‘1’
       ‘0’

special

   1,340

BEAM SYSTEMS



‘1’
  3,200

special

   5,600

AMM SYSTEMS



‘1’
     480

special

      540

AMM RELOADS



‘1’
     864

special

      960

CREW QUARTERS



100
  3,000

3 x QTY
      300

CREW FACILITIES



‘1’
  2,000

x 1

   2,000

BRIDGE




‘1’
    250

x ½

      125

FLAG BRIDGE



‘1’
    250

x ½ 

      125

SHUTTLE BAY [1 ‘S’]


  1
    750

x 0

         0

SHUTTLES [IN BAY] [
]

(     )
      ‘0’

special

  
   X

LIFEPODS




30
  1,200

x 2

   2,400

ARMORIES




  4
      40

x 1

        40

PINNACE HANGARS


  4
    400

‘0’

          0

PINNACES




  4
      ‘0’

10 x QTY
        40

HANGARS




12
144,000
x 0

          0

MI TRANSPORT CHAMBERS

  0


x 0

          0

MISCELLANEOUS STORAGE

‘1’
    1,972
special


   S

Fighters [std]




(   )

‘0’
special


   F

MIs







‘0’
100 x QTY
          0


TOTAL ‘LIVE’




224,000


97,152+S+X+F

TOTAL





350,000


265,152+S+X+F

+ Crew





100

‘0’
QTY x 0.2

20


SG = (mass/vol) = 
270,000 / 350,000 = 0.77
LOADED WITH 12 FIGHTERS = 1.25

GD SHIP DESIGN FORM
computerised  new revision 19 November 2005

SHIP TYPE:
BBS

TOTAL VOLUME:
300,000
MASS:                               

‘DEAD’ VOLUME:  
127,500

‘LIVE’ VOLUME:  172,500

SPEED: 3
ATT: 
8
DEF: 
8
TAC SPEED:
5
SIZE: 
8
COST: 

FTRs CAN CARRY: 
0

 
MIs CAN CARRY:  2

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



10
x 2



  30,000
60,000

MDE



15
x 2



  45,000
90,000


FUEL



17.5
x ½



  52,500
26,250



RESERVE FUEL

  0
x ½




0




TOTAL ‘DEAD’ 

42.5
----



127,500
176,250

‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [Heavy]

900
18,000

x 2

36,000

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
1,375

x 2

  2,750

ARMOUR [Super Heavy]


‘1’
14,850

x 3

44,550

POWER ROOMS



240
24,000

x 2

48,000

TURBOLIFTS/CORRIDORS

‘1’
15,000

x 0

         0

CONDUITS/WAVEGUIDES


‘1’
300

x 1

     300

LANDING SYSTEM



‘1’
3,000

x 2

  6,000

LIFE SUPPORT SYSTEM
[5 ‘D’]

 5
200

x 1

     200

EMERGENCY SYSTEMS/SPARES

‘1’
3,000

x 1

  3,000

AUTO REPAIR



‘1’
300

x 1

    300

COMPUTERS, ETC.



‘1’
900

x 1

    900

MISSILE SYSTEMS



‘1’
35,474

special

30,000

MISSILE RELOADS
[3 SETS]

‘1’
         0

special

11,880

BEAM SYSTEMS



‘1’
16,400

special

29,600

AMM SYSTEMS



‘1’
2,400

special

  2,700

AMM RELOADS



‘1’
4,320

special

  4,800

CREW QUARTERS



120
3,600

3 x QTY
     360

CREW FACILITIES



‘1’
2,400

x 1

  2,400

BRIDGE




‘1’
480

x ½

    240

FLAG BRIDGE



‘1’
480

x ½ 

    240

SHUTTLE BAY [2 ‘L’]

 
 2
8,000

x 0

        0

SHUTTLES [IN BAY] [2 ‘L’]

2
‘0’

special

 1,600 
  

LIFEPODS




50
2,000

x 2

 4,000

ARMORIES




10
400

x 1

    400

PINNACE HANGARS


10
1,000

‘0’

        0

PINNACES




10
‘0’

10 x QTY
    100

HANGARS




0
0

x 0

        0

MI TRANSPORT CHAMBERS

2
10,000

x 0

        0

MISCELLANEOUS STORAGE

‘1’
4,621

special


   S

Fighters [

]


0
‘0’

special

        0

MIs





(  )
‘0’

100 x QTY

   M


TOTAL ‘LIVE’




172,500


313,620+S+M


TOTAL





300,000


489,870+S+M


+ Crew





120

‘0’
QTY x 0.2

24


SG = (mass/vol) = 490,000 /
300,000 = 1.63

GD SHIP DESIGN FORM
computerised  new revision 19 November 2005

SHIP TYPE:
BBX

TOTAL VOLUME:  300,000

MASS:  400,000                           

‘DEAD’ VOLUME:  

105,000
‘LIVE’ VOLUME:  195,000

SPEED: 2
ATT: 
9
DEF: 
9
TAC SPEED:
5
SIZE: 
8
COST: 

FTRs CAN CARRY: 
0

 
MIs CAN CARRY:  2

‘DEAD’ SYSTEMs
VOLUME %
MASS MULTIPLIER

VOLUME
MASS


IDE



  5
x 2



15,000

30,000


MDE



15
x 2



45,000

90,000

FUEL



12.5
x ½



37,500

18,750 


RESERVE FUEL

  2.5
x ½



  7,500

  3,750



TOTAL ‘DEAD’ 

35
----



105,000
142,500

‘LIVE’ SYSTEMS



QTY
VOLUME
MASS M.
MASS
SCREEN GENERATORS [Heavy]

900
18,000

x 2

36,000

HULL
(VOL = 1/20 SURFACE AREA)
‘1’
  1,375

x 2

  2,750

ARMOUR [Super Heavy]


‘1’
14,850

x 3

44,550

POWER ROOMS



240
24,000

x 2

48,000

TURBOLIFTS/CORRIDORS

‘1’
15,000

x 0

         0

CONDUITS/WAVEGUIDES


‘1’
     300

x 1

     300

LANDING SYSTEM



‘1’
  3,000

x 2

  6,000

LIFE SUPPORT SYSTEM
[5 ‘D’]

 5
     200

x 1

     200

EMERGENCY SYSTEMS/SPARES

‘1’
  3,000

x 1

  3,000

AUTO REPAIR



‘1’
     300

x 1

    300

COMPUTERS, ETC.



‘1’
     900

x 1

    900

MISSILE SYSTEMS



‘1’
44,507

special

37,500

MISSILE RELOADS
[3 SETS]

‘1’
         0

special

14,820

BEAM SYSTEMS



‘1’
22,000

special

40,000

AMM SYSTEMS



‘1’
  2,400

special

  2,700

AMM RELOADS



‘1’
  4,320

special

  4,800

CREW QUARTERS



150
  4,500

3 x QTY
     450

CREW FACILITIES



‘1’
  3,000

x 1

  3,000

BRIDGE




‘1’
    600

x ½

    300

FLAG BRIDGE



‘1’
    600

x ½ 

    300

SHUTTLE BAY [4 ‘L’]

 
 4
16,000

x 0

        0

SHUTTLES [IN BAY] [2 ‘L’]

 2
       ‘0’

special

  1,600 + X
  

LIFEPODS




50
  2,000

x 2

  4,000

ARMORIES




20
     800

x 1

    800

PINNACE HANGARS


20
  2,000

‘0’

        0

PINNACES




20
       ‘0’

10 x QTY
    200

HANGARS




0
        0

x 0

        0

MI TRANSPORT CHAMBERS

2
10,000

x 0

        0

MISCELLANEOUS STORAGE

‘1’
  1,348

special


   S

Fighters [

]


0
      ‘0’

special

        0

MIs





(  )
      ‘0’

100 x QTY

   M


TOTAL ‘LIVE’




195,000


252,470+SMX


TOTAL





300,000


394,970+SMX


+ Crew





150
         ‘0’
QTY x 0.2

30


SG = (mass/vol) = 400,000 / 300,000 = 1.33

SPECIAL RULES ON RANGE/ENDURANCE FOR DRIVE SYSTEMS

IDE and MDE use related concepts to achieve their drive function.

One of these is that the drive’s effectiveness is determined by volume of object to be moved – not its mass.

Another aspect is that fuel use by drives is not linear – ie larger drive systems are more fuel efficient.  This means that any drive, given a certain amount of fuel will deliver x amount of time.

Velocity of a system is dependent on the ratio between size of drive system and volume to be transported, therefore a larger engine installed in a ship will make it faster.

More fuel gives more range/time of use.

This means that while it is possible to create a very small ship, because it won’t be able to carry much fuel it will have a short range.

For IDE drives this means the following:

An amount of fuel equal to 100 cu. m. can provide a range of 1 hex at speed 1.

Greater speed uses more fuel, as shown by the figures for drive speed; for example if travelling at speed 4, than 17/2 times more fuel is used than when travelling at speed 1.

Lesser speed can extend the range; this is the same as the volume factors for the actual drive systems (logically) – so a unit capable of speed 3 travelling at speed 1 only uses 2/10 = 1/5 of the fuel it uses at maximum speed to cover the same distance (but in 3 times the time), a unit with max speed 4 travelling at speed 2 uses 5/17 of the fuel similarly (same distance, twice the time).

For MDE drives, the principle is the same, but of course on a different scale of distance.

The practical effect of this is that while it is possible to create a very small ship capable of FTL travel, that this ship will have little endurance, and can only travel a small distance in strategic hexes before it requires refuelling.  This is a possibility, though less flexible than more range-capable units; but the other aspect is that these units are fuel hogs; fuel is not cheap and in economic terms it can be cheaper longterm to build a larger more expensive ship that has greater range, and whose fuel use is at same rate [and can carry more cargo,etc].

A very fast unit can of course travel at a lesser speed if not delivering very urgent messages or supplies or assistance,etc.to extend its range; example a speed 5 fast courier can travel at ‘only’ speed 4 and extend its range by 26/17 or about 50%.

IDE DRIVE

100 cu.m. provides 1 hex of movement at speed 1.





PROVIDES THIS MUCH DISTANCE IN HEXES AT THIS SPEED

THIS MUCH FUEL

SPD 1

SPD 2

SPD 3

SPD 4

SPD 5
100 cu.m.


1

0.4

0.2

.11765

.07692

200 cu.m.


2

0.8

300 cu.m.


3

1.2

400 cu.m.


4

1.6

500 cu.m.


5

2

1

600 cu.m


6

2.4

700 cu.m.


7

2.8

800 cu.m.


8

3.2

900 cu.m.


9

3.6

1000 cu.m.


10

4

2

1.18

0.77

2000 cu.m.


20

8

4

2.35

1.54

3000 cu.m.


30

12

6

3.53

2.31

4000 cu.m.


40

16

8

4.71

3.08

5000 cu.m.


50

20

10

5.88

3.84



THIS MUCH DISTANCE IN HEXES REQUIRES THIS MUCH FUEL


AT THIS SPEED
1
2
3
4
5
6
7
8
9
10
1

100
200
300
400
500
600
700
800
900
1000


2

250
500
750
1000
1250
1500
1750
2000
2250
2500


3

500
1000
1500
2000
2500
3000
3500
4000
4500
5000


4

850
1700
2550
3400
4250
5100
5950
6800
7650
8500

5

1300
2600
3900
5200
6500
7800
9100
10400
11700
13000


6

1850
3700
5550
7400
9250
11100
12950
14800
16650
18500

IDE TIME EQUATIONS

IF ONE HEX = 100 LYs AND ONE TURN EQUALS 1 MONTH THEN FOLLOWING APPLIES

SPEED
EQUALS x c



1

1,200

2

2,400

3

3,600

4

4,800

5

6,000

MDE DRIVE

1 ROUND OF COMBAT = 1 MINUTE

100 cu.m. provides 1 HOUR of tactical speed at speed 1

300 cu.m. provides 1 HOUR of tactical speed at speed 2

600 cu.m. provides 1 HOUR of tactical speed at speed 3

1000 cu.m. provides 1 HOUR of tactical speed at speed 4

1500 cu.m. provides 1 HOUR of tactical speed at speed 5

2100 cu.m. provides 1 HOUR of tactical speed at speed 6

2800 cu.m. provides 1 HOUR of tactical speed at speed 7

3600 cu.m. provides 1 HOUR of tactical speed at speed 8

4500 cu.m. provides 1 HOUR of tactical speed at speed 9

5500 cu.m. provides 1 HOUR of tactical speed at speed 10



FUEL REQUIRED FOR THIS TIME AT GIVEN SPEED

SPEED
1 hour  1rd  
2 rds
3 rds
4 rds
5 rds
6 rds
7 rds
8 rds
9 rds
10 rds

1

100
1.67
3.33
5
6.67
8.33
10
11.67
13.33
15
16.67

2

300
5
10
15
20
25
30
35
40
45
50

3

600
10
20
30
40
50
60
70
80
90
100

4

1000
17
33
50
67
83
100
117
133
150
167

5

1500
25
50
75
100
125
150
175
200
225
250

6

2100
35
70
105
140
175
210
245
280
315
350

7

2800
47
93
140
187
233
280
327
373
420
467

8

3600
60
120
180
240
300
360
420
480
540
600

9

4500
75
150
225
300
375
450
525
600
675
750

10

5500
92
183
275
367
458
550
642
733
825
917



ROUNDS OBTAINED FOR GIVEN FUEL AT THAT SPEED






FUEL







SPEED
100
200
300
400
500
600
700
800
900
1000
2000
1

60
120
180
240
300
360
420
480
540
600
1200

2

20
40
60
80
100
120
140
160
180
200
400

3

10
20
30
40
50
60
70
80
90
100
200

4

6
12
18
24
30
36
42
48
54
60
120

5

4
8
12
16
20
24
28
32
36
40
80

6

2.9
5.7
8.6
11.4
14.3
17.1
20
22.9
25.7
28.6
57.1

7

2.1
4.3
6.4
8.6
10.7
12.9
15
17.1
19.3
21.4
42.8

8

1.7
3.3
5
6.7
8.3
10
11.7
13.3
15
16.7
33.3

9

1.3
2.7
4
5.3
6.7
8
9.3
10.7
12
13.3
26.7

10

1.1
2.2
3.3
4.4
5.5
6.5
7.6
8.7
9.8
10.9
21.8

REVISED MDE OPERATIONS BASED ON ACCELERATION NOT VELOCITY

MDE DRIVE

1 ROUND = 1 MINUTE = 60 SECONDS

To accelerate/

decelerate

from/to this


0


1


2


3


4


5


6


7


8


9




to/from this
1

2

3

4

5

6

7

8

9

10




Requires this

volume of fuel

per 1,000 cu.m./rd

1

3

6

10

15

21

28

36

45

55




Requires 3√vol

x this factor

time in rounds

1/1,000

3/1,000

6/1,000

10/1,000

15/1,000

21/1,000

28/1,000

36/1,000

45/1,000

55/1,000




cumulative

fuel 

volume


1

4

10

20

35

56

84

120

165

220

INDIVIDUAL CHART FOR A 200,000 CU.M. VOLUME SHIP

MAX TAC SPEED 4

accel/dec


0

1

2

3




decel/accel


1

2

3

4


@ x 200 cu.m./rd

200

600

1,200

2,000




rounds

0.058

0.175

0.351

0.585


cumulative time in rds

0.058

0.234

0.585

1.170




fuel use

11.6

105

421.2

1,170


cumulative fuel use

11.6

116.6

537.8

1,707.8

rounds
seconds
rounds
seconds


0.058
3.48

0.585
35.1



0.175
10.5

0.234
14.04




0.351
21.06

1.170
70.2

TIME FOR ACTUAL ACTIVATION OF IDE DRIVE MOVEMENT

To simplify matters, assume translation to and from hyperspeed travel is instantaneous.

Setting up course astrogationally of course takes time – depending on if previously loaded position or new position that requires calculation [mere seconds for the former; up to a minute for the latter, normally, but sometimes longer if particularly hard to plot location].

Tactical speed and direction one has when start use of IDE is same when stop use of IDE.

FACTORS FOR VARIOUS SIZE AND RATINGS OF MDE

SPECIAL NOTE:

FOR MISSILES, THEIR ACCELERATION IS FROM THE SPEED OF THE SHOOTING UNIT TO THEIR MAXIMUM SPEED

eg. if a BB travelling at tac speed 4 [its maximum tac speed] shoots a type M1 missile, then that missile accelerates from speed 4 to 10, as it inherently already has speed 4 from being on board the BB.

This assumes that the missile is shot in same direction as ship travelling; if shot at a different vector then it may have to do additional acceleration to remove any negative velocity that it may have, depending on direction of its target, IF it doesn’t follow the normal procedure of simply maneuvering in a curve until it is heading towards its selected target.

TYPE AMM MISSILE
volume = 0.75 cu.m.  Max tac speed = 9
endurance = 1 round



cu.m.

cu.m.

from
to
fuel required
cum fuel required
time
cum time(rds)
 
cum time(sec)
0 1
.00075

.00075


.00091

.00091

.0546 =   0.1

1 2
.00225

.003


.00273

.00364

.219 = 
   0.2

2 3
.0045

.0075


.00545

.00909

.5454 =   0.5

3 4
.0075

.015


.00909

.01818

1.0908 = 1

4 5
.01125

.02625


.01363

.03181

1.9086 = 2

5 6
.01575

.042


.01908

.05089

3.0534 = 3

6 7
.021

.063


.02544

.07633

4.5798 = 4.5

7 8
.027

.09


.03271

.10904

6.5424 = 6.5

8 9
.03373

.12373


.04089

.14993

8.9958 = 9

TYPE M1 MISSILE
volume =  4 cu.m.  Max tac speed = 10
endurance =  1 round

BATTLE ASPECTS OF TACTICAL MOVEMENT

As tac 1 = 1/100 of c, and c = 300,000 km/sec, then tac 1 = 3,000 km/sec





STRAIGHT-LINE

STRAIGHT-LINE





DISTANCE COVERED
DISTANCE COVERED

TAC SPEED
x c

IN 1 SECOND

IN 1 ROUND [=60 SECS]

1
.01

3,000 km = 3,000,000 m
180,000 km


2
.02

6,000 km


360,000 km


3
.03

9,000 km


540,000 km


4
.04

12,000 km


720,000 km


5
.05

15,000 km


900,000 km


6
.06

18,000 km


1,080,000 km


7
.07

21,000 km


1,260,000 km


8
.08

24,000 km


1,440,000 km


9
.09

27,000 km


1,620,000 km


10
.10

30,000 km


1,800,000 km

BEAM PROJECTORS

shoots a beam of width 2 cm

DISTANCE COVERED AND ENERGY ATTENUATION AND DISPERSION

COHERENT BEAMS WITH MINIMAL SPREAD = 1 mm PER 1,000 Kms = 1 IN 1,000,000,000

DISPERSION  = 2 x 10-11 per 1 m of distance.

BEAM IS STILL OF BASICALLY FULLY EFFECTIVE WIDTH AFTER 80,000 Kms, AS ITS WIDTH THEN IS 10 cm, SO STILL IMPACTING TARGET BASICALLY FULL ON WITH ALL ITS ENERGY THAT IS FAIRLY CONCENTRATED.

A BEAM REQUIRES INCREDIBLE ENERGY TO BE ABLE TO BURN THROUGH ARMOR, AND IRONICALLY IF IT IS NARROW IT IS LIKELY TO DO LESS DAMAGE THAN IF IT SPREADS – SO IDEAL IS IF A NARROW BEAM BURNS A HOLE THROUGH ARMOR AND THEN BROADER BEAM GETS THROUGH.

BEAMS MUST DO DAMAGE BY SUPERHEATING TARGET OR HITTING A SYSTEM THAT IS VOLATILE OR FRAGILE [IE CAN BE PUT OUT OF ACTION BY HITTING ONE SMALL VULNERABLE SEGMENT].

BEAMS HAVE power OF OVER 1,000,000,000,000 WATTS ie over 1 Terawatt.

requires total beam energy of say 1 megajoule as beam production lasts for 1/1,000,000th of a second. 

NO, better to have beam last longer, still same total energy use spread out over more time so lower power but same energy applied to target:

1,000,000 Watts = 1 Megawatt at rate of 1 kilojoule per 1/1000th of a second for 1 second = total energy of 1,000 x 1,000 = 1,000,000 Joules = 1 MegaJoule.

If a machine can keep a 1 Megawatt beam going continuously – say 10 seconds or more – then that will be more effective than a beam of much greater power that only lasts a tiny fraction of a second.

Heat dispersion could be a problem – maybe have large chamber of near 0 Kelvin matter that can be heated and then flows through cooling pipes.

DO GD SHIPS IMPROVE IN POTENCY WITH TIME?

Yes they do over periods of years – but period covered by game is one year and we consider that tech stays stable or any improvement by one race is matched by that of other races during that year.

If however were say conducting a campaign over many years – the simple thing to do would be to say refits/upgrades are automatic and cancel out those done by others.

But what if have ship of say 2075 versus one from 2085.

Possible improvements are smarter missiles, enhanced power beams, better ECM or ECCM and probably some other aspects marginally.  This would mean a relative +1 increase/decrease in Attack Rating &/or defense for the two opposed vessels.

STARGATES

Class
Cost
Size
SpeedAttack
Defense
MC

SG
15
10
0
0
10

0

This can be moved by 2 or 4 Tugs, at a speed equal to half of the number of Tugs used.

Is tuned to a specific matching StarGate.  Can be matched to more than one other StarGate [multi-tuning or selective tuning].

It takes 1 movement point for a unit to go through a StarGate.  StarGates operate in both directions. 

As a practical matter, every StarGate an Empire builds will be linked to every other StarGate they have, but they can cut off a StarGate they control from one or more other StarGates they control.  Must be set in a particular hex to be operational; can be in any space hex, but not in a planetary hex.  No limit to number of ships that can pass through – any ship in same hex and with at least 1 movement point.

NEED TO CLARIFY IF ENEMY SHIPS CAN GET THROUGH, AND TIME TO “QUARANTINE” [IE. LOCK-OUT] A STARGATE.

DETAILS ON STARGATE OPERATIONS

Above on Stargates it states the following:

Stargates operate in both directions.

Every one of an Empire’s Stargates will be linked to every other [but can be disconnected].

Questions therefore arise:

If your empire has several stargates, and you enter one, how do you control/determine which one you will exit from?

Can enemy ships also freely use your stargates?

What happens if enter a stargate and it is not linked to any other, or you do not have selection codes?

Is collision in transit possible if units exiting from stargate another fleet is entering, either at gate exit or during actual gate travel ?

Why can’t gate be in a planetary hex; after all these hexes are covering a huge volume of space, of which planetary systems [and stars] make up only a portion.  Also what if hex is thought empty, but later star systems are discovered in it [eg by use of a Tactical Card]?

If gates usually allow any ship through [eg commercial ships also] as normal practise, can one then block entrance/use by some “quarantining” code, and how long does this take, and what is effect on friendly units or neutral units [eg commercial vessels], and exactly how does it stop enemy ships?

ANSWERS

If enter a stargate there must be a way you can send a signal to choose which gate you will exit, otherwise gates would have to be set up in matched pairs only.

It would seem as normal practise any vessel can enter and use the stargates – this gives rise to several points of its own:-

Do commercial vessels have the codes [ie generally available]?

Can you change the codes so won’t work ?

What happens if a ship enters stargate without providing a destination code ?

Could set up customs area at each stargate and they operate the stargate for commercial ships, so that those ships don’t know the codes ?

Would it be standard practice to station a fleet at each Stargate?

Would empires only put Stargates deep inside their empires [possibly near big fleet bases]?

What about secret Stargates for empire navy or covert use only [see also Secretisation rules]?

RESOLUTION

Stargates have codes that enable choice of which stargate you exit [one can not exit from a stargate of another empire even if know code for that stargate as not tuned to stargate of that empire, unless special arrangement made between the empires.

As standard practice, any ship can use a stargate and the codes are not secret.

If a ship does not provide a target code then it will not transfer anywhere.

If stargate not linked to any other stargate then it will not function.

Stargates are linked by being programmed with codes of other stargates [initial linking codes are much more complex than simple use codes].

During the hyperdimensional transit involved in stargate use, units cannot collide.

At exiting, a warning is given to any units awaiting admittance; if this is ignored then collisions are possible.

This means that exits of stargates must normally be guarded/policed, not simply to prevent accidental collisions, but also to prevent hostile units waiting and attacking whatever exits the gate.

Empires can change the linkage codes and therefore the associated user codes of gates to prevent their general use.

There may be a system that is useable by certain units to enable them to detect if something waiting at or near gate exit. [Expert Level rule].

Stargates can be put in same hexes as planetary systems or suns.

MORE ON STARGATES

Each Stargate has a Harmonic Crystal; this enables the Stargates to tune with each other.  The tuning occurs by the crystals being within physical presence of each other in the ordinary universe.  As a standard practice, each race intending to build stargates creates a number of crystals that is enough for all the stargates that they contemplate creating.  Each crystal has a part that extends into a parallel universe. 

This universe has space but no matter nor energy other than the crystals in it.  It is very small; only a few tens of metres across, and all crystals of all races are present in that space.  However, this is not the universe within which stargate transport occurs.  This is done within yet another vacant universe that corresponds on a point to point basis with our own in terms of space, but in which time is virtually non-existent.  So when something enters one stargate, it is sent into this universe, and travels a huge distance but for which time is almost zero, to another stargate where it translates back into our universe.

If two different empires wish to be able to use each others stargates, then a spare crystal of one side is brought in touch with a crystal of the other side, and then those two crystals achieve harmonic convergence, and therefore all crystals of both sides have then  a connection to each other in the other universe.

Similarly, if an empire finds that it will be building more stargates than it has crystals [not very likely], then it will simply create more and tune these new crystals to one of its existing crystals.

How do crystals differentiate amongst each other so as to send you to the right stargate?

The tuning connection enables them to send what enters the stargate, but each crystal also has a particular frequency that any other crystal can select.  These various frequencies [technically it is not them but control codes associated with those frequencies – ie you send a code to stargate control mechanism, it authenticates this code and sends the required frequency to the crystal which then activates] are programmed into the computers of ships of using empire.  

Codes are of various types – different authorization levels – general use, several levels of restricted use, and special supreme authorization use.  So, for example, an empire has its stargates programmed with ten different authorisation levels.  By sending an authorised signal of higher level than that of code one is selecting to the stargate control, one can alter the authorisation access level, so for example in time of war one could cut off general access, and only those civilian ships granted a higher code as they are military suppliers for example can now use the stargate.

Could have a system where in an emergency any ship can enter a stargate but will only be sent to a particular stargate, which is under heavy guard [protected by a full fleet], in a non-strategic area, and has full rescue and medical emergency facilities.

Can a stargate send ahead to tell what is going to be coming out?

As a general rule this is not done, but if transitting to the emergency stargate, it does send an alert signal ahead telling how many ships are about to be sent through.

In theory a crystal could select the frequency for any other crystal, but if those two crystals are not harmonized with each other, the chances of it selecting a correct corresponding frequency are astronomical.  It would be only by the most extravagant coincidence that a randomly selected frequency would correspond to the actual frequency of another crystal, and this is the only circumstance in which a stargate can send something through another stargate that is not tuned to it.  

Once such a connection is made, knowing that frequency, can that unauthorised user henceforward send ships through that stargate?  Two possibilities - No, as the fact that the crystals are not tuned with each other is known by the receiving gate control mechanism (after one transit), and it will ???? Yes – so can continue sending ships from any of your stargates through that stargate until action is taken by the owning race of that stargate to cut it off, eg. shutting down that stargate, replacing the crystal with a different one [or they might decide to continue allowing access so as to make contact with another alien race which as the next sentence explains is most likely to be from another galaxy.

Note that if such an accidental connection does occur, it is likely that it will be with a stargate in another galaxy, as the stargate technology will exist in many galaxies.  No two crystals can have the same frequency as each is unique in this regard, no matter how many are made [the chance of two identical frequencies is much more astronomical than chance of accidentally tuning into frequency of another crystal].

Another practice that it is possible for stargate using races to adopt is use of dedicated crystals and duo-crystal or multi-crystal stargates.

With dedicated crystals, two or more crystals are only tuned with each other and not with the crystals one has in most of your stargates.  This can be done for several reasons – to create a blackops stargate for instance.

Stargates can also have in their control systems both a general crystal and a dedicated crystal and incorporate a switching mechanism between these two crystals.

Multi-crystal system can have one general and several dedicated crystals, or general and general of another empire.  One neutral race has access to the general crystals of several other races, but each set is of course isolated from each other set.

Note that there is an economic cost associated with having extra crystals in a stargate – the normal cost of a stargate includes the cost of its crystal, but each additional crystal costs 5 Stellars.

Destroying Stargates is frowned on, as they are quite often used by commercial ships of many empires, etc.

There is a fee for use of SG – as SG gives a huge saving in time and fuel use and engine wear [and also means do not have to traverse possibly dangerous space], the owning empires demand a fee for its use [gladly paid] – this goes to general revenue, so players never get it.

Converse on the safety issue, is that as pirates know commercial ships use SGs, pirates can lurk nearby to hijack cargoes or even ships.  Anti-piracy patrols by governments and mercantile interests, use of convoys, traps, and other means used to counter this, making piracy a risky business.

How and Where are Stargates built?

At a Grand [Type IV] shipyard only ??

12.0
SHIP STRATEGIC/TACTICAL EVALUATION

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

GENERAL CATEGORY – FAST [strategic superior speed] WARSHIPS

FF – Frigate

A workhorse unit, designed for escort duty, light patrol duty, and courier work.

CL – Light Cruiser

Similar role to FF.  

GENERAL CATEGORY – AVERAGE SPEED  [tactical superior] WARSHIPS

DD – Destroyer

A workhorse unit, designed for escort duty, light patrol duty.

Is a strategically slower, smaller version of CL. [Size of  FF, but firepower of CL].

CA – Heavy Cruiser

Similar role to DD.  Is a strategically slower, smaller version of CS [Size of CL, but firepower of CS].  

BB – Battleship

Super Heavy Unit designed for similar function to CC but can do it even more effectively as it can carry two MI units. [Size of CB, but greater firepower].

GENERAL CATEGORY – STRATEGIC SPEED ZERO WARSHIPS

Ftr – Fighter

Smallest combat unit.  Though a fighter only has 1 hit point, its pilot usually survives a battle engagement [Has a lifepod].

FtrX – Super Attack Craft

A tactically hyped up variant of the fighter.

SPECIAL CATEGORY – STRATEGIC SPEED ONE WARSHIP

SFtr – SuperFighter

A doublesized Fighter, with limited strategic speed, enabling it to do limited range squadron patrol duty and picket service.

GENERAL CATEGORY – GENERAL CARRIERS

SUB-CATEGORY – STRATEGIC SERVICE CARRIERS [SPEED 3]

Note that these usually stay back from battle, and launch their fighters prior to battle.  This is especially necessary in advanced rules where firing player chooses targets to be hit.

CV – Carrier

A carrier capable of carrying up to 12 Fighters or 6 SuperFighters, or a mix of these two.

SUB-CATEGORY – TACTICAL SERVICE CARRIERS [SPEED 2]

None in Basic Rules

GENERAL CATEGORY -   COMBAT CARRIERS [SPEED 2]

CVC – Command Carrier

Capable of escort duty,  is basically a warship that can carry 4 Fighters [or 2 SuperFighters, or mix].

GENERAL CATEGORY – UNIQUE UNITS

PART A – COMBAT CAPABLE UNITS

I – COMBAT UNITS

GS – Guardship

A vessel with firepower of a CA but toughness and special capabilities of a BB [as originally conceived, but during its design development process the naval architects of its race realised they could actually make it slightly tougher than a BB and also design efficiencies could reduce its cost from that originally envisaged].

Is used by the Gromar Empire, who do not have carriers nor fighters nor superfighters.

It can transport 2 MI units.

RA – Raidship

A vessel with the speed but twice the firepower of a CS, but only the defensive rating of a CL.

[as originally conceived, but its naval experts decided it needed to be slightly tougher, with the toughness of a CA, and they managed to achieve this without increasing its cost by use of same design efficiencies achieved with the GS].

Is used by the Gromar Empire, who do not have carriers nor fighters nor superfighters.
It can transport 2 MI units

II – COMBAT SUPPORT UNITS

TTQ [Q-ship version of TT]

Troop Transport ship that has been fitted with some firepower capability.  They appear to be just TT ships, and are only revealed as combat units when they commence firing.  Can carry 3 MIs.

PART B – NON-COMBAT UNITS

TT - TROOP TRANSPORT 

A fast ship used to transport MI units; can carry 4 MIs.

Recon Fighter

Although this has a small amount of combat capability, that is not its main role, and it only fights in emergency situations.  Its main purpose is intelligence gathering.

In Orange – units that are not in Basic Game [a few of them are in Optional Rules for Basic Game – the CL, the CVC, the CS and the SuperFighter].

SECTION M
PERSONNEL

MILITARY PROCEDURES/PROTOCOLS

If a ship that is carrying MIs is making a long stay at a friendly planet – effectively being stationed there, should the MIs be put down on the planet or left on board or be cycled through a 2 or 3 part

R & R cycle?

Each has advantages:

· If left on planet, it is better for the soldiers themselves in terms of health; can also do large scale military exercises.

If an enemy fleet suddenly appears, then ships are free to fight whilst MIs can resist any ground invasion.



· If left in ship, not so good for the soldiers’ personal welfare.

It means that the ship can quickly leave to another planet/system with a ground force, but not so good defensively – leaving the MIs vulnerable to destruction with the ship and not available to defend on planet.

However, unless enemy attack is a total surprise [and it is extremely difficult for an enemy fleet to sneak in] then there is time to shuttle down MIs.

Conversely, if MIs on planet, then getting them back to ship takes little time, and few situations are so time critical that it would make any difference.

If MIs on planet, and a superior force incoming, should still be time to shuttle them up before your fleet flees, if that is what strategic situation requires.



· Compromise position combines advantages of both prior positions – half of soldiers  on planet, half remaining on ship.

Then only need to decide how to exchange soldiers.  Logical thing is that as a shuttle takes down one platoon, it then picks up another platoon to take back up.


One further proviso – it is rare for the large ships to land on planets, but they can do it.  Could land to have all MIs leave ship or board it quickly.

Battle Alert Calls
Human

- Action Stations, Emergency Action stations

xxxxxx
- General Quarters

yyyyyy
- Battlestations

zzzzzzz
- Red Alert

One race has a ROYGBV [Spectral] continuous status system in which meanings are as follows:-

Red – all is calm

Orange – be alert, not alarmed

Yellow – be alarmed

Green – Danger

Blue – Extreme danger

Violet – Ultimate Danger

CREWING
SPACESWAP

Blue and Gold crew system that is found on wet navy ships of today [ship has two full and separate crews, that exchange service on the ship at regular intervals], is expanded in most GD fleets to a concept of Orange, Blue and Gold system of ship crewing.  Several Advantages:-

Gives each ship crew at least 50% ‘home’ time.

In time of war, with new unit construction, have experienced (and co-ordinated) crew available.

Crews are available for intensive, full-time advanced training.

Different races have 1, 2 or 3 sets of crew per ship [plus also variation depending on ship type].

HIGH CASUALTIES

Can either combine two ‘decimated’ crews [and create a separate new one], or top up both [preferred method of most].
CREWING CIVIL SHIPS

In various Empires there is a difference about how civil ships [cargo ships, passenger ships, non-military transports, private yachts, etc] are manned. [Possibility also of robotic freighters on regular routes].

Can range through these possibilities:-

1. All ships are part of military, and have standard military crews.

2. Cargo ships have civilian crews, but military personnel rotated through so as to provide some variant service.

3. Corollary to this is civilian crews, but some “promoted” to, or exchanged with, military personnel.

4. Cargo ships have separate from military crews – Merchant Service.

5.
Civilian crews, but some military eg a Marine squad permanently assigned to serve also [although individuals can be rotated out/in].

SECTION E
EMPIRES

A PARTICULAR RACE

In this race, the empire’s ‘policy’ is determined by an ‘Emperor’, who can when ‘he’ dies have one of several potential heirs be ‘his’ successor.  These can have a radically different ‘policy’ to each other.  Which heir is successful in becoming the new ‘Emperor’ is determined by a complex process that in game terms is represented by a die roll, but the player has some control over what ‘policy’ direction his empire will choose – two dice are rolled and he/she chooses the result he/she most likes/least dislikes.

So other players do not immediately know what this policy is [though an ally might], the player chooses a # from 0 – 5 which is kept secret and aside on a written card.  He/she rolls on the Table of Results adding that # as a modifier to die roll.

Actual die results are recorded and set aside with secret modifier #, until new ‘Emperor’ is ready to announce the new policy.

The ‘Emperor’ is only likely to die once or even not at all in the typical game.

ANOTHER PARTICULAR EMPIRE

The Merchant/Trade Empire

Have victory conditions that are economic/commercial, and there are penalties for military action [offensive, less so with defensive unless it could have been avoided], by them or against them.  Have lots of cargo ships.

ANOTHER PARTICULAR RACE

The Shadow Empire

Their home planet/home shipyard is of unknown location.  Can be deduced, if they are not careful.  Need special rules about deployment of their ships, or have them have shipyards elsewhere that they generally use.

Alliance Prevention/Limitation Agreement Rules

With this certain empires are not allowed to ally with each other, or only can have a limited, conditional alliance.

SECTION P
PLAY

Re: The Order of Play and Time   

If we look at the order of Events in terms of time in the ‘actual’ game universe, it seems that following is occurring:

A. zero time

B. zero time

C. zero time

D. Variable amount of time taken.

E. Say takes 1 day.

F. Say 1 day

G. Say 21 days

H. Say 1 day

I. Say 0 days.

J. Say 1 day

K. zero time

L. zero time

Then it would seem a turn is about 30 days = 1 month.

This raises up two questions:

1. Is there a gap between when a ship does movement and when it does its next movement of about 1 week, and if so why?  Can say this time is used for regenerating power, refuelling, …

2. If start constructing new units in Phase J of one turn, and place them in phase F of next turn, it seems that building units takes almost no time [less than 1 week].
In basic rules this is true; in advanced rules, small units can be turned out fast, but bigger &/or more sophisticated units take more time.

If rearrange phases so that movement occurs between when start building units and when units become available, this gives more time for construction of those units.  But this means new units are not available until start of following turn as far as movement is concerned.

Logic can come to the rescue:

One may ask if construction commences after movement, what is happening as far as the construction facilities are concerned during the several weeks taken up by the Movement Phase?

The answer is that that movement phase includes the movement of cargo vessels that are carrying the materials required to build those units [and possibly even of special parts that are built at different locations, eg. one planet/factory may specialise in building FTL engines, another in missiles, another in heavy weapons, etc], therefore construction cannot commence till after the movement phase.  As to what the factories and shipyards are doing whilst the movement phase is occurring – the factories are continuing steadily producing the parts for the next batch of units, and the shipyards are processing materials into hull plates , etc. ready for when they start the actual construction of those units that have been ordered by the navy high command.

Another aspect – real navies do not make a sudden decision to build a new unit and then build it when resources become available – they decide quite in advance what to build, and building starts even before all the money to pay for it is available.

So this is what is really happening – it just seems as if a sudden decision is being made, and then unit built only when Stellars available.

SECTION T
TI AND GD

SPECIAL RULES CONVERTING BETWEEN TI AND GD

[IN EITHER DIRECTION]

ie. using GD units and rules on TI map, or using TI rules and units on GD map,

or using TI Universe and ships but with GD factors, or vice versa.

Note that there is now a third edition of Twilight Imperium – that I haven’t yet got# – but from what I have found out on web it is substantially different from first two editions – though a number of basics like map, ships, tech advances, seem basically the same – just some minor twitches and a couple of new units - Destroyer and War Sun - so conversion with this TI3 will be different to original TI converting.

# Have got since writing this; I have looked at it and done some analysis, but do not yet know how it   

  plays [ie if played, what exactly happens in play].

Can have Scenarios where ships enter battle carrying prior damage.

There are many Star Trek novels that are dire, being poor in characterisation, writing and story.  These bad ST novels are generally written by females, whilst the best of ST novels were written by male authors [eg John Ford’s The Final Reflection].

Most space military fiction is written by males, but the best author of this category is female  - Lois McMaster Bujold with her Miles Vorkosigan series of books [though some of the male authors like David Weber are as good, or nearly as good].

ST RULES OF BATTLE

· in difficulty – do nothing

· against the odds – forget maneuvering

· vs a deadly foe – act like a possum [& become a very dead possum]

GD RULES OF BATTLE

· in difficulty – fight

· against the odds – fight harder

· vs a deadly foe – be victorious

COMPARISONS OF THE FACTORS OF FIGHTERS IN TI and GD

The design philosophy of units in TI and GD are quite different.  Consider these two tables:

TI
[note: 3rd edition TI has some differences to these figures, & 2 new units]

UNIT
BATTLE
HIT PROB

DEF
COST
SPEED
# of Attacks per round
Fighter

9
20 %


1
4
0

1

Cruiser

8
30 %


1
6
2

1

DN

4
70 %


1
10
1

1

CV

9
20 %


1
10
1

1

PDS

7
40 %


0 ^^
10
0

SPECIAL [basically 1]

GF

8
30 %


1
4
0

1 [ground combat only]

Spacedock
0
00 %


0 ^^
15
0

NA

^^ these units can not be attacked, but if an enemy conquers the planet they are on, they are automatically destroyed.

Battle is the number one must roll equal to or above on a 1D10 in TI to score a hit with a unit.

GD


# of Attacks
TI equiv

UNIT
ATTACK
HIT PROB per shot
DEF
COST
SPEED
 per round
unit


Ftr

4*
40 %


1
1
0

2

Fighter

FF

4
40 %


3
3
3

4

none

DD

5
50 %


4
4
2

5

none

CA

6
60 %


5
6
2

6

Cruiser

BB

8
80 %


7
9
2

8

DN

CV

4
40 %


4
6
3

4

Carrier

RA
     6 + 6
60 %


5
8
3

12

none

GS

6
60 %


8
7
2

6

none

GBDS

5
50 %


4
2
0

5

PDS

MI

4
40 %


4
1
0

4  #

GF

SY

0
00 %


10
20
0

NA
          Spacedock

TT

0
00 %


3
2
3

NA

none

#
ground combat only

In both game systems Fighters are considered to be attrition units.

This is logical and obvious in GD with the fighters costing only 1 and having only 1 hit point [DEF], and also because a CA has over 4 times the firepower and toughness of a Ftr and costing 6 times as much.

It is not so readily apparent in TI where both a Fighter and a  Cruiser have just 1 hit point, and both the cost and firepower of the cruiser is only 1½ times that of the fighter; ie the fighter’s cost is ⅔ that of the cruiser and its chance to hit is ⅔ that of the cruiser, as both only get 1 shot to hit.

Both the fighters and GFs in TI are expensive in terms of cost compared with their equivalents in GD.  The price differential between a fighter and a cruiser in TI is absurdly small, but it does reflect their relative value within the game system.

Imagine this situation, which is quite likely in TI, less so in GD:

In one hex are 3 cruisers (TI) / 3 CAs (GD).  In hex next to them are 2 DNs (TI) / 2 BBs (GD) whose turn it is to move.  Should they go into the hex where the 3 cruisers await?

In TI this is possibly suicidal for the DNs, because if they both roll under 4 and the cruisers get at least 2 successful hits the result is very bad for the DN owner.  Although it is a bit more probable that either one Cruiser or 1 DN will survive the battle.

In GD the battle is likely to be fairly even, with all units of both sides being eliminated, as most probable result, and a BB surviving as next most probable result.  That the two BBs are destroyed and 1 CA survives is possible also with relatively good odds.

Therefore, in both games variable results are possible, but in GD the BBs have a greater chance of (partial) victory than the DNs in TI.  This means that results are more predictable; the odds more reliable in GD than in TI.

TI cruisers have a 30 % hit chance (though due to various factors in game there is a good chance that any cruisers encountered will have a 40 % hit chance, so we will consider odds and results in both situations).  TI DNs have a 70 % hit chance.  In TI all ships have 1 hit point.

USING ’30 %’ CRUISERS :

ROUND ONE

DNs have .7 x .7 
 = .49 of doing 2 hits on Crs, killing 2 of the 3 Crs
 [Leaves 1 Cr]

DNs have .3 x .3
 = .09 of doing 0 hits on Crs, killing 0 Crs

 [Leaves 3 Cr]

DNs have .7 x .3 x 2
 = .42 of doing 1 hit on Crs, killing 1 of the 3 Crs
 [Leaves 2 Cr]

Crs have .3 x.3 x.3 

= .027 of doing 3 hits, kills both DNs

[Leaves 0 DNs]

Crs have  .3 x .3 x .7 x 3 
= .189 of doing 2 hits, kills both DNs

[Leaves 0 DNs]

Crs have .3 x .7 x .7 x 3
= .441 of doing 1 hit, kills 1 DN

[Leaves 1 DN]

Crs have .7 x .7 x. 7

=.343 of doing 0 hits, kills 0 DN

[Leaves 2 DNs]

SUMMARY

2 or 1 or 0 DNs survive, 0 Crs survive


= not possible

2 DNs survive, 1 Cr survives

= .343 x .49

= .168

2 DNs survive, 2 Cr survive

= .343 x .42

= .144

2 DNs survive, 3 Cr survive

= .343 x .09

= .031 [this is original situation]

1 DN survives, 1 Cr survives

= .441 x .49

= .216

1 DN survives, 2 Cr survive

= .442 x .42

= .186

1 DN survives, 3 Cr survive

= .442 x .09

= .040

0 DN survives, 1 Cr survives

= (.027 + .189) x .49
= .106

BATTLE ENDS

0 DN survives, 2 Cr survive

= .216 x .42

= .091

BATTLE ENDS

0 DN survives, 3 Cr survive

= .216 x .09

= .019

BATTLE ENDS 

.019 + .091 + .106 = .216 THAT BATTLE ENDS in Round One

Therefore only 1.000 - .216 = .784, ie. 78.4 % chance that there will be a round two of battle, this represents total victory for the Cr side [21.6 % chance of total victory, which is quite substantial %].

There was a 3.1 % chance of unresolved situation, ie. no casualties on either side, which is a reset situation, therefore only 100 – (21.6 + 3.1) = 75.3 % chance of a battle that involves casualties AND that also continues.

This effectively means that Crs have a 21.6 x 1.032 = 22.3 % chance of total victory, almost a 1 in 4 chance. [Total Victory being eliminating the DNs and having 1 or 2 or 3 CAs survive].

That 2 Crs survive [excepting the total victory possibility] is a  (.144 + .186) = 33 % chance.

That 1 Cr survives [excepting the total victory possibility] is a (.168 + .216) = 38.4 % chance.

That 2 DNs survive = (.168 + .144) = 31.2 % [excludes reset 3.1 % situation]

That 1 DN survives = (.216 + .186 + .040) = 44.2 %

THEREFORE IN ROUND TWO

2 DNs vs 2 Crs
 =  .144 x 100/75.3 =  0.191 = 19.1 %  EXPECT DNs TO BE VICTORIOUS

2 DNs vs 1 Cr  
 =  .168 x 100/75.3 =  0.223 = 22.3 %  EXPECT DNs TO BE VICTORIOUS

1 DN vs 2 Crs 

 =  .186 x 100/75.3 =  0.247 = 24.7 %  EXPECT Crs TO BE VICTORIOUS

1 DN vs 1 Cr   
 =  .216 x 100/75.3 =  0.287 = 28.7 %  EXPECT DN TO BE VICTORIOUS

1 DN vs 3 Cr 

 =  .040 x 100/75.3 =  0.053 = 05.3 %  EXPECT Crs TO BE VICTORIOUS 

We could work out the expected results from round two, and I have actually done this elsewhere in analysing TI, but as you can see, there is a long process to calculate probable results with TI system.

However, here it is  [worked out using a different, less efficient, technique]:-

2 DNs vs 2 Crs – 

.32 x .72 =  .0441 x 1 = .0441
 = all survive



 ( 1.0461345 multiplier [m]

.73 x .3
  = .1029 x 2 = .2058
 = 2 DN survive, 1 Cr survives 
x m = .2153 => 2 DN vs 1 Cr

.7 x .33  =  .0189 x 2 = .0378
 = 1 DN survives, 2 Crs survive
x m = .0395 => 1 DN vs 2 Cr

.7 4
  = .2401 x 1 = .2401
 =  2 DNs survive, 2 Crs killed
x m = .2512 => battle ends

.72 x .32 =  .0441 x 4 = .1764
= 1 DN survives, 1 Cr survives
x m = .1845 => 1 DN vs 1 Cr

.34
 =  .0081x 1  = .0081
=  0 DNs survive, 2 Crs survive
x m = .0085 => battle ends

.73 x .3  = .1029 x 2 =  .2058
= 1 DN survives


x m = .2153 => battle ends

.7 x .33  = .0189 x 2 =  .0378
= 1 Cr survives


x m = .0395 => battle ends

.72 x .32 =  .0441 x 1 = .0441
= no survivors



x m = .0461 => battle ends



1.0000





        0.9999

0.5606
=> battle ends

0.2153 => 2 DN vs 1 Cr

0.0395 => 1 DN vs 2 Cr

0.1845 => 1 DN vs 1 Cr

So I will give a summary of the final result:

at end of round 2:

2 DNs survive = 32 %

3 CAs survive = 06%

1 DN survives = 46 %

2 CAs survive = 43 %

0 DN survive  =  22 %
1 CA survives = 51 %

at end of battle:

Similarly, the results with ’40 %’ cruisers have been worked out by me elsewhere.

And also where DNs have 2 hit points each:

Now consider the situation with the GD ships; this is actually much simpler to calculate a probable outcome:

2 BBs vs 3 CAs




ROUND ONE

2 BBs do 6.4 x 2 = 12.8, say 13 hits

3 CAs do 3.6 x 3 = 10.8, say 11 hits

2 BBs are seriously crippled 

2 CAs are seriously crippled and one CA is killed [if BBs did one less hit, this CA would also have survived this round].

ROUND TWO

2 BBs do 13 hits, 2 CAs do 7 hits ( all ships killed [as damage from previous round is still on them].

Therefore, the most likely outcome is total mutual annihilation.

So if the two BBs do go into battle with 3 CAs unsupported they know they will die but also that will take all 3 enemy CAs with them into the fires of hell.  A much more predictable outcome, and therefore a less risky proposition in GD. [Therefore, overall game strategy of the player will determine if he launches the attack, where he expects total mutual annihilation, ie is his greater benefit in destroying the enemy cruiser force or in preserving his BB force].

Both game systems have in common that the presence of an additional unit on either side can make a big difference in how the battle resolves.

TI3 FACTORS








MVMT

UNIT
BATTLE
HIT PROB
DEF
COST
[SPEED]
# of Atts/rnd 
REMARKS

DN
5

60%

2
5
1

1

B.  SD

CV
9

20%

1
3
1

1

Cap 6

CA
7

40%

1
2
2

1

DD
9

20%

1
1
2

1

AFB

Ftr
9

20%

1
½
NA

1

WS
3 (x 3)

80% (x 3)
2
12
2

3

B. Cap 6. SD ##

GF
8

30%

1
½
0

1

PDS
6

50%

1
2
0

1

PS.  SC

SD
0

00%

1
4
0

0

PU.  FCap 3

KEY TO REMARKS

B  Bombardment – bombards through planetary shields, and does not require an invasion to bombard.

this is stated on race cards, BUT rules book says DNs can not bombard through planetary shields (that exist as long as at least one PDS on planet).

DN rolls 1 and WS 3 rolls before the player undertakes Invasion Combat (exception: a WS may bombard even if no Invasion Combat is about to take place).  Roll combat die, and remove one enemy GF on the contested planet for every result equal to or higher than the combat value of the bombarding unit.

GFs destroyed by bombardment are removed immediately, do not receive return fire, and will not participate in the upcoming Invasion Combat.

SD  Sustain Damage – means that has one extra hit point (+1 defense in GD terms).

Cap 6   may carry a combination that adds up to 6 of GFs, PDSs and Fighters.

FCap 3  A SD has the capacity to support 3 Fighter units in its system.

AFB  Anti-Fighter Barrage – before the first round of Space Battle, roll two dice for each Destroyer unit in the battle.  For every result equal to or higher than the Destroyer’s combat value (usually 9), the opponent must take one Fighter unit as an immediate casualty.  Such eliminated Fighter units are removed immediately and placed back among a player’s reinforcements; they do not receive return fire and will not participate in the upcoming Space Battle.

PS  Planetary Shield – can not be bombarded by DNs

SC  Space Cannon – can shoot at ships and GFs

PU   Produce Units – may build a number of units equal to the resource value of its planet plus two.




With Fighters and GFs, 1 resource provides 2 units.

If can only produce 1 Ftr or 1 GF must pay 1 resource (not ½).




Cannot “mix and match” GFs and Fighter purchases.

##  Requires the War Sun technology advance to build.

NOTE: TI3 has highly artificial production limits on each type of unit.

CONTRAST AND COMPARE OF TI1/2 UNITS WITH TI3 UNITS

UNIT
TI1/2 BATTLE
TI3 BATTTLE
TI1/2 HIT PROB
TI3 HIT PROB


Ftr
9


9


20%


20%

CA
8


7


30%


40%

DN
4


5


70%


60%

CV
9


9


20%


20%

GF
8


8


30%


30%

PDS
7


6


40%


50%

SD
0


0


00%


00%

UNIT
TI1/2 COST
TI3 COST
TI1/2 SPEED 
TI3 SPEED
TI1/2 DEF
TI3 DEF

Ftr
4

½

0

0

1

1

CA
6

2

2

2

1

1

DN
10

5

1

1

1 **

2

CV
10

3

1

1

1 **

1

GF
4

½

0

0

1

1

PDS
10

2  *

0

0

0 ^^

1?

SD
15

4

0

0

0 ^^

1?

*  incorrectly given as 1 on the Race Cards.

SPECIAL COMMENTS

There is a radical difference in the relative costs in the two editions [TI1/2, TI3].

Other factors only have slight or no difference.

Such a radical change in the cost system means one of two things:

the costs in original edition were in error, OR

there have been basic changes made in the new system that radically affect valuations of units.

Note also that not only have costs changed radically in relative terms but also in absolute terms – ie that valuation of units compared with other units within same cost sytem have changed [eg old system Ftr 4, CA 6 – CA 1½  cost of Fighter; new system Ftr ½, CA 2 – CA 4 times cost of fighter].

The combat sytem seems basically the same [as does the relative movements], therefore this seems to imply that the original values must have been considered in error].

There is an alternative possibility – the new system introduces the DD – an anti-fighter unit – that may partially explained reduced relative cost of fighter.

Another thing that must be considered is the overall economic system – what are the relative incomes in resources of both systems – they seem to be pretty similar, so that doesn’t explain the huge differences.

The greatest relative change is in cost of attrition units – Fighters & GFs, and PDS – a reduction from 4 to ½ for both Ftrs & GFs, & from 10 to 2 for PDS, plus also a relative increase in Battle (combat value) of 25% for PDS [whereas most other units have stayed same or had a reduction].

With the new limits on production, one must wonder where the money now goes.

This will be investigated at a later stage.

COMPARING TI3 WITH GD

TI3








MVMT

UNIT
BATTLE
HIT PROB
DEF
COST
[SPEED]
# of Atts/rnd 
REMARKS

DN
5

60%

2
5
1

1

B.  SD

CV
9

20%

1
3
1

1

Cap 6

CA
7

40%

1
2
2

1

DD
9

20%

1
1
2

1

AFB

Ftr
9

20%

1
½
NA

1

WS
3 (x 3)

80% (x 3)
2
12
2

3

B. Cap 6. SD ##

GF
8

30%

1
½
0

1

PDS
6

50%

1
2
0

1

PS.  SC

SD
0

00%

1
4
0

0

PU.  FCap 3

GD


# of Attacks
TI3 equiv

UNIT
ATTACK
HIT PROB per shot
DEF
COST
SPEED
 per round
unit


Ftr

4*
40 %


1
1
0

2

Fighter

FF

4
40 %


3
3
3

4

none

DD

5
50 %


4
4
2

5

DD
CA

6
60 %


5
6
2

6

Cruiser

BB

8
80 %


7
9
2

8

DN

CV

4
40 %


4
6
3

4

Carrier

RA
     6 + 6
60 %


5
8
3

12

none

GS

6
60 %


8
7
2

6

none

GBDS

5
50 %


4
2
0

5

PDS

MI

4
40 %


4
1
0

4  #

GF

SY

0
00 %


10
20
0

NA
          Spacedock

TT

0
00 %


3
2
3

NA

none

NONE

NA
NA


NA
NA
NA

NA

WS

#
ground combat only

In both game systems Fighters are considered to be attrition units.

This is logical and obvious in GD with the fighters costing only 1 and having only 1 hit point [DEF], and also because a CA has over 4 times the firepower AND toughness of an individual Ftr and costing 6 times as much.

Unlike, TI1/2 where it is not so readily apparent because both a Fighter and a  Cruiser have just 1 hit point, and both the cost and firepower of the cruiser is only 1½ times that of the fighter; ie the fighter’s cost is ⅔ that of the cruiser and its chance to hit is ⅔ that of the cruiser, as both only get 1 shot to hit,

in TI3 a Fighter has ¼ cost of CA, and CA has twice the hit probability; although even this relative difference is not quite as great as in GD, but it is a significant improvement from TI1/2.

In TI3, a Fighter is a pure Attrition unit.

In GD, it is actually only a partial Attrition unit – in that some damage will occur to other units present before Fighters start being sacrificed.

OPTIONAL RULES THAT DIDN’T MAKE THE CUT AS ARE TOO 

UNFOCUSED AT THIS STAGE:

BARBARIANS

Non-empire enemies – the ‘barbarians’.  Certain powerful foes have no structured civilization to attack, but simply a whole lot of individual planets.  These will attack as just a small force or as a bunch of forces.  To attack one of their planets is simply to attack one of their planets; it is not considered an attack on the whole.


SPECIAL ENCOUNTERS

Encounters include Resource Worlds, Hostile Worlds, Hostile Space Patrol from Hostile World, etc.

MARAUDERS

Independent opportunists with own small fleets that will raid any region of space/planet/base left unprotected.

PATROL FLEETS

Used to try to seek out and kill Marauder fleets before they can become a menace.  Other uses.

Reinforcement Phase

These are units that player does not have to build, as they are provided by the government [reserve units released to active service, and/or from general patrol duty].

PLAYAIDS

Constructed Units Tray

APPENDIX I

EVALUATING FLEET STRENGTHS

1. Calculate the average Combat Factor for each unit in fleet = C.

2. Square # of units (n) in Fleet ( n2  = N.

3. N x C = Total Force Strength

TABLE OF COMBAT FACTORS FOR MULTIPLE UNITS

	UNIT
	QUANTITY OF UNIT

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	Ftr
	0.8
	3.2
	7.2
	12.8
	20
	28.8
	39.2
	51.2
	64.8
	80
	96.8
	115.2

	
	
	
	
	
	
	
	
	
	
	
	
	

	FF
	4.8
	19.2
	43.2
	76.8
	120
	172.8
	235.2
	307.2
	388.8
	480
	580.8
	691.2

	
	
	
	
	
	
	
	
	
	
	
	
	

	DD
	10
	40
	90
	160
	250
	360
	490
	640
	810
	1000
	1210
	1440

	
	
	
	
	
	
	
	
	
	
	
	
	

	CA
	18
	72
	162
	288
	450
	648
	882
	1152
	1458
	1800
	2178
	2592

	
	
	
	
	
	
	
	
	
	
	
	
	

	BB
	44.8
	179
	403
	717
	1120
	1613
	2195
	2867
	3623
	4480
	5421
	6451

	
	
	
	
	
	
	
	
	
	
	
	
	

	GS
	28.8
	115
	259
	461
	720
	1037
	1411
	1843
	2333
	2880
	3485
	4147

	
	
	
	
	
	
	
	
	
	
	
	
	

	RA
	36
	144
	324
	576
	900
	1296
	1764
	2304
	2916
	3600
	4356
	5184

	
	
	
	
	
	
	
	
	
	
	
	
	

	CV
	6.4
	25.6
	58
	102
	160
	230
	314
	410
	518
	640
	774
	922

	
	
	
	
	
	
	
	
	
	
	
	
	

	GBDS
	10
	40
	90
	160
	250
	360
	490
	640
	810
	1000
	1210
	1440

	
	
	
	
	
	
	
	
	
	
	
	
	

	MI
	6.4
	25.6
	58
	102
	160
	230
	314
	410
	518
	640
	774
	922

	
	
	
	
	
	
	
	
	
	
	
	
	

	CL
	10
	40
	90
	160
	250
	360
	490
	640
	810
	1000
	1210
	1440


TABLE WHERE FIGHTER SET = 1

	UNIT
	QUANTITY OF UNIT

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	
	
	
	
	
	
	
	
	
	
	
	
	

	Ftr
	1
	4
	9
	16
	25
	36
	49
	64
	81
	100
	121
	144

	
	
	
	
	
	
	
	
	
	
	
	
	

	FF
	6
	24
	54
	96
	150
	216
	294
	384
	486
	600
	726
	864

	
	
	
	
	
	
	
	
	
	
	
	
	

	DD
	12.5
	50
	112
	200
	312
	450
	612
	800
	1012
	1250
	1815
	1800

	
	
	
	
	
	
	
	
	
	
	
	
	

	CA
	22.5
	90
	203
	360
	563
	810
	1103
	1440
	1823
	2250
	2723
	3240

	
	
	
	
	
	
	
	
	
	
	
	
	

	BB
	56
	224
	504
	896
	1400
	2016
	2744
	3584
	4536
	5600
	6776
	8064

	
	
	
	
	
	
	
	
	
	
	
	
	

	GS
	36
	144
	324
	576
	900
	1296
	1764
	2304
	2916
	3600
	4356
	5184

	
	
	
	
	
	
	
	
	
	
	
	
	

	RA
	45
	180
	406
	720
	1126
	1620
	2206
	2880
	3646
	4500
	5446
	6480

	
	
	
	
	
	
	
	
	
	
	
	
	

	CV
	8
	32
	72
	128
	200
	288
	392
	512
	648
	800
	968
	1072

	
	
	
	
	
	
	
	
	
	
	
	
	

	GBDS
	12.5
	50
	112
	200
	312
	450
	612
	800
	1012
	1250
	1815
	1800

	
	
	
	
	
	
	
	
	
	
	
	
	

	MI
	8
	32
	72
	128
	200
	288
	392
	512
	648
	800
	968
	1072

	
	
	
	
	
	
	
	
	
	
	
	
	


These tables show the value of quantity of unit as a Force Multiplier.  They also show the value of raw, brute combat power in a single unit, viz the BB.

The tables show that a BB is equivalent to 7½ Fighters in Combat rating, on average.

A fighter cost 1 Stellar, a BB 9 Stellars; but a BB has a couple of abilities that a fighter doesn’t have – self-movement, and can carry MIs.  At higher levels a BB has some further special abilities and costs 1 Stellar more ie. 10 Stellars.

USING THESE TABLES TO DETERMINE THE TOTAL COMBAT VALUE OF A MIXED FLEET

If, as will be normal, your fleet contains several units each of several types of unit, then how does one obtain their combined combat value?

eg. 4 CAs and 2 BBs and 6 FFs.

If using the formula, it is [(4 x 18) + (2 x 44.8) + (6 x 4.8)]/12 x 12 x 12.

This shows that can simplify formula to : Total combat values of all units x # of units.

[(4 x 18) + (2 x 44.8) + (6 x 4.8)] x 12 same as [(4 x 18) x 12] + [(2 x 44.8) x 12]+ [(6 x 4.8) x 12]

[44.8 + 72 + 43.2] x 6 = 160 x 6 = 960

1BB + 2CAs  + 3FFs = [(44.8 x 1) + (18 x 2) +( 4.8 x 3)]/6 x 6 x 6 = 576




= [(44.8 x 1) + (18 x 2) +( 4.8 x 3)] x 6 = 576

NEEDS NEW TABLE WHERE DO NOT SQUARE

	UNIT
	QUANTITY OF UNIT

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	Ftr
	0.8
	1.6
	2.4
	3.2
	4.0
	4.8
	5.6
	6.4
	7.2
	8.0
	8.8
	9.6

	
	
	
	
	
	
	
	
	
	
	
	
	

	FF
	4.8
	9.6
	14.4
	19.2
	24.0
	28.8
	33.6
	38.4
	43.2
	48.0
	52.8
	57.6

	
	
	
	
	
	
	
	
	
	
	
	
	

	DD
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	CA
	18
	36
	54
	72
	90
	108
	126
	144
	162
	180
	198
	216

	
	
	
	
	
	
	
	
	
	
	
	
	

	BB
	44.8
	89.6
	134.4
	179.2
	224.0
	268.8
	313.6
	358.4
	403.2
	448.0
	492.8
	537.6

	
	
	
	
	
	
	
	
	
	
	
	
	

	GS
	28.8
	57.6
	86.4
	115.2
	144.0
	172.8
	201.6
	230.4
	259.2
	288.0
	316.8
	345.6

	
	
	
	
	
	
	
	
	
	
	
	
	

	RA
	36
	72
	108
	144
	180
	216
	252
	288
	324
	360
	396
	432

	
	
	
	
	
	
	
	
	
	
	
	
	

	CV
	6.4
	12.8
	19.2
	25.6
	32.0
	38.4
	44.8
	51.2
	57.6
	64.0
	70.4
	76.8

	
	
	
	
	
	
	
	
	
	
	
	
	

	GBDS
	10
	20
	30
	40
	50
	60
	70
	80
	90
	100
	110
	120

	
	
	
	
	
	
	
	
	
	
	
	
	

	MI
	6.4
	12.8
	19.2
	25.6
	32.0
	38.4
	44.8
	51.2
	57.6
	64.0
	70.4
	76.8

	
	
	
	
	
	
	
	
	
	
	
	
	


44.8 + 36 +14.4 = 95.2 x 6 = 571.2  CORRECT

4 CAs and 2 BBs and 6 FFs = (72 + 89.6 + 28.8) x 12 = 190.4 x 12 = 1904 + 380.8 = 2284.8

Can use approximate figures and probably better also to use a table where fighter is set to 1.

	UNIT
	QUANTITY OF UNIT

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	Ftr
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	
	
	
	
	
	
	
	
	
	
	
	
	

	FF
	6
	12
	18
	24
	30
	36
	42
	48
	54
	60
	66
	72

	
	
	
	
	
	
	
	
	
	
	
	
	

	DD
	12.5
	25
	37
	50
	62
	75
	87
	100
	112
	125
	137
	150

	
	
	
	
	
	
	
	
	
	
	
	
	

	CA
	22.5
	45
	68
	90
	113
	135
	158
	180
	203
	225
	248
	270

	
	
	
	
	
	
	
	
	
	
	
	
	

	BB
	56
	112
	168
	224
	280
	336
	392
	448
	504
	560
	616
	672

	
	
	
	
	
	
	
	
	
	
	
	
	

	GS
	36
	72
	108
	144
	180
	216
	252
	288
	324
	360
	396
	432

	
	
	
	
	
	
	
	
	
	
	
	
	

	RA
	45
	90
	135
	180
	225
	270
	315
	360
	405
	450
	495
	540

	
	
	
	
	
	
	
	
	
	
	
	
	

	CV
	8
	16
	24
	32
	40
	48
	56
	64
	72
	80
	88
	96

	
	
	
	
	
	
	
	
	
	
	
	
	

	GBDS
	12.5
	25
	38
	50
	63
	75
	88
	100
	113
	125
	138
	150

	
	
	
	
	
	
	
	
	
	
	
	
	

	MI
	8
	16
	24
	32
	40
	48
	56
	64
	72
	80
	88
	96

	
	
	
	
	
	
	
	
	
	
	
	
	


4 CAs and 2 BBs and 6 FFs = [90 + 112 + 36] x 12 = 238 x 12 = 240 x 12 = 2400 + 480 = 2880

-24 = 2856 SAY 2,850.

Let us work out the calculated values for two small fleets and then test them against each other to see if right.  To make it easy let each side have 6 units, and therefore all we need is for the sum of the values from the table to be similar to have similar strength forces.

1 BB = 56 +  5 FFs = 30 : TOTAL = 86 x 6 = 516  ; 81 x 5 = 405

2 CV = 16 + 3 CAs = 68 : TOTAL = 84 x 6 = 504  ; 84 x 5 = 420 [note missing 6th ship]

ROUND ONE

BB does 6.4 hits & 5 FFs do 8 hits , say 14 hits 4 FFs do 6.4 hits, say total 13 hits

2 CVs do 3.2 hits & 3 CAs do 10.8 hits, say 14 hits.








ROUND TWO

Same hit rolls , therefore do 14 points to each other – annihilating each other.

Note: adding the cost values of the units in the battle is just as accurate determiner of relative ability. 

1 BB + 5 FFs cost 9 + 15 =  $24; 2 CVs + 3 CAs cost 12 + 18 =  $30.

OPTIONAL RULE

DAMAGE IMMEDIATE REDUCTION TO ATTACK RATING

The two fleets in above example crippled each other in first round of combat, and in second round totally mutually annihilate as no reduction in firepower due to damage.

If do have this, it does make things much more complicated, but it would work this way:

Each point of damage allocated to a unit reduces its attack rating by 1.

This can make things interesting, as a player might prefer to eliminate some of his units to prevent a particular heavy unit of his having its attack rating significantly reduced.

Let’s use two second round example with the two fleets above – one example with damage as allocated above; the other where BB group player kills 3 of his frigates to preserve bulk of his BB’s firepower.

ROUND TWO




DD



ROUND TWO

EXAMPLE ONE

BB is at attack 8-6 = 2; 4 FFs are at attack 4-2 = 2 also; therefore has 5 units @ attack rating 2.

This is puny, so revise the concept – have a reduction in the quantity of attacks but not attack to hit #; therefore BB has 2 attacks @ 8-to hit, and 4 FFs have 2 attacks each @ 4- to hit.

They will therefore do 1.6 +  (4 x .8) = 4.8 say 5 hits in round 2.  The other fleet will survive.

The other fleet has an undamaged CA [attack remains @ 6], 2 CAs that have each taken 4 damage [( attacks each 6-4 = 2 @6-] and 2 CVs each with 3 damage [( attacks 4-3 = 1 each @ 4-].

It does 3.6 + 2.4 + 0.8 = 6.8, say 7 hits; this totally destroys the other fleet.

This is because 1BB + 4 FFs is 405 points, but 2CVs + 3CAs is 420 points.

If remove 1 CV becomes 76 x 4 = 304 points.  The 15 point difference is probably significant.

Will not try example 2 at this stage but instead create 2 fleets whose combat rating is exactly equal.

1 BB + 3 CAs = 56 + 68 = 124 X 4 = 496

2 CV + 6 FFs = 16 + 36 = 52 x 8 = 416 [80 short] therefore add 1 FF:

2 CV + 7 FFs = 16 + 42 = 58 x 9 = 522 [26 excess with just this slight alteration] therefore add Ftrs instead:

2 CV + 6 FFs + 1 Ftr = 16 + 36 + 1 = 53 x 9 = 477 [still 19 short].

2 CVs + 5 FFs + 3 Ftrs = 16 + 30 + 3 =49 x 10 = 490.

2 CVs + 4 FFs + 5 Ftrs = 16 + 24 + 5 = 45 x 11 = 495. [good match].

1 BB + 3 CAs vs 2 CVs + 4 FFs + 5 Ftrs [coincidentally both these fleets cost $27]


ROUND ONE

FORCE BLUE does 6.4 + (3 x 3.6) = 6.4 + 10.8 = 17 damage to Force Orange.

FORCE ORANGE does (2 x 1.6) + (4 x 1.6) + (5 x 0.8) = (6 x 1.6) +(5 x 0.8) = 9.6 + 4.0 = 13.6




say 14 damage to Force Blue.

Both sides now have eight (8) undamaged boxes.

Under normal rules in round two they would annihilate each other.

ROUND TWO

Will now test combat damage effect options:

OPTION ONE – EACH POINT OF DAMAGE REDUCES # OF ATTACKS THAT UNIT CAN DO BY 1:

BB can do 6 attacks @ 8-; 3 CAs can each do 2 attacks @ 6-.[Total = 12 attacks]

2 CVs can each do 1 attack @ 4-; 4 FFs can each do 2 attacks @ 4-;

2 surviving fighters can do their normal 2 attacks @ 4-: [Total = 14 attacks]

FORCE BLUE does 4.8 + 3.6 = 8.4 say 8 damage.  This eliminates Force Orange.

FORCE ORANGE does 14 attacks all @ 0.4 to hit = 5.6 damage, say 6 damage.

This means Force Blue has 2 survivors each with 1 point left – the BB and 1 CA.

OPTION TWO – AS OPTION ONE, EXCEPT THE DAMAGE IN ROUND ONE IS ALLOCATED DIFFERENTLY.  FORCE BLUE DOESN’T NEED TO DO THIS AS SUCCEEDED WITH NORMAL APPROACH.  BUT LET’S SEE IF FORCE ORANGE CAN BENEFIT FROM USING THIS OPTION – PROBABLY NOT AS ALL ITS UNITS HAD THE SAME ATTACK RATING OF ‘4’.  A LITTLE THOUGHT SHOWS FORCE ORANGE CAN NOT BENEFIT BECAUSE OF ITS UNIFORM ATTACK RATINGS.

INTEGRATED RULES

PART 0 – INTRODUCTORY GAME

This would be a simplified, easy to play, taking about an hour or so, variant; gives players some feeling of what is involved before play actual game.

MAP SCALE

1 Hex = 10 LYs across

1Turn = 21 days

Ship with movement 1 = 174c speed.

SPECIAL NOTES: TO ADD TO ADVANCED RULES:

BOARDING ACTIONS, MI/OF UNITS ARE USEABLE.

ESCAPE FROM DESTROYED UNIT BY GROUND UNITS.]

NOTES FROM TESTING
Determination of when a battle is Space Battle or Orbital Battle – Defending player decides, where option is available.  If Battle is Orbital, then GBDS get a free shot before ships fire.

Need rule restricting shooting by screened units, say only ½ their shots allowed to be shot [round up].

IDEATIVE INTERREACTION

The rules I create affect the background, and the rationales I create for the rules help create more rules and modify existing rules; it is an interactive process, that fuels the fires of creativity.

SPECIAL INTRODUCTION TO STARTER PACK

You have in your hands what is possibly the best space empire boardgame ever!

What makes it so good?  It has a better basic design than most such games.  It has more choices as to how to play it.  It offers greater variety of ship types, and also of other units.  It offers more strategy options.

It has a game system that adapts to use for those of no experience or to super-experts in gaming.

Many other reasons, as you will discover as you read the complete rules for this game and/or as you play it.

This game has had a long, arduous design process, during which it has gone through many transformations.  This has resulted in it finally ending with a number of unique features for the type of game it is.  It is a wargame set in a future galactic space where a number of empires vie for power using a number of different means – military power, political influence, diplomacy and intrigue, economics and intelligence, science and technology, philosophy and religion.

One of the less common means it uses is having several different levels of complexity and also use of a number of optional rules, plus different types of campaigns and scenarios.  Some of this is due to the partial sources of inspiration for the game, but most of it comes from my own thoughts about what I wanted in the game.  I wanted to be able to emulate many of the classic actions that occurred in both real history and in fiction of the use of strategies, tactics and intrigue in military affairs, and these factors and many others that occur in the relationships of empires.

It is a difficult task attempting to, for instance, create a system of combat that is different from the normal methods used in wargames but is also manageable; that is, not too unwieldy for use in a recreational game.  I have come up with what might be paradoxically termed a non-compromising compromise, in that, in the basic level of the game, I have a system that incorporates much of what I desired, but with use of optional higher levels, more of the style of what I wished to achieve is attained.

This game can be played by those who want a simple, fun game yet which allows for some decision and skill, or at the opposite extreme by those who want a highly detailed game with lots of juicy rules choices enabling them to perform all sorts of different actions, with each player allowed to have unique personal strategies.

BIBLIOGRAPHY AND FURTHER READING

Note that the books that I recommend here for reading (and some websites for visiting), have not necessarily contributed to my design of this game (indeed almost without exception they haven’t).  But they are recommended because they are good reads for those who have interest in fictional universes similar or different to my own.

Peter F. Hamilton

I especially recommend his ‘Commonwealth’ duology consisting of Pandora’s Star and  Judas Unchained; his ‘Night’s Dawn’ trilogy is also very good.

Adam Roberts

Stone is excellent and Polystom is very good.

Wil McCarthy

Bloom, The Collapsium

Joe Haldeman
Mindbridge, The Forever War

[The Wraith in Stargate Atlantis vaguely reminded me of the creatures in Mindbridge].

Lois McMaster Bujold

‘Miles Vorkosigan’ series

David Weber

‘Honor Harrington’ series (also co-author with Steve White of ‘Starfire’ novels).

Roger MacBride Allen

‘Hunted Earth’ trilogy (third novel not yet written)

Timothy Zahn

‘Blackcollar’ trilogy (third volume unwritten), ‘Cobra’ series, ‘Star Wars’ trilogy

Barrington Bayley

A unique talent who has written a relatively small number (a dozen or so) small novels.

Ken MacLeod

The Cassini Division, The Star Fraction

Neal Asher

The Line of Polity

Donald Kingsbury

Psychohistorical Crisis

Alastair Reynolds

Absolution Gap, Century Rain

L.E. Modesitt, Jr.

The Ethos Effect

Sean Williams & Shane Dix

The Unknown Soldier (first in a series of which none more yet published).

Geodesica Ascent (first in a new series)

Scott Westerfeld

‘Succession’ series (The Risen Empire, The Killing of Worlds)

Walter H. Hunt

‘Dark’ series – The Dark Wing, The Dark Path, The Dark Ascent, The Dark Crusade

Octavia Butler

‘Patternist’ series

C.J. Cherryh

‘Merchanter’s’ series [Alliance/Union War]

Dan Morgan and John Kippax

‘Venturer 12’ series (4 novels, series never completed)

Edmund Cooper

‘Expendables’ series

Kate Wilhelm

The Killing Thing (AKA The Killer Thing)

John Ford

The Final Reflection (one of the 10% of Star Trek novels that are decent books in own right)

Dan Simmons

‘Hyperion’ series, ‘Endymion’ series

Frank Herbert

The Dragon in the Sea (US title Under Pressure)

A.E.. van Vogt
The Voyage of the Space Beagle; the ‘Weapon Shops’ duology

Eric Frank Russell

Men, Martians and Machines; Somewhere a Voice (Collection); Wasp

Greg Egan

Axiomatic (collection)

James Blish

‘Cities in Flight’ tetralogy

Iain M. Banks

‘Culture’ novels

David Brin

‘Uplift’ series

Olaf Stapledon

Starmaker; Sirius, Last and First Men

SOME PERSONAL FAVOURITES

(plus of course all those previously mentioned)
(in orange – humour)


Douglas Adams
The Hitchhikers’ Guide to the Galaxy (radio series the best)

Ray Aldridge

‘Emancipator’ trilogy  [A Vancian/STEN-like trilogy]

Brian W. Aldiss
Space, Time and Nathaniel (affectionately known as STAN) (collection),




The Interpreter (Bow Down to Nul); The Canopy of Time (collection);




Penguin SF Omnibus (editor); Non-Stop (Starship);

The Saliva Tree (collection)

Poul Anderson

The Star Fox; The Time Patrol; The Corridors of Time; Tau Zero;




‘Dominic Flandry’ series; ‘David Falkyn’ series; The High Crusade;

Piers Anthony

‘Of Man and Manta’ (Omnivore/Orn/Ox); ‘Battlecircle’ trilogy; 

Macroscope; ‘Adept’ series; ‘Aton’ series; Triple Détente; Mute

Isaac Asimov

‘Foundation’ series; The Gods Themselves;

The Martian Way (collection); Earth is Room Enough (collection)

J.G. Ballard

Concrete Island; High Rise; Crash

Barrington Bayley
The Knights of the Limits (collection); Seed of Evil (collection)

Gregory Benford
‘Galactic Centre’ [‘Ocean’] series

Alfred Bester

The Demolished Man

Lloyd Biggle, Jr
‘Cultural Survey’ series; ‘Jan Darzek’ series

James Blish

Spock Must Die!; Black Easter, The Day After Judgement,




A Case of Conscience, ‘Star Trek’ adaptations (short story collections)

John Boyd

The Last Starship from Earth; The Pollinators of Eden

Russell Braddon
The Year of the Angry Rabbit
Reginald Bretnor
The Future at War I, II, III 
(editor)

David Brin

The Postman; The Practice Effect

Damien Broderick
Striped Holes
Fredric Brown

What Mad Universe?; ‘Arena’ (short story)

John Brunner

The Compleat Traveller in Black; Quicksand; The Shockwave Rider;




The Squares of the City; Stand on Zanzibar; 

Telepathist (The Whole Man)

Algis Budrys

Rogue Moon; Who?

Chris Bunch & Alan Cole
‘Sten’ series

F.M. Busby

The ‘Demu’ Trilogy

John W. Campbell, Jr
Who Goes There? (collection)

Karel Capek

The Absolute at Large; R.U.R.

Orson Scott Card
‘Ender’ series (first 2 books only); ‘Ender’s Shadow’ series

John Carnell

‘New Writings in SF’ series (editor)

A. Bertram Chandler
‘John Grimes’ series, The Bitter Pill

Perry Chapdelaine
Swampworld West

Rob Chilson

The Shores of Kansas; The Star-Crowned Kings

Arthur C. Clarke
Childhood’s End; Earthlight; The City and the Stars

John Christopher
The Possessors; ‘Tripods’ series;

The Death of Grass (No Blade of Grass)

Hal Clement

Mission of Gravity; Needle, Through the Eye of the Needle

Mark Clifton

Eight Keys to Eden

D.G. Compton

Farewell, Earth’s Bliss


Robert Conquest
A World of Difference; ‘Spectrum’ I – V (editor)

Edmund Cooper
A Far Sunset; Transit; Jupiter Laughs (collection)

Edmund Crispin
‘Best SF’ series (editor)

John Dalmas

‘Regiment’ series

Lester del Rey

Nerves

Philip K. Dick

The Man in the High Castle; Do Androids Dream of Electric Sheep?;

A Maze of Death; Eye in the Sky; The Game Players of Titan;

The World Jones Made; The Zap Gun; The Variable Man (collection)

Gordon R. Dickson
The Alien Way, ‘Dorsai’ series

David Drake

all his ‘Rome setting’ books; ‘Lt Leary’ series

David Drake & Karl Edward Wagner

Killer

Daphne du Maurier
The Birds (short story) [also name of collection]

Harlan Ellison

Paingod (collection)

Philip Jose Farmer
‘Riverworld’ series; Tongues of the Moon; Dark is the Sun; 

The Unreasoning Mask; Time’s Last Gift; A Feast Unknown
Randall Garrett
‘Lord Darcy’ series

David Gerrold

The Man Who Folded Himself; Yesterday’s Children (Starhunt);


with Larry Niven
The Flying Sorcerers
Mark S. Geston
Lords of the Starship, Out of the Mouth of the Dragon, Siege of Wonder

Joseph Green

Gold the Man (The Mind Behind the Eyes); Conscience Interplanetary

James Gunn

The Listeners

Jack C. & Joe Haldeman
There Is No Darkness

Joe Haldeman

All My Sins Remembered; ‘Worlds’ trilogy;

Edmond Hamilton
City at World’s End

Lee Harding

A World of Shadows

Charles Harness
The Ring of Ritornel; The Rose; The Paradox Men

Harry Harrison
‘Deathworld’ trilogy; ‘Bill, the Galactic Hero’ series;

‘Stainless Steel Rat’ series; Star Smashers of the Galactic Rangers
M. John Harrison
‘Viriconium’ series; The Centauri Device

Robert A. Heinlein
The Moon is a Harsh Mistress; The Puppet Masters;

The Unpleasant Profession of Jonathan Hoag (collection);

Frank Herbert

The Dosadi Experiment; The Santaroga Barrier; ‘Dune’ series

Philip E. High

Come, Hunt an Earthman

Joan Hunter Holly
The Mind Traders

Fred Hoyle

The Black Cloud; ‘Andromeda’ duology (with John Elliot)

Shannah Jay

Envoy

Janet Jeppson

The Second Experiment

D.F. Jones

Colossus (has 2 sequels also)

Colin Kapp

The Unorthodox Engineers, ‘Zeus’ series

Daniel Keyes

Flowers for Algernon




Rick Kennet

Warrior’s Star

Damon Knight

Beyond the Barrier

Cyril Kornbluth
Wolfbane

Stirling Lanier

‘Hiero’ series

Keith Laumer

‘Retief’ series; Dinosaur Beach; A Plague of Demons; 

Nine by Laumer (collection)

Fritz Leiber

The Wanderer; The Green Millennium

‘Change War’ duology [The Big Time, The Change War];

Ira Levin

Level 7

Vonda N. McIntyre
The Exile Waiting

George R. R. Martin
Tuff Voyaging

Richard Matheson
I Am Legend

Julian May

‘Rampart Worlds’ trilogy

Adrian Mitchell
The Bodyguard

Ward Moore

Bring the Jubilee
Larry Niven

‘Known Space’ series, esp Protector and Ringworld


& Steven Barnes  ‘IFGS’ series

Richard Meredith
We All Died at Breakaway Station

Eric Norden

Starsongs and Unicorns (collection)

David Palmer

Emergence, Threshold

Alexei Panshin
Rite of Passage

Barbara Paul

Pillars of Salt; Under the Canopy

H. Beam Piper

‘Fuzzy’ series; Lord Kalvan of OtherWhen; Paratime

Nick Pollotta & Phil Foglio  Illegal Aliens
Tim Powers

The Anubis Gates


Christopher Priest
Indoctrinaire; The Space Machine

John Rankin

‘Dag Fletcher’ series

Fredrick Pohl

‘Heechee’ series

Mike Resnick

‘Santiago’ series; Birthright:The Book of Man; ‘Oracle’ trilogy

Keith Roberts

The Furies, Pavane, The Grain Kings (collection)

Eric Frank Russell
Next of Kin
Fred Saberhagen
‘Berserker’ series (mainly the earlier stories); Empire of the East

Dennis Schmidt
Wayfarer, Kensho, Satori, Wanderer (are a series)

James H. Schmitz
‘Telzey Amberdon’ series, The Demon Breed, The Witches of Karres

Bob Shaw

Ship of Strangers; Nightwalk; The Palace of Eternity

Robert Sheckley
Dimension of Miracles; The Status Civilization; ‘Victims’ trilogy

all his short story collections

Robert Silverberg
Dying Inside; Thorns; Vornan-19 (The Mask of Time), Up the Line

Clifford Simak
City

Cordwainer Smith
‘Instrumentality’ series

E.E. ‘Doc’ Smith
‘Lensman’ series

Brian Stableford
‘Hooded Swan’ series; ‘Daedalus’ series; The Gates of Eden; Optiman

John Steakley

Armor

Bruce Sterling

Schismatrix

Gordon Stuart

Time Story

William Tenn

all his short story collections

James Tiptree, Jr (Alice Sheldon)  Ten Thousand Light Years from Home (collection)

E.C.Tubb

‘Dumarest of Terra’ series

Jack Vance

‘Dying Earth’ series; ‘Alastor’ series; ‘Planet of Adventure’ series;

To Live Forever; ‘Star King’ series; 

The Worlds of Jack Vance (collection)

Vernor Vinge

Tatya Grimm’s World, Threats … And Other Promises,




A Fire Upon the Deep

A.E. van Vogt

The Voyage of the Space Beagle; The War against the Rull;




Away and Beyond (collection)

Ian Watson

The Gardens of Delight; Queenmagic, Kingmagic

Lawrence Watt-Evans  The Cyborg and the Sorcerers, The Unwilling Warlord; 

  ‘Three Worlds’ trilogy

David Weber -

The Apocalypse Troll

& John Ringo
‘Empire of Man’ series [March to the Stars, etc]


& Eric Flint
‘Assiti Shards’ series [1633, etc]

H.G. Wells

The Island of Doctor Moreau, The War of the Worlds

James White

‘Sector General’ series; The Dream Millennium; The Watch Below;




All Judgment Fled; 

Jack Williamson
‘Legion of Space’ series; ‘Legion of Time’ duology;

Brother to Demons, Brother to Gods

Connie Willis

To Say Nothing of the Dog

Colin Wilson

The Space Vampires

Robert Charles Wilson
Bios

John Wyndham
The Kraken Wakes, The Day of the Triffids, The Chrysalids,




Web, The Outward Urge, The Seeds of Time (collection)

Yvgeny Zamyatin
We

Roger Zelazny

Creatures of Light and Darkness; Lord of Light; Damnation Alley

NOTE: THE ABOVE LIST IS HUGE, AND YET I HAVE LEFT OFF MANY AUTHORS AND/OR BOOKS SUCH AS Christopher Anvil, and many good novels and collections of authors such as A.E. van Vogt, Asimov, Clarke, Heinlein, Hoyle, and a number of female authors such as Joan Vinge, etc, etc.

[Eg, for Heinlein I have left off Starship Troopers, Tunnel in the Sky, Time for the Stars, Double Star, and others which are actually more favourites than those listed !!].

In general, ‘Best of author’s name’ books are good and also those that say ‘The Book of …’.

A series [pentalogy] I haven’t read but that sounds interesting is the Exordium series;

I found out about this on web – check www.kentaurus.com
Another is Michael McCollum’s ‘Antares’ trilogy [I have read some of his stories in the past which were good] – also found about this on web at author’s site.

And here is a small selection of some good fantasy novels:

Orson Scott Card
Hart’s Hope

Glen Cook

The Swordbearer

L. Sprague de Camp
‘Incompleat Enchanter’ series

David Drake

‘Lord of the Isles’ series

Phyllis Eisenstein
Sorcerer’s Son & The Crystal Palace


Randall Garrett & 

Vicki Ann Heydron
‘Gandalara’ cycle


Robert E. Howard
‘Conan’ series

Tanya Huff

‘Blood’ series

Bernard King

Vargr-Moon (Book 2 in ‘Starkadder’ trilogy)

Richard Kirk

‘Raven’ series

Fritz Leiber

‘Lankhmar’ series

C.S. Lewis

The Cosmic Trilogy [3rd novel is a bit laughable]

George Orwell

1984*; Animal Farm

Terry Pratchett
‘Discworld’ series

Fletcher Pratt

The Blue Star

Charles R. Saunders
‘Imaro of Cush’ series


Keith Taylor

‘Bard’ series


Harry Turtledove
‘Videssos’ cycle; The Case of the Toxic Spell Dump



Lawrence Watt-Evans  ‘The Lords of Dus’ series

Jack Williamson
Darker Than You Think

Edwin Zimmer
‘Dark Border’ series


And Miscellaneous:

Scott Adams

The Dilbert Future (comic fiction)

Lewis Carroll

Alice in Wonderland; Through the Looking Glass
Gary Jennings

Aztec  (large novel)

Captain W.E. Johns
‘Professor Braine’ series

C.S. Lewis

The Screwtape Letters



Norman Lindsay
The Magic Pudding
John Milton

Paradise Lost

Ivan Southall

‘Simon Black’ series

Theodore Sturgeon
Some of Your Blood

Jonathan Swift

Gulliver’s Travels

AND SOME NON-FICTION (or non-SF fiction)

Brian W. Aldiss

Trillion Year Spree



Thomas B. Allen

War Games

Kingsley Amis

New Maps of Hell

Isaac Asimov


Asimov’s Encyclopedia of Humor; Asimov Laughs Again;





‘Black Widowers’ series (fiction);

Tony Attwood

Blake’s 7 Programme Guide [also online as The Sevencyclopedia]

Julian Baggini and Peter S. Fosl
The Philosopher's Toolkit
John D. Barrow

Impossibility
John D. Barrow

The Book of Nothing

David Bassom


The A to Z of Babylon 5

Simon Blackburn

Think

Ben Bova


The Craft of Writing Science Fiction That Sells

& Byron Preiss (eds)
First Contact  (essays on ETI/SETI)
 

Marshall Brain and the Staff at HowStuffWorks.com


Marshall Brain's How STUFF Works

Marshall Brain's MORE How STUFF Works

Damien Broderick

The Spike

A.C. Clarke


Glide Path (fiction, based on Clarke’s RAF experience)

Jack Cohen & Ian Stewart
What Does a Martian Look Like?

Paul A. Colinvaux

Why Big Fierce Animals are Rare

Neil F. Comins

What If the Moon Didn't Exist?

Jerry W. Cook (Brig. Gen. USAFR, Retired)

Once a Fighter Pilot

Robert Cowley (editor)
What If?

H. Davenport


The Higher Arithmetic

Frank Drake


Is Anyone Out There?

George Dyson


Project Orion

Phil Farrand


Nitpicker’s Guides [killed by Paramount]

Roger Fulton & John Betancourt


The Sci-Fi Channel Encyclopedia of TV SCIENCE FICTION

Neil Gaiman


Don’t Panic

Martin Gardner

The Annotated Snark (Lewis Carroll’s classic + analysis)

Martin Gardner

The Annotated Alice (Lewis Carroll’s classic + analysis)

Neil Gershenfeld

FAB

John Haigh


Taking Chances

Michael Hanlon

The Science of the Hitchhiker's Guide to the Galaxy

David T. Hardy & Jason Clarke  
Michael Moore is a Big Fat Stupid White Man

Robert Harris


Selling Hitler [is also a mini-series]

Robert A. Heinlein

Expanded Universe (contains stories & articles)

Douglas Hofstadter

Godel, Escher, Bach; Metamagical Themas

Lancelot Hogben

Mathematics for the Million

Chris Howarth &

Steve Lyons

Red Dwarf Programme Guide

Fred Hoyle


Of Men and Galaxies

Damon Knight


In Search of Wonder

Andy Lane


The Babylon File

Terry Lane


God the Interview


Dave Langford

The Silence of the Langford
David Langford

War in 2080

Livy



Hannibal

Jean-Marc Lofficier

Dr Who Programme Guide

Duncan Lunan


Man and the Stars

Edward MacNeal

Mathsemantics

Dana Mackenzie

The Big Splat

Wil McCarthy


Hacking Matter

Chris McGowan

Diatoms to Dinosaurs

Christopher McGowan
The Raptor and The Lamb

Marvin Minsky

The Society of Mind

Hans Moravec


Mind Children

Stephanie Nolen

Promised the Moon

James Oberg


Star-Crossed Orbits

George Ochoa &

Jeffrey Osier

The Writer’s Guide to Creating a Science Fiction Universe

Terry Pratchett, Ian Stewart &

Jack Cohen


The Science of Discworld

David Oliver & Mike Ryan
Warplanes of the Future

Edward Regis, Jr. (Ed)
Extraterrestrials: Science and Alien Intelligence

Rudy Rucker


various

Carl Sagan & I.S. Shklovskii
Intelligent Life in the Universe

Marshall Savage

The Millennium Project

Fred R. Shapiro  (Ed)

Stumpers!
Michael Shermer

Why People Believe Weird Things

Simon Singh


The Code Book

Ian Stewart


Life's Other Secret

Walter Sullivan

We Are Not Alone

Sun Tzu


The Art of War

Sun Tzu/Sun Pin  Translated by Ralph D. Sawyer (with Mei-chun Lee Sawyer)


The Complete Art of War

Warren Weaver

Lady Luck


Francis Wheen

How Mumbo-Jumbo Conquered the World

Diana Wynne Jones

The Tough Guide to Fantasyland
Arthur C. Clarke

The Collected Stories (Arthur C. Clarke) (fiction)

And some good movies:

2001: a space odyssey

2010

A Boy and His Dog

A Clockwork Orange (black comedy)

Aelita

Alien

Aliens

Alphaville

Android

Antitrust

APEX

Back to the Future movies

Barbarella

Batman (1989)

Big Trouble in Little China

Bill & Ted’s Bogus Journey

Bill & Ted’s Excellent Adventure

Bladerunner [Blade Runner]

Blue Thunder

Brazil (black comedy)

Charly

Cherry 2000

Children of the Damned

Cocoon

Colossus

Contact

Cronos

Cube

Dark City

Dark Star

Death Race 2000 (satire)

Demolition Man

Dreamscape

Dr Strangelove (black comedy)

Dune

Electric Dreams

Fail Safe

Fantastic Voyage

Flash Gordon

Flight of Black Angel

Forbidden Planet

Futureworld

Galaxy Quest

Gattaca

Invasion of the Body Snatchers (orig)

It Came from Outer Space

Journey to the Far Side of the Sun

(aka Doppelganger)

Killdozer

King Kong (orig)

Life of Brian
Lifeforce

Little Shop of Horrors (the musical)

Logan’s Run

Mad Max II (The Road Warrior)

Mars Attacks

Men in Black

Metropolis

Minority Report

No Blade of Grass

Planet of the Apes (original movie)

‘Predator’ series

Quatermass movies

Raiders of the Lost Ark

Richard III (with Ian McKellan)

Robinson Crusoe on Mars

Robocop

Rocketman

Rocky Horror Picture Show (musical)

Rollerball  *

Scanners

Shadow on the Land

Slaughterhouse 5

Sneakers

Space Balls

Spacehunter: Adventures in the 



Forbidden Zone

Stalker (Tarkovski)

Stargate

Starman

Star Trek: The Motion Picture (SE)

Star Wars [IV  A New Hope]

Superman

‘Terminator’ series

Testament

The Abyss (esp SE)

The Adventures of Buckaroo Banzai

The Angry Red Planet

The Andromeda Strain

The Bedford Incident

The Blob

The Brother from Another Planet

The Chain Reaction

The Curse of Fatal Death (Dr Who)

The Damned [GB 1963]

The Day the Earth Stood Still

The Dead Zone

The Final Countdown

The First Men in the Moon

The Hidden

The Ipcress Files

The Last Starfighter

The Lost World (Professor Challenger)

The Manchurian Candidate  *

The Matrix

The Questor Tapes

The Quiet Earth

The Rise and Rise of Michael Rimmer

The Running Man

The Stranger Within

The Time Guardian

The Ultimate Warrior

The War Game

The War of the Worlds  *

The Wild, Wild West

This Island Earth

Threads

Time after Time

Twilight’s Last Gleaming

Village of the Damned

Welcome to Blood City

Westworld

When Worlds Collide

Whoops Apocalypse

Wild in the Streets

X-Men

Zardoz

Zero Zero (Australian SF musical)

*
original movie; haven’t seen the 

remake

late entry – 

SOME GOOD NON-SF MOVIES

A Few Good Men

Andersonville

A Perfect World

Braveheart

Centennial (miniseries)

Das Boot (The Boat)

Forever England (Brown on Resolution)

Fraulein Doktor

Gettysburg

Gods and Generals

Kagemusha

Kind Hearts and Coronets

One Flew Over the Cuckoos Nest

Potemkin

Spartacus

The Hunley

The Last Roman

The Last Valley

The Man Who Would Be King

The Night of the Generals

The Servant

The Silence of the Lambs

The Untouchables

The Verdict

Tootsie


And some fantasy (or Horror) movies:

Adventures of Baron Munchausen

An American Werewolf in London

Army of Darkness (Evil Dead III)

Bedazzled (original)

Being John Malkovich

Blade

Bliss (1985) (black comedy)

Christine

City of Lost Children

Clash of the Titans

Cloak and Dagger

Conan the Barbarian

Death Takes a Holiday (esp F March)

Dragonheart

Dragonslayer

Duel

Excalibur

Groundhog Day

Hearts and Armor [E Paladini]

Highlander

Interview with a Vampire

Jason and the Argonauts

Ladyhawke

‘Lord of the Rings’ trilogy

Pleasantville

Rosemary’s Baby

The Assassination Bureau

The Bad Seed

The Beastmaster

The Believers

The Boys from Brazil

The Cars That Ate Paris

The Flight of Dragons

The Flying Dutchman

The Keep

The Mouse That Roared

The Naked Lunch

The Omen

The Princess Bride

The Second Coming [TV movie]

The Seven Samurai

The Seventh Seal

The Wicker Man

Time Bandits

Top Secret

Warlock

Who Framed Roger Rabbit


NOTE – I HAVEN’T SEEN THESE MOVIES SO UNRATED

A.I.


Alien vs Predator

Bicentennial Man (tape is at local 

public library)

Carnosaur

Coneheads

Dungeons and Dragons

Elektra

Fantastic Four

HHGG

Manchurian Candidate remake

On the Beach (I have remake on video from TV but haven’t watched it yet)

Privilege (but I have on tape)

Serenity

Skypilot and the World of Tomorrow

Spiderman 2 (be watching tape soon)

Star Wars ep III

Thunderbirds movie

Tremors

Underworld & Underworld: Evolution

War of the Worlds (3 new versions)

SPECIAL NOTES ON CERTAIN MOVIES

Blair Witch Project – I saw this on video; I never saw any of the hype prior to this – but I knew as soon as I started watching it that it was fake – and in that light it is simply bad.

The Birds – this Hitchcock movie is loved by the critics – they usually give it 4 stars – but it’s melodramatic crap.

Compare and contrast with the vastly superior, taut tale by Daphne du 

Maurier on which it is based – this has a very memorable mind image of birds causing planes to crash.

Another bad, overrated Hitchcock movie is The Secret Agent ***.

The Big Red One – this is not an SF or fantasy movie so why is it here – two reasons – it is another bad movie that the critics love.  It is a kind of fantasy as unrealistic [the British also could make bad war movies – like Ships with Wings]. ***

*** these are unintentionally humourous.

And some bad (but fun) movies:

Atomic Submarine

Battle Beyond the Stars

Battlefield Earth

Biggles

Buffy the Vampire Slayer

Captain Invincible (musical)

Damnation Alley

Deep Rising

Defcon 4

Destination Moon

Devil Girl from Mars

Event Horizon

Fiend without a Face

Galaxina

Hawk the Slayer

Highlander II

Hulk

Ice Pirates

Independence Day

Inseminoid

Jurassic Park

Krull

Leviathan

Megaforce

Metalstorm: TAoJS

Meteor

Plan 9 from Outer Space

Red Dawn

Reign of Fire


The Aliens are Coming

The Big Red One (alleged classic ‘war’ movie)

The Birds (“critic’s” ‘ good’  movie)

The Day of the Triffids

The Giant Claw

The Love War

The One

The Phantom

The Soldier (not to be confused with Soldier)
Starship Troopers

The Sword and the Sorcerer

Total Recall

Universal Soldier

and stacks of cheap Italian SF & fantasy movies such as:

Yor, Hunter from the Future

The Humanoid

And some that are simply bad

The Blair Witch Project (“critic’s” ‘good’  movie)

The Black Hole

Lost in Space

Visit to a Small Planet

Waterworld

And some good non-fiction movies:

Apollo 13

Atomic Café

The Night That Panicked America

The Right Stuff

The War Game

and good TV series and serials:
Australian

Andra

The Lost World

The Stranger

Wicked Science

UK

1990

A for Andromeda

Andromeda Breakthrough, The

An Englishman’s Castle

Blackadder

Blake’s 7

Children of the Stones (miniseries)

Cold Lazarus (miniseries)

Dr Who

First Born (miniseries)

HHGG mini-series

Into the Labyrinth

Invasion Earth

Mr Bean

Out of the Unknown

Out of This World

Quatermass

Red Dwarf 

Sapphire and Steel

Space 1999 [“curate’s egg”]

Space Station One

Star Cops

The Avengers

The Champions

The Day of the Triffids (mini-series)

The Guardians

The New Avengers

The Prisoner

The Tomorrow People [both series]

The Tripods

UFO

Ultraviolet

Other origins

Nikita


US or Canadian
Adventures of Brisco County, The

Alien Nation

Babylon 5

Batman

Battlestar Galactica (both versions)

Buck Rogers (original series)

Buck Rogers in the 25th Century

Crusade

Dark Angel

Dark Skies

Dune miniseries

Eerie, Indiana

Fantastic Journey, The

Farscape (except for the ‘muppet’)

Firefly

First Wave

Flash, The

Flash Gordon (original series)

Greatest American Hero, The

Hard Time on Planet Earth

Harsh Realm

Invaders, The

Jeremiah

Lexx

Lois and Clark

Max Headroom

Mutant X

Prey

Quantum Leap

Quark

Robocop

Seven Days

Smallville

Space: Above and Beyond

Space Rangers

Stargate Atlantis

Stargate SG1

Starman

Star Trek (original series only)

Superboy

The Dead Zone

The Flash

The Gemini Man

The Greatest American Hero

The Invaders

The Lone Gunmen

The Outer Limits (both series)

The Twilight Zone (original series)

The Wild, Wild West

Time Trax

V: miniseries

V: TV series

Weird Science (better than movie)

Wild Palms (miniseries)

X-Files, The

+ Irwin Allen productions:

The Time Tunnel

Voyage to the Bottom of the Sea
Good Fantasy,Horror and

Miscellaneous series
Angel

Batman

Beauty and the Beast

Brimstone

Buffy the Vampire Slayer

Forever Knight

Friday the 13th: The Series

Get Smart

Hercules:The Legendary Journeys

Kolchak: The Night Stalker

Nowhere Man

Poltergeist: the Legacy

Selling Hitler (miniseries)

Sheena

Sledgehammer

Stark (miniseries)
The Agency

The Cape

The Goodies

The Man from UNCLE

The Others

Topper
Tru Calling

Twin Peaks

Witchblade

When Things Were Rotten

Wizards and Warriors

Xena: Warrior Princess


Animated

Animal Farm (movie)

Conan (series)

Justice League (series)

Robotech (series) (though a bit slow)

Star Blazers (series)

Teenage Mutant Ninja Turtles (series)

Wizards (movie)

Some Borderline SF

Alias

Goodnight Sweetheart

Lost

Probe

The Beast

Some so-so series

Airwolf

Beastmaster

Birds of Prey

Captain Scarlet and the Mysterons

Chocky

Conan the Adventurer

Earth 2

Eight Man [animated]

Escape from Jupiter

Fireball XL5

Freedom

G vs E

Gemini Man

Jake 2.0

Kung Fu: The Legend Continues

Land of the Giants

Logan’s Run

Lost in Space

Manimal

M.A.N.T.I.S.

Millennium

My Favorite Martian

Planet of the Apes

Quantum Leap

Roar

Robocop

SeaQuest DSV

SeaQuest 2032

Sliders

Something is Out There

Space Precinct

Tales of the Unexpected

TekWar

The Adventures of Superman

The Bionic Woman

The Girl from Tomorrow

The Greatest American Hero

The Incredible Hulk

The Invisible Man

The Kindred

The Six Million Dollar Man

The Net

The Pretender

The Secret World of Alex Mack

3rd Rock from the Sun

Threat Matrix

Thunderbirds [UK]
Timecop

Time Riders [UK]

Time Trax

Tremors

Veritas: The Quest

VR5

War of the Worlds

Werewolf

Wonder Woman

And some series that simply bad

Amazing Stories, Steven Spielberg’s

Automan

Galactica 1980

Mystery Science Theatre 3000

Terrahawks

The Burning Zone

The Man from Atlantis

The Powers of Matthew Star

The Starlost

^^
Have seen some Earth:Final Conflict recently – save on budget by setting it on contemporary Earth.  It is similar to some other stuff seen in past.  Can not say from those episodes I have seen how good it is – would say middling.

Have recently seen Five Days to Midnight, Surface and Threshold.

Will soon see Triangle and Invasion.


And ones I haven’t seen, so don’t know

Andromeda

Children of Dune miniseries

Earth: Final Conflict  ^^

Out of This World (US)

Star Maidens

Tracker (sounds like SF version

of Brimstone)

And ones I’ve only seen a little of so not sure

American Gothic

Beyond Westworld

Bugs

Catweazle

Early Edition

First Edition

Highlander: The Series

Kindred: The Embraced

Millennium

Odyssey 5

Robocop

The Chronicles of …

The Ray Bradbury Theatre

And ones I haven’t seen but that have a good reputation

[mainly British]

A for Andromeda

Andromeda Breakthrough

Counterstrike

Knights of God

Legend

Mission Genesis

Neverwhere

Night Gallery

Phoenix Five

Salvage-1

Star Fleet

Survivors

Undermind

NOTE: THE TV SERIES AND MOVIES LISTED ABOVE ARE MAINLY FROM MEMORY [plus The Sci-Fi Channel Encyclopedia of TV SCIENCE FICTION] AS HAVE NOT YET HAD TIME TO LOOK THROUGH SOURCE BOOKS OR WEBSITES FOR TITLES THAT I HAVE MISSED

UPDATE PAGE

These items there was no room above

Some new series have come out, here are my brief assessments:

Medium – allegedly based on real life of Alison DuBois – so not interested

Supernatural – haven’t seen  – is currently on in Australia but haven’t watched

Surface – OK, could be better

The Ghost Whisperer – I won’t even watch this – it’s a ripoff of techniques & ideas from some previous series & is unsavory – belongs in same category as Battlestar Galactica 1980

Threshold – OK, very flawed

Carnivale – currently showing second season – haven’t watched – seems partly reminiscent of Twin Peaks from what I have heard.

SPECIAL NOTE ON SF ON TV IN AUSTRALIA

Traditionally, this hasn’t been treated particularly well in Australia, but it was fairly OK until recent years.

Whenever a special of some kind is put on, invariably an SF show gets bumped to enable showing this.

Channel 9 has always been a bad offender – when it had rights to shows such as Star Trek, Babylon 5, etc it would delay showing them for a couple of years and then put them on in late time slots.  Channel 9 also did same with a number of non-SF shows that I don’t watch such as soaps – DoOL, YatR, and detective or other shows also. [It had Smallville and The West Wing that it also treated badly – Smallville now on channel 10, and TWW soon on ABC].

The badness has escalated since cable (satellite) TV has arrived in Australia.

It used to be that new movies would appear at the cinema, then be released on video, then appear on TV a year later.

Now have DVD release in place of or in addition to video release.

In past two years new movies have been slow coming on TV – some have, but many have not.

Channel 9 had rights to Smallville and Enterprise – but stopped showing Smallville for about 2 years – now Channel 10 has the rights and is showng it.

Channel 9 has stopped showing Enterprise – only showed first 2 seasons – I didn’t see much of second season as it put on at midnight at same time as channel 7 was showing Jeremiah.

Early in 2005 channel 7 was showing in its midnight slot on four nights Firefly, Jeremiah, Veritas, and  Mutant X.

It had Lost first season, Alias, SG1 and SGA.

Channel 7 used to do a good job with its SF shows – eg Angel & Buffy were both shown at about same date when shown on US TV.

Now however, it has got as bad as channel 9 – last season of SG1 & SGA & Lost not yet shown [2nd season of Lost has started showing in February 2006].

Channel 10 has not shown season 2 of nBSG.

So, very bad situation in Australia (near end of 2005 there was no SF on except channel 2’s Dr Who replays).

As well as the long delay in showing many shows, some shows aren’t shown at all on free to air TV (Andromeda, Earth:Final Conflict, etc).

In 21st century  [note that may have allocated some shows to wrong station):

	10
	9
	7
	2

	
	
	
	

	BSG (new)
	Birds of Prey
	Alias
	Dr Who (new)

	Hercules
	Brimstone
	Angel
	Goodnight Sweetheart

	Invasion Earth
	Enterprise
	Buffy
	The Avengers

	Jake 2.0
	Farscape
	Dark Angel
	Ultraviolet

	Nowhere Man
	First Wave
	Firefly
	Dr Who (old)

	Roar
	Forever Knight
	Harsh Realm
	

	Sheena
	Freedom
	Jeremiah
	

	Sliders
	Friday 13th series
	Lost
	

	The Lost World
	GvsE
	Millennium
	

	Tremors
	Nikita
	Mutant X
	

	Wicked Science
	Poltergeist series
	SGA
	

	Xena
	Prey
	SG1
	

	Charmed
	Relic Hunter
	3rd Rock from the Sun
	

	Medium
	Seven Days
	The Lone Gunmen
	

	Smallville
	Smallville
	Tru Calling
	

	Surface
	Space Station One
	Veritas: The Quest
	

	Threshold
	The Agency
	VR5
	

	The 4400
	The Beast
	X-Files
	

	
	The Cape
	Beastmaster
	

	
	The Dead Zone
	The Ghost Whisperer
	

	
	The Net
	
	

	
	The Others
	
	

	
	The Outer Limits
	
	

	
	Threat Matrix
	
	

	
	Tomorrow People (new)
	
	

	
	Twilight Zone (new)
	
	

	
	Voyager
	
	

	
	Witchblade
	
	

	
	Justice League
	
	


Lexx (first 8 episodes only – to do with GigaShadow) was also shown.

Also Early Edition, Chronicles of …, & a couple of others shown.

[one with woman who’s husband killed & converted to a superman, Wonder Years time travel type one)

Five Days to Midnight also shown but was only a 5 episode mini-series.

Many of above series were axed by US networks or producers.

In Bold  - currently on TV

In Red – the “biggies”

Channel 9 currently has NO SF shows [it has started showing Justice League again recently, but its time on is unreliable; supposedly will be showing Triangle and Invasion soon].

Channel 7 also has a couple of repeat shows in late time slots – Buffy, Once and Again, Veritas; and Channel 10 may have new Jake 2.0 episodes [& Numbers though not really SF].

In Violet – were on until just recently.
WEBSITES

The following three are dedicated to alternate universes:

www.crossoveruniverse.com
www.Uchronia.net
www.changingthetimes.co.uk
Archive of Fictional Things – accessible via several sites eg encyclopedia.laborlawtalk.com

bspace.freeshell.org – the b stands for Borg

dmoz.org/about.html

These four are gamer sites:

www.bgdf.com
www.boardgamegeek.com
www.fantasyflightgames.com
Billabong Gamers – web address - easiest way to access is to do a name search.

These two are for combat afficionados:

www.battleship.org
www.spacebattles.com
Miscellaneous SF – Science – Philosophy sites

www.exitmundi.nl
www.mactonnies.com
www.daviddarling.info
Australian Game Distributor site 

www.milsims.com.au
www.projectrho.com  - very “cool” site – sf weaponry, equipment, etc & the science of these, eg nukes in space, bomb-pumped laser, hand lasers, etc. & designing own spaceship [actual site “name” is ‘Atomic Rockets’].

The Tough Guide to the Known Galaxy at ourworld.compuserve.com …

[is accessible via projectrho].

David Coutts site – has many interesting links, especially if have interest in the debate over right population size for Earth – DC is creator of boardgame ‘6 Billion’- an interesting alternate type of space game – web address – easiest way to access is to do a name search for David Coutts. [I found out about VHEMT (pronounced Vehement) movement via this site – they are an ‘anti-human’ group ie they believe humans should be exterminated!! (They should start with themselves) – Voluntary Human Extinction Movement].

www.chronicles-network.com/  Aspiring Writer discussions forum.

Must also at some stage – in a future edition of Galactic Revelations do a list of recommended video documentaries.

Well, I see I have recommended movies, TV series, books, websites, yet in this book about a game I haven’t done a recommendation list for games.

I will do a brief one with various categories:

BOARD GAMES

6 Billion

Age of Renaissance

Amoeba Wars

Arkham Horror [FFG has new edition]

Britannia [FFG has new edition]

Chariot Lords

Circus Maximus

Decline and Fall of the Roman Empire

El Grande

Elven Roads

Elven Wizards

Empire Builder

GALACTIC DOMINATION

History of the World

Imperium 3rd Millennium

Kingmaker

Mahjong

Medici

Organized Crime

Pampolina

Princess Ryan’s Star Marines

Ra

Rail Baron

Seafarers of Catan

Serenissima

Settlers of Catan

Starfleet Battles [SFB]

Starfarers of Catan

[Die Sternenfahrer Von Catan]  

Third Reich

Throneworld

Tigris and Euphrates

[Euphrat and Tigris]

Titan

Twilight Imperium

Vanished Planet

Zargo’s Lords

ROLEPLAYING GAMES [RPGs]

Champions

Corum

Cyberpunk

Earthdawn

Elric

Pendragon

Spacemaster  **

Torg

**  [I don’t like the level system in this; same reason I don’t like DnD, but it is otherwise good fun, as is DnD].

CARD GAMES

with standard card deck

Bridge

Euchre

Five Hundred

Hearts

Joe

CARD GAMES

with special deck
Express

Fluxx

Magic the Gathering [MTG]

Mamma Mia!

Mu und Mehr

Olé [can also be played with standard pack]

The Settlers of Catan Card Game


Titan


COMPUTER GAMES


History of the World


Silent Service II, III


MISCELLANEOUS GAMES


Ace of Aces


Cosmic Wimpout


Formula Motor Racing

Slag!


Starmada Compendium


Full Thrust


Undead (semi-RPG)

There are a number of games I have heard of but never seen nor played that currently have a good reputation:


Carcassone


Caylus


Cosmic Encounter
##


Die Macher


Go  


##


Memoir ‘44


Power Grid


Puerto Rico


##  these are not new games

There are also some good games that I have played that I do not know the name of – I will at some stage find out their names, and mention them in a future Galactic Revelations.

There are also some good books about games:

Playboy Winner’s Guide to Board Games


Jon Freeman

The Games and Puzzles Book of Modern Board Games
David Pritchard

The Education of a Poker Player



Herbert O. Yardley  **

** this is actually mainly an autobiography of its author, but is quite interesting.

The above books are all several decades old – there probably are some more recent, good game books but I do not know what they are.

In the past there have been some good game related magazines:

Adventure Gaming – shortlived RPG magazine.

Ares – general gaming magazine

Breakout – an Australian general gaming magazine.

Different Worlds – this was a Chaosium games RPG magazine.

Fantasy Gamer – a sister periodical to Spacegamer.

JTAS [Journal of the Traveller’s Aid Society] – Traveller RPG magazine [digest size].

Sorcerer’s Apprentice – another fairly short lived good RPG magazine.

Spacegamer – a good general gaming magazine.

Stardate – mainly concerned with FASA style ST RPG.

The Dragon – this is still going – it is dedicated to Dungeons and Dragons.

The Duelist – this was an MTG magazine; however with the arrival of Pokemon

it went into decline, and then died ingloriously.

The Gamer – British general gaming magazine.

The General – has a number of strategy articles on games.

White Dwarf – this was a very good general RPG magazine – it still exists but it is now a

GW house magazine dedicated to Warhammer.

Alarums and Excursions – RPG APAzine

One good magazine still going – Captain’s Log – the SFB/F&E periodical.

Some good magazines can be found online now [often free].

Many strategy articles, reviews, game rules, etc can be found online.

Some non-gaming magazines of interest:

Dreamwatch – British SF/fantasy/horror media magazine

Analog; F&SF; IASFM – 3 SF digest sized magazines

New Scientist – general science magazine.

Fortean Times – the magazine of the weird.

KoDT – Knights of the Dinner Table – humorous look at RPGers [basis of Hackmaster RPG].

CREATING MIs AND OFs
The ‘men’ must be recruited from a populated world [ie. from any Empire World except a pure Resource World that has insignificant population, only miners].  They can be alien Empire Citizens.

Resources
Materials of a certain Stellar value are needed for creating MI Units.

‘Men’ must be recruited, who have a worth in Stellar Equivalents, plus also need Stellars to equip, pay, etc.

Population Levels
If say only 1 in 1,000 people can become MIs, and only 1 in 1,000 of those want to be MIs, then an MI is literally a 1 in 1,000,000. [these figures would vary widely depending on type of culture involved].

I have selected above figure as a minimum for the number of personnel available to be MIs, but even with this figure certain problems become evident, getting even worse if you plug in a figure like 1 in 100,000 or 1 in 10,000 instead.

Consider Earth with a population of 6,000,000,000.  Even with the 1 in 1,000,000 figure that yields 6,000 MI personnel, and with each MI Unit consisting of 500 personnel that becomes 12 MI Units available from Earth alone as a minimum.  If use 1 in 100,000 figure, which is actually more realistic, that yields 120 MI Units can be created.

A militant-oriented culture, not even anywhere near as single-minded as ancient Sparta, unless its population or reproduction rate are significantly lower than Human would potentially yield even more MI Units.

We need to have a limitation on how many MI Units it is possible for an Empire to have and do not want arbitrary restrictions based on “that’s what the game needs, and that’s how many counters are available” approach, so must explore options for a suitable rationale.

Possibilities include economic, technological or biological restrictions, or that an MI Unit actually much more than 500 personnel.

It seems that the limitation is not population numbers nor the manufacture of the suits nor training time.

It seemingly can only be transport – which is of course why MIs are preferable to normal troops – one can send much more equivalent firepower in form of MIs than in regular troops.  BUT – if can produce MIs on a planet, then it is only transporting them to other planets that is a difficulty, ie. new worlds.  But any established world could create stacks of MI Units, so in theory could not be invaded, as any potential invader can only transport a fraction of what defender can muster.

Therefore, need creation of MIs to be rarer, ie. restricted by some other factor.  This can’t be training, as that can only cause an initial delay.  It needs to be the suit [the alternative is to make MI Units consist of much more ‘men’ to form, but that compounds the problem of transport as would then need much greater transport capacity].

So, we introduce the concept that the manufacture of MI suits is a more difficult task – we could make economics, expense the bottleneck but this doesn’t seem plausible, therefore need to make technology the problem – but mass production seems no problem, so the necessity for some very rare element is needed – this might not seem satisfactory in terms of plausibility either but is about best that can be managed [unless introduce concepts like it is extremely difficult to adapt people to the suits, and quick psychological burnout; however, not all races could have such difficulties].

This still leaves the problem of regular soldiers and fighting machines being available in huge numbers [1,000,000s] to planetary defense forces.  The answer to this is to make MI Units vastly superior to equivalent # of regular soldiers, say 100 to 1.  [or, at least, militarily effective].  They have a shock effect; do not have to defeat opposed armies, just strike vital locations.

NOTE ON COST OF MIs

As most of the cost of an MI Unit is not in actual creation of unit, one might think that it should be possible to create them as rapid attrition units, and when they die you get most of the cost [that allocated for pay] as a ‘refund’.  This does not occur for several reasons:-

Any such excess money is returned to general revenue.

MIs usually do not die, as in totally wiped out, therefore are still payable, plus repairs and returning them to full strength units costs money.

Terran Elite MI Units – the War Beasts

Are 6-6

Most terrifying of the Terran MIs.

Have shapechanging abilities, the integration is beyond normal – their body and their suit are one.  The suit is not hardware like normal MI suits (even standard human MIs wear separate suits).  With these, skin of the soldiers is the suit.

Can transform from hexa-bipeds (such as normal human MIs) to hexapods capable of great speed – running and leaping.  Can also assume other forms suitable to environment – marine form, vacuum form.

They were first encountered by alien MIs on a world, was a great shock to the aliens.  Horrifying.

Appear after Turn 3, limited #s.

General note – all Terran MIs and ship crews are highly resistant to all forms of biological attack – viruses, bacteria, prions, parasites, poisons, nerve gases, chemical weapons, gene tampering, etc.

In the GD universe – Are there monsters?  YES; they’re called humans!

I HAVE ENCOUNTERED A STRANGE ANOMALY – I HAD SOMEWHERE ABOUT HUMAN MI UNITS [STANDARD] BEING 5-5s, CALLED OGRES AND THAT 6-6 UNITS WOULD BE CALLED WEREWOLVES BUT WORD SEARCH FINDS NO MATCH OTHER THAN IN THIS SENTENCE.  BIZARRE!!!!

Must look through all of written sources.

Solution : this data is in Book IV that has not yet been transcribed.

5/5 Human MIs – ‘Trolls’

6/6 Human MIs – ‘Werewolves’

Int Sec Human ship guards – ‘Ogres’.

‘Ogres’ can create explosives biochemically in own body and use shaped-charge effect with it.

NEW NOTE OF 18 NOVEMBER 2005 ON MIs

One can remove artificial restraint on quantities of MI soldiers if dealing with an “unlimited’ universe – such as if have crossover with universe of gigantic armies.

In this case would have the standard GD MI unit be classified as a Battalion.

Then have MI regiment of 4 MI battalions, and  MI Divisions of 4 MI Regiments, and  MI Corps of 4 MI Divisions, and MI Armies of 4 MI Corps.

256 MI units (Battalions) = 64 MI Regiments = 16 MI Divisions =  4 MI Corps = 1 MI Army = 500 x 256 = 128,000 MIs [& remember, each of these individual MIs is vastly superior to most SF soldiers].

To transport such huge infantry forces, one needs very big transport ships or battleships that can carry a complete MI army.

TIMESCALE

Another problem is timescale – if turns are 21 days [or even 6 months] colonisation and population growth is not a true option.  The alternative seems to be to make space travel take years, or invoke temporal peculiarities.

THE TIME SCALE PROBLEM

If we wish travel times to be small, and overall game time span only several years this creates some limitations – can not when colonise planets have new generations of population arise [unless one posits rapid maturation by advanced means].

The alternative, where one has 10s or even 100s of years to allow growth and development of colonies, means that space travel must take many years or that space travel is so expensive that can only build a small # of ships.  This latter creates its own problems – it makes space combat too big a risk and therefore something to be avoided, and it doesn’t solve the time problem anyway unless each ship has a very limited lifespan, because if ships are very fast, then even just one ship could visit dozens of worlds in the space of just a few years [even if it had to continually return to home planet for new settlers, spares, fuel, etc].

Therefore, we must use a timescale where a whole game represents at most a few years, and therefore cannot have well-established planets UNLESS instead of colonisation, we instead have a universe where sentient occupied planets are extremely common and they all have fairly technologically advanced cultures [if they were primitive, then they wouldn’t be any more useful than if planet was uninhabited, when dealing with such a short time span].

Another alternative, is to have a universe where the various empires have existed for 100s of years and all have a # of established planets.

There is another exotic “possibility” – that timescale is many years and space travel is quick but that travel can only be done on rare occasions, 1 week each year, due to strange condition being required for space travel.

A couple of more solutions
[I]  The Empires are all hundreds of years old and colonised hundreds of years ago, but there was a great collapse and all withdrew to inner worlds of their respective empires – there is no historical precedent [though Roman Empire and China offer some parallels to this situation in dilute form], and it is illogical despite it being a common theme in SF novels [some of which are very good novels].

[II]  The Turns do not represent the same time as each other.

In this the Empires start with very slow interstellar travel that takes years, and then gradually develop faster and faster methods [and relatively cheaper and easier to build ships].

Example:

Turn 1 – 30 years

Turn 2 – 20 years 

Turn 3 – 10 years

Turn 4 – 5 years

Turn 5 – 2 years

Turn 6 – 1 year

Turn 7 – ½ year

Turn 8+ – 1 month

Such a timescale allows the creation of colony worlds that can develop, in first 3 turns, so special IDiing hexes used to represent colonies discovered in Turn 1, similarly for Turns 2 and 3.  BUT this implies the early ships were not simply explorer ships, but actually Colonizer Ships.

Also one might think that if slower ships go out and later faster ships are sent out, that these can pass them as they travel [as in Robert Heinlein’s excellent ‘Time for the Stars’].  But no for two reasons – the newer ships are not built until previous ships achieve their missions, and two, the older ships are refitted with the new quicker drives [or the drives are modified to be faster].

There is a solution that deals with all the points in the two previous paragraphs.  The ships built in the earlier turns are different to later turns’ ships, and are single-use, ie. once find a colonizable planet, end their journey there, are cannibalized to set up the colony.  [Note: Could have Special Event Card – colony wiped out]

Also such colonies would be unable to provide the Empire resources due to the timescale, with slow travel of itself being a handicap and no ships an extra difficulty.

This brings up another issue; that the resources produced by a planet must be used at the planet, ie. processed, used to build Units, etc.

Separate idea: Gain 1 VP if gain control of an enemy controlled planet, but not if they were an ally in previous 1 or 2 turns.

This leads to the following idea for a timescale
The First Era – 
a period of 100 or so years, during which slow exploration of many star systems and 

colonization of some promising systems.  Exploration and colonization techniques are learned, developed and refined in this period.  This happens prior to start of game, and represents stage reached when start game.

Second Era – 
Colonization – Covering the first 3 turns, representing about 60 – 100 years, a period of slow 



specialist colonization/explorer ships.

Third Era – 
Imperialism – Faster ships developed; specialist combat ships, interaction/conflict/combat with 



other empires.

Fourth Era – 
Faster ships and StarGates allow rapid travel.  Sophisticated relationships between empires grow –  Alliances.

Fifth Era - 

Note of 19th February 2006 – the Second era as described above seems too much like the first era, so probably should have this revision:

Second Era – faster combined explorer/colonization/combat ships sent out to find new resources, represents 



about 6 - 10 years.  Each turn 2 – 3 years.  First 3 turns of game.

Third Era – confirmation of presence of hostile aliens leads to expansion of military development, and conflict 

with other new empires.  each turn represents a month.  Turns 4 – 6 of game.

Fourth Era – new technologies and greater level of galactic geopolitics, leads to creation of Stargate links, more 

commercial travel, alliances with other empires.  Each turn represents 1 week.  Turns 7 – 10.

NEUTRAL WORLDS – Details
There are several sub-categories for Neutral Worlds:

Non-Contact – no trade

Trade World – no Star Travel, but visited by Star Traders

Merchant World – have Star Travel

NEUTRAL NETWORK
Neutral merchants transport much of the resources of each Empire.  Attack one of their worlds and can be embargoed.  A Trade World can be left alone or forced/persuaded to pay tribute or be conquered or assimilated.  If wish to assimilate ie. make a member world of your empire – must pay resources to develop it.

Further ideas of 14/8/01 on this topic

Can attempt to persuade a Trade World to become part of your empire.  One pays a certain amount, and then rolls for reaction of that world to see if it agrees or not.  Several possible results range from acceptance to disaster.  Minor disaster is that it refuses and any further attempt will require a more difficult die roll.  A major disaster is that it could decide to become a part of an enemy empire without any effort from them.

Just as there are costs and risks associated with this endeavour, there must also be commensurate benefits if you succeed, and varying levels of success.  Also can have a Tactics Card that increases your chance of succeeding – representing a Diplomatic Coup.

Special Neutral Region
There is a neutral region which consists of several independent but related star nations.  Each has a small but powerful space navy and MI force.  Using influence [or threats/bribery?] it is possible to hire one of these forces as a mercenary force [however, they will not be treated as expendables – need to create rules for their contracts].

Consolidation of Occupied Territories Doctrine [Incorporation of Provinces]
There are at least 2 methodologies here: 

(1) Continuous and heavy occupation that leads to a status of Calm teritory.

(2) Short-term &/or light occupation that leads to a status of potential rebellious territory.

Clarification
What is being attempted here is the creation of expanded realms of an empire that have the status of home territory.  Therefore, military presnce is not enough alone – economic expenditure and diplomatic effort must also be invested in such territories.

Hostage and Tribute Worlds

Sometimes an empire might control a territory of space containing another non-allied empire’s planet and choose not to conquer that planet.  There can be several reasons for this – a wish to establish the amiable conditions for an alliance is one.  Another reason can so as to save resources.  The empire can demand tribute from that world.  Who makes the decision to accept this? – it depends on the status of that world.  If agreement is made at the local level, it must be then sanctioned by the empire to which that planet belongs.  If it is not sanctioned, the tribute will still be paid until the empire can take action against this ‘rebellious’ world.  This also can enable a condition of the world being able to declare independence [depending on who controls its defence -  forces loyal to the planet or to the empire].

TOTAL WAR
SPECIAL ADVANCED RULE

When an Empire is on a full war footing; it will not have enough MIs [especially in version of game where ground warfare is primary form of combat] and so will start using regular soldiers with their armored support.

This represents their Strategic Reserve.  Rules and Units for this required.

Regular Units are of following types:

Infantry = 1,000 soldiers.

Mechanized Infantry = 500 soldiers + APCs

Armored Infantry = 300 soldiers + tanks

Air Cavalry = 300 soldiers + Air vehicles

Racial Construction Policies & under what conditions they can be broken
Each Empire has an orthodoxy that determines what, where, when, it can construct new units or MIs.

Could even be an orthodoxy on how they fight:- 

( allocation & movement of forces

( what size force must have in a battle, ie. rules of engagement

( conditions of retreat

( objectives

( victory conditions that are different for each race.  Could have two races each winning by own lights.


[or losing, as in the classic SF short story ‘Zero Sum’].

Blank Cards, Example of use
Have ‘Leviathan’ card, buy a ‘Squadron of Fighters’ card – are they allocated to ‘Leviathan’ or some other CV or a base?

To keep opponents guessing, can use blank cards.

Each player is given 6 blank cards at start of game, useable for bluffing/concealment of information, reuseable once revealed, and only this quantity [cannot use massive #s of blank cards as this can reduce strategy and also opponents have some ‘intelligence’, so know some things about your resource uses, troop movements, etc].

Rules Voting System [with Introductory Level Default Rules Provided]

Unlike most games – this game has a Pre-Play Turn in which players vote for which rules they intend using in game.  Each item has which rules are compatible or non-compatible with it – put into packages of rules that must go together [mutual prerequisition].  Also suggestions on what level of play experience with other games is recommended to choose particular level of rule [Each rule is given a complexity level; - this is split: - level of complexity of understanding/level of complexity of fiddly detail to comply].

Victory Conditions – Possibilities

Control of certain # of planets as victory condition.  With certain planets worth more – for agro empires.

For non-agro empires, influence would be the measure – worlds one has good diplomatic relations with.

What if get a VP whenever you gained control of a world, even if only for a short period?

Would then have to provide VP bonuses for controlling worlds long term, eg. each 3 turns of control, OR, consisting of control with end of each turn points for # of planets controlled, OR points not for controlling individual planets but regions, ie. a cluster of adjacent planets [like controlling a continent in ‘Risk’ or domination in ‘Chariot Lords’].

GD ECONOMIC SYSTEM BASICS – THE STELLAR

Stellars are kind of Galactic Monetary Units.  They do not simply represent money; but also Resources Management.

The basis of the GD Universe economic system is the Stellar.  This is abbreviation for Interstellar Exchange Unit.

This has highly complex aspects that the players do not have to concern themselves about as the high level bureaucrats of their empire deal with this.  But put simply, the Stellar is not simply money but also a measure of the efficiency of a society, as it also concerns how that society is managed.

What if have an economic system that doesn’t pay its soldiers?  There are still costs involved in maintaining them.

VERSIONS OF GD

“Standard” and “Deluxe” Versions of GD

Standard version has traditional ‘push-out’ counter sheets, card sheets, and cardboard box.

Deluxe version has a bigger, fancier, and constructed of tough plastic, box.

It contains “pre-cut” components, including beautiful miniatures.

Box contains separate trays with components beautifully displayed.

All cards, etc. fully laminated.

In DV everything is ready to play.

Super-Deluxe version has a polished wooden box.

Like DV everything is ready to use.

APPENDIX T

SIMPLE PROVISIONAL TACTICAL LEVEL COMBAT BATTLE SYSTEM

HISTORICAL TIMELINE [earth history]
VERY EARLY 21ST CENTURY

TIMELINE A

UN moves its HQ to New Zealand.

PRC and Taiwan come to an agreement – one nation of China with an independent province.

Israel rejoins international fold after a new government removes all illegal settlements and agrees to abide by UN Resolutions. UN establishes Palestine state.

USA mounts an invasion of a South American nation that it considers to have chosen a ‘wrong’ leader.  UN declares USA to be a rogue state.

USA army of 100,000 personnel surrenders to the brilliant General Martinez.  They are considered to be enemy combatants and scheduled for execution, ‘annulled’ to life imprisonment – USA will have to pay bill for their upkeep or they will die of starvation.

President Cuvier of the South American nation demands that the USA hand over President Bush for trial for war crimes, if they want their army back.  President Bush faces an international tribunal and found guilty.

USA has second civil war.  The victors renounce actions of the previous illegitimate government.

George Bush has a comfortable house arrest in USA.  

Prisoners repatriated from South America as UN removes Rogue State status from USA.

TIMELINE B

USA honourably withdraws from Iraq.

USA ‘New Consciousness’ movement leads to US deciding to honour its commitments to the UN – to pay what it owes, truly support free trade, respect and help enforce UN Resolutions.

American tough new stance puts pressure on Israel, which comes to peace with Palestinians with agreement for separate Palestinian state.

USA reduces foreign entanglements where it is not wanted, and finds itself welcomed and beloved widely.

US government crackdown on corporate fraud includes massive new action against Microsoft and Nike, as well as many other companies.

PRC and Taiwan come to an agreement – one nation of China with an independent province.

TIMELINE C


2005 Ratzinger made Pope – church starts dividing into Catholics and Christians – the former believe Pope is God.

2008 Ratzinger dies; new Pope calls himself Peter – admits church guilty of apostasy – by divine authority dissolves Church of Rome and begins Church of God – he is the last pope and the First ‘Follower of Christ the Teacher’.

He calls on all Christians to give up false beliefs and become ‘followers of The Teacher’.

TIMELINE D

The New Responsibility movement arises in influence in many nations.

USA and its allies push successfully for significant reform of the UN.

A revitalised and empowered UN pushes through many, enforceable by its new Force Units, resolutions to improve the world.

United Earth created in 2020 – nations still have sovereignty but recognise that there is a unity of all peoples.

United Earth organisations created include the Space Authority – in charge of all off-earth activities.

Colonisation of Luna and Mars occurs, and after a short trusteeship period these become new nations, with all the rights and responsibilities of UE nations – now part of the Solar Combine.

Existence of ETI societies discovered and proved.

A Solar Referendum results in creation of Terran Empire and Terran Interstellar Navy.

EARLY 21ST CENTURY
There are now five power blocs – Europa, Oceania, Asia, Africa and Continental America.

African rise in power is assisted by the new friendship between Israel and Palestine who are vital in promoting African super unity.  

International Space Agency is in charge of all offworld activities.

Colonies established on the Moon, Mars, Asteroids, some Jovian satellites and in free space [Habitats].  These quickly gain status as independent nations.

MID TO LATE 21ST CENTURY

Early experiments with FTL are successful, and exploration begins.  Several planets colonized, but it is realized from observations by super telescopes that other space races exist.

Terran Empire created by overwhelming decree of the people.

Terran Space Fleet created to oversee all further exploration.

LATE 22ND CENTURY

The present of the game of GALACTIC DOMINATION.

It is the Earth year 2175.

Nine space empires [each of equivalent Tech Level to B5 Minbari (tech progress has been more rapid in this universe than in B5 universe as no interfering Vorlons to slow things down)] occupy various sectors of local galactic region.

A tenth, more advanced empire – the Central Empire lies amidst these other emergent empires.

In a SuperHistorical Campaign all 9 or 10 empires would be on map board – divided as player empires and non-player/neutral empires subjected to automatic rules.

For purposes of the standard game, the Central Empire is assumed not to exist, or to allow free passage through it [maybe because it is not a normal geographic (territorial)  based empire], or lies ‘below’ other empires ie at different plane within the galaxy [which is 3 dimensional].

EDUCATION IN GD UNIVERSE – A TYPICAL EXAMPLE – THE TERRAN EMPIRE

GENERAL
EARLY [AGE 3 – 10]
reading, writing, social conduct, story telling, computer use, simple maths, simple science, physical exercise, etiquette, languages, swimming, athletics, throwing & catching, bicycling, sex education,

health education, mental arithmetic, chess & other games.

MEDIUM [AGE 11 – 14]
ethics, basic law, history, literature, gaming, physics, chemistry, biology, botany, zoology, mineralogy, metallurgy, writing articles/stories/reports/etc.,research, basic electronics/photonics, computer repair, computer programming, basic mechanics/electrics, car repair, poetry, aerosciences, marine sciences, astrosciences, social sciences, mathematics, geosciences, social studies, clear thinking, philosophy, sports, unarmed combat, driving, dancing, singing, music, instrument playing, 

linguistics, art, acrobatics, climbing, horse riding, motorbike, rowing, info tech, ‘magic’,

SENIOR SCHOOL [AGE 15 – 18]
critical analysis, advanced maths, survival, advanced philosophy, melee combat, shooting, politics, economics, advanced history, carousing, psychology, theology, drama, orienteering, observation, 

cooking & food science, genetics, physiology, forensics, plane flying, sailing, powerboating, skiing,

ecology, childraising (parenting), career counselling, fashion, cosmetics, hairdressing, historical simulations, alcohol science & practice, pharmacology, agronomy, husbandry, 

SPECIALIZATION AREAS - INDIVIDUALIZED

SPACE ACADEMY [AGE 19+]
imperial law, imperial diplomacy, space fleet regulations, terran history (advanced), xenohistory, xenosciences, ship handling, astrogation, control system operations, ship system operations, ship systems tech, ship systems maintenance and repair, shipboard procedures, space fleet history, ship recognition, space fleet organization – ranks, etc., space combat analysis, space combat strategy and tactics, grand strategy, ground force operations, fleet operations, ground combat theory, unarmed combat, melee combat, handgun operations, large guns operations,

tech – weapons, small equipment, ships theory – ftl, etc.

basic maintenance and repair – weapons, small equipment

first aid, admin, survival, security ops, spacesuits, EVA, spaceflight history & simulation, 

cryptography, intel ops, damage control, communications, ‘tricorder’ ops, scuttling, battle sign language, 

SPECIALTY AREAS – INDIVIDUALIZED

FIGHTER PILOT ADDITIONAL TRAINING
FIGHTER (  piloting, astrogation, squadron ops, tech, maintenance & repair, gunnery,

carrier interaction (docking, takeoff, refuelling, rearming, power re-energising,etc)

pod ops, survival (advanced), robotics, paramedics, planetology (advanced), astrononmy (advanced), ftr recon ops, hand weaponry (advanced), xeno diplomacy (advanced), interstellar law (advanced), ftr tactics (advanced), linguistics, demolitions, intelligence analysis, leadership, 

Fighter pilots are not ‘jocks’ in GD, but elite officers.

SPECIAL NOTES ON GD TECH

Though set at end of 22nd century, GD races have GenTech equivalence to other universes at end of 23rd century or later due to Fast-Tracking.

This Fast-Tracking is from several sources – races in GD universe are more organised and dedicated to supremacy than races in other universes.  Also they have a leg up from the Empire of Mind – an ancient empire that has left various advanced help on each home world of major races.

The hull armor in GD is a further couple of centuries advanced as Empire of Mind gave large clues to its creation and manufacture and working.

However, even though GD races know how to make it, it is an extremely expensive process.

Fortunately, EoM gave them a further boost – they have left large deposits of it on many worlds.

This means GD warships have 26th century equivalence hulls [the Central Empire has 27th century equivalence].

Due to more advanced hulls the need for more powerful weapons development is greater – so weapons have equivalence to 25th century.

The GD races gained clues during their early FTL explorations – in terms of data left by EoM – of how to make Hull Metal.

However, process is extremely expensive – requires massive, concentrated energy, delicate process, etc. so they can only produce enough for a small number of ships.

But, a number of minor worlds have small depositaries/depots containing Hull Metal left by EoM.

In addition, some selected worlds have large deposits – these are the Resource Worlds (non-Home worlds).

Hull Metal is a Tech that is several centuries beyond the General Tech of the races.

Each race in searching has a protocol to find further EoM scitech data – and all have succeeded – this has boosted the GenTech of all the races to about 1 century ahead of normal development.

Hence, their GenTech is late 23rd century because of this, but they also are extremely ‘energetic’ boosting then to 24th century equivalent.

Hull Metal blocks teleportation due to its strange internal structure.

Note also that each race has a unique specialisation that puts them a century ahead of other races in that field.

Internal Armor in Ships (Hull Metal Armored)

Some internal portions of various warships have armoring of hull class armor.

These include the Flight Bays of CVs – where the internal armor is actually superior to the external hull armor of the doors – this way, if there is an explosion in the Flight Bay then the force of any secondary explosions will be directed mainly outward from the ship.

Plus there is an ingenious venting system that will tend to redirect explosive force outwards, and also most races have vacuum in their Flight Bays.

Repair of Hull Metal Armor
Hull Metal Armor when formed into a Hull becomes a form of super memory substance, and hence if a hole ripped in it, if damage control party puts a slab of the metal there it will be integrated into the whole – flowing and changing its shape to suit.

In ships with Advanced Autorpair Systems the extra metal is on autostandby/delivery – hence equivalent to a form of regeneration [Regenerative Hull].

SOME SPECIAL QUESTIONS AND ANSWERS

Why do GBDS get a free first firing cycle?

Imagine you are a fleet that has come to an enemy planet.  You do not know if they have any GBDS, or if you do know, you do not know where their underground weapons are located until they shoot [even then – with the dispersal possible – you may not be certain].

Why MIs?

There is no pussyfooting around in GD.

If had say a closely packed regiment of foot soldiers, GD opponent will use Nucleonics or FAE versus such a unit [or Wide Area Impact Munitions or WCMD].

MIs are dispersed, very mobile, not targetable as a whole group by a single weapon.

Terrain Advantage in Space Battles

Normally we don’t consider this as a feature [closest have to it is effect of some Special Hexes].

But imagine if some region of space has special physical properties and local ships are designed to take advantage of this.

Fleet Sizes in GD

GD game depicts nascent empires that have been doing expansion for less than 100 years.

They have in the actual period of the game engaged not only in growth but growth in growth rate (due to new resource worlds, competitive build-ups,etc).

So if in a particular year could produce 2 BBs, a year later could produce say 4 BBs, year after that 8 BBs, etc (not quite as continually exponential as this, but just giving the concept here).

So given another 100 years, and if they expand out into wider galaxy (ie not arbitrarily confined/restricted to region covered by game board; in which incidentally as each turn is at most a month, game only covers about a year), which they would do – each race’s fleet would number in many 000’s, and multiply this by 9 (say x10) gives a minimum 10,000’s of ships – many of which are more powerful than largest ST ships.

Energy in media universes

Many of the ST & SW, etc fans talk of weapons in terms of energy output and/or power.

Much of this is irrelevent – it is controlled applied force that is of more interest.

To be frank – most of their weapons are unbelievable – the heat they create should melt firing ship.

Star Trek’s hand phaser is a magical device – how can it make a target simply disappear – surely this requires conversion to energy, which would be difficult to achieve and would release terrific heat.  What if it simply dissolves molecular bonds – then surely target should turn into a liquid puddle or a vapor, not simply vanish with no trace?

Recently, I have read that what happens involves subspace – ingenious, but still problematical.

GD story  The Ultimate Conflict

It is coming from another galaxy (not Andromeda) – the Dark Ship – it is way beyond the tech of the GD races – but not that of the EoM before it cessated.

The EoM has predicted the existence of the Dark Galaxy and has left a Guardian Entity.  The EoM cannot by its own principles aid any one GD race – but it can help the All – a union of all major GD races.

The GE tells them they must assemble a crew consisting of all major races – they meet in a cargo ship of a neutral race – it sets off towards the galactic rim.

As it travels it is transformed – into the Bright Ship.

The Dark Ship draws its power by sucking all energy out of 1,000,000 parallel universes (each containing as many galaxies as our own ).

It totally converts all the energy of all the matter in these universes – in an instantaneous process beyond all understanding of other universes entities.

It then draws a miniscule portion of this energy into itself making it invincible.

Using barely any of its power it can create a superluminal beam that can destroy a whole galaxy.

But their purpose is darker than that.

The entities at the heart of the Dark Galaxy know that in our galaxy is the ultimate threat to them but also that which can make their power total if they can gain control of it.

Their aim is to totally annihilate all other realities and universes.

The Dark Ship uses principles beyond the understanding of any mortal and even of godlike beings.

The DS destroys whole universes instantaneously – converting all matter in that universe into Dark Energy, creating an induction effect – that energy doesn’t come into our universe but an influence link is there.

Some of these other universes have different physical laws – in some magic is real, in some there are gods – some of whom rule multiple universes.

But their powers are irrelevent to the Dark Ship – it is beyond even their comprehension and powers – they all die/cease to be.

The EoM has had passed to it – as proven worthy – ultimate secrets, delivered to it by a messenger of the Uberpan – the source of all power.

The EoM knows which particular universes the DS cessated (and grieves for all of them).

Amongst these are about 100,000 DnD planes, the universe where Voyager got the End Play episode weapons, BG 80 universe, Gor universe, etc.

Heh, these DS guys don’t seem so bad after all!

Yes, they are evil, but out of evil – some good comes.

There is a theory that EoM was able to protect particular universes and redirect DS effect to others, but we of course do not subscribe to that idea (as does not fit known facts about supreme moral nature of EoM).

The Bright Ship represents ultimate anti-power and ultimate justice – it draws its effect from the ultimate existence point – that from which all of infinite universes and all realities spring.

It can negate any power.

The Bright Ship negates the Dark Ship – then it can destroy it with a simple Laser Beam – a symbol of purity of essence.

Deep Reserve

This is a thought that has occurred to me a number of times.

In many fictional and also historical wars, a situation arises where both sides are down to last resources and the intervention of a fresh battalion or squadron could swing a vital battle in their favour, giving them victory in the war.

But they don’t have this – so by luck or a slight edge in strength and strategy one side wins.

If however, at start of war put a secret standby unit in reserve  ….

PROPOSITION FOR AN EXPERT LEVEL RULE

Activation Cost for Units

With this, when build units can not actually use them in combat (or even move them) until pay an Activation Cost.  Say $1 per unit.  this favors bigger units.  Fighters would not have an Activation Cost.  AC would represent putting a crew on the ship (other than a caretaker).

If unactivated units at a location and an enemy fleet attacks, can they target those unactivated units – logically yes.

Such unactivated units would represent reserve units.

WHY WOULD ONE BUILD SHIPS BUT NOT ACTIVATE THEM?

A primary reason is so that one can use the money elsewhere but if needed have extra ships available.

A secondary reason is that there is an Advanced  Tactics Card that activates without cost up to 10 of your units.

STANDARD SHIP WEAPONS IN GD

Beam – Raser beam

Missiles

Anti-Missiles

Self-Protecting Missile – has beam shooters and AMM

Anti-matter Cannon

Helix Bolt Projector

Stealth Missile

RESERVE FLEET

Mothballed ships make up the Reserve Fleet.  To simplify matters, consider these to be older ships that have been refitted to make them equivalent to newer ships, but are not in general service as require more maintenance when in use, have greater chance of breakdown, lower endurance, etc.

SPEED OF COMMUNICATION

A basic premise that one must decide on, is what is speed of communication.  Communication can be achieved in several different ways:

· Sending of a radio (or laser) signal or FTL equivalent

· Using message torpedoes – small robot ships basically

· Using Courier ships – small ships that are faster than normal ships

· Sending of radio or laser signals through a StarGate or other means of getting the signal into hyperspace or jumpspace or whatever ships use for their FTL travel

· Messages carried by normal shipping traffic

· Messages transmitted by a neutral race who are the only ones with the capability

The first decision is whether only have standard SoL [Speed of Light] signalling or a means of FTL signalling and whether this is slower, or similar speed or faster than ship FTL travel.

Where one has the early spaceships that are STL it is still possible that could have FTL communication.

Where ships do not travel at same FTL speed but over a range of speeds as in GD then if communication is at similar speed to FTL travel one must decide if at lower, median or high range [so for instance if most ships travel at speed 1 to 3, could have your choice of comm speed from say ½ to 6].

Another possibility is that signalling speed itself is not a constant, unlike speed of light, but varies.

Choosing a very fast means of communication does provide one rationale to explain the players ability to move their fleets around as if they have an omniscient view of everything happening in the galaxy or however much the gameboard represents.  However, one must also explain when they don’t know something has/is happening; signal jamming, or a special area of space that distorts or blocks signals. 

There is also the matter of who can receive the signal – any receiver or only a specifically tuned receiver; and also the difference between detecting that there is a signal and being able to receive the signal and the intermediate point of being able to triangulate a signal or otherwise tell where it is coming from &/or where it is going &/or what direction it is travelling in if a narrowly focused beam and not a broadcast or a type of signal that bypasses the concept of travelling in a direction.

To maintain the mystery and flavour of my universe the option I favour is that FTL signalling does not exist, but that still leaves the other options to explore.  Message torpedoes I think I will also reject as a general rule.

The use of couriers can be on two different bases : they are no faster than a number of other ships but their specialised function is still justified, or they have a slight edge in speed over virtually every other unit in space.

This can be justified on the grounds of their design being dedicated to the one function of high speed.

Another possibility is having a universe where there is FTL signalling, but the machines required to do it are so huge can not be on any normal ship, but no matter how big or expensive or unreliable or limited signal capacity or any other limitation one may put on them, if they exist they create the possibility of “abuse”.

A further option is that ships cannot send FTL signals but can receive them.

Couriers can be of a number of different types – public, private, military, imperial, intelligence [apart from normal role, these could secretly hang around a location until something interesting happens and then rush off to report].  Courier ships could look like any other type of small ship or because of their special capability there might be something identifiable about them.

How your space travel works is important – one could conceive of a methodology whereby one has a unit that can travel up to a certain speed and then it releases a smaller unit that has been given a boost by the launch unit so it can when uses own engines go faster and so on; it is the principle of the multi-stage launch rocket devised by Tsiokovsky the Russian space pioneer.

Use of ordinary ships for messages is an obvious act that needs no commentary, other than it creates complicated networking and timing issues that would not bother with in most games [only in GD and only at GrandMaster Level].

Sending signals through StarGates, hyper points, black holes, etc. is certainly worthy of consideration, and as StarGates are considered as being in a sense in the same place as each other it could even be a fast means, and an extra reason to build StarGates.  Indeed it could be so handy that someone is sure to propose the building of small StarGates designed expressly for the purpose of signalling, using radio/laser or message torpedoes.  To prevent this “abuse” we “arbitrarily” decide that StarGates must be a further minimum size, and possibly only one size is possible, otherwise will get people who want to create giant StarGates to send asteroids through or some other doomsday weapon of immense size.

What is the capacity of StarGates?  The limitation is their diameter, and so long as its power is active and it is linked to another StarGate then other limitations are virtually non-existent. This means can put an extremely long object through or a whole lot of ships through, whilst your navigation is good, and it/they do not collide with inner surface of StarGate, which may cause some kind of strange accident – explosion, ripping of traversing ship apart, shutdown, or other malfunction.

SHIP DRIVE MODES

As for FTL travel, options are many, the most basic being the concept of jumps where you go from A to B without travelling through the space in-between, hyper travel whereby one travels in a different dimension of space; warp travel where travel in normal space but wrapped in a field that somehow enables you to exceed the speed of light.

Jump travel implies that can only interact with another fleet if both happen to occupy the same hex at the ends of their respective jumps otherwise go right pass each other, unless jump “fields” somehow interact with each other so perhaps causing the ships to drop into normal space.

With Hyper Travel, it depends on how “normal” the other dimensional space is, as to whether can interact with other vessels, and also if units present in same hex but in normal space can interact, or if you can even detect or locate each other.

Warp Travel is in a sense the least scientifically plausible of these three options, but it seems to offer the greatest potential for interaction, or does it, because if there is no FTL communication then this implies no FTL means of detection either.

It seems a fourth option is required, and again several possibilities can arise:

Micro-jump travel, whereby one proceeds by relatively small jumps.

Hyper Interactive travel, whereby because all points in both spaces are co-terminous, if one makes transfer between the two states extremely easy, then ships can pass between the two states as if they were basically in the one space.  This brings peculiar possibilities into combat making it an extremely complex dance.

[To explain: two ships are facing off in normal space 1,000 kms apart, one goes into hyperspace and goes spatially forward in a thousandth of a second a certain distance, then returns to normal space 100 kms the other side of the other ship].  Another question that arises is if there is any effect on sensors, weapon systems, etc, from going in or out of hyperspace [or jump space or warp space], and how precise is astrogational movement; can you go to an exact location or is there a certain degree of error or flat amount of error?

Micro-warp travel, where one is continuously moving in and out of normal space.

Collision seems a big possibility with any of these methods – with a lump of rock in space, another unit, a planet, etc. unless exit from these states cannot occur where any mass exists.

A fresh approach is needed that not only allows interaction, but also provides a rationale for ships detecting each other across huge distances when no FTL signalling exists [or is present on these ships].

The answer seems to be that only normal space methods of detection apply, ie. SoL, except with hyperspace.

Therefore hyperspace must be our means of choice, and further that units in normal space and hyperspace can detect each other [this opens another can of worms, for it implies could seed a whole lot of beacons in hyperspace to detect ships in normal space allowing quick signalling from beacon to beacon; this should not be considered a problem but the solution].
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This is a graphic representation of a relationship between a normal space and a hyperspace where the ratio is only 1:4, ie. this hyperspace allows travel at only 4 times faster than in normal space.

Assume that in either medium, a ship’s maximum and also cruise speed is ½ SoL, and that signals can be transmitted at SoL, then signals in hyperspace can go at 8 times the speed of ships in normal space, or 2 x the speed of ships in hyperspace.  Therefore if a ship travels in hyperspace from A to D, by the time it is halfway there [between B and C], news about it could reach D.  This means that we have a means of sending information that is faster than ships yet also is not FTL [in hyperspace terms, in real space seeming it is].

If our Empire seeds Hyperspace with detector beacons that can send a signal at hyperspace SoL, then we will have a good awareness of a lot of the traffic in space.

NEW IDEAS ON FTL COMMUNICATION

(1) a ship has to be out of hyper to be contacted

(2) conversely, can only be contacted in hyperspace

(3) target location needs to be known by sending device – very difficult – would require need to prearrange time and place precisely; can further have that sending unit must be stationary.

It is possible that throughout space there are spy satellites of all the powers, major and minor, even of organizations (eg the GNS), that are stealth satellites spying on fleet movements, construction, etc, and capable of sending indetectible super-FTL signals.  If so, then this gives a rationale for using an open play board.  Also, any fleet involved in a battle will first put some of these in space to send result to their home world or nearest naval base in case they lose the battle, or even if they win.

This would require small and cheap FTL transmitters.  Of course, could still stipulate that FTL receivers must be massive and expensive.  Conversely, it could be receivers that are relatively small and cheap, and transmitters that are huge and expensive, creating a different comm environment that will be much more strategic as to what specific units have FTL transmitters.

NEGATIVE COMMUNICATION METHODOLOGY

There is a means of sending a signal FTL even with our technology; though one may quibble about it being said to involve sending a signal.

Say that you are a war fleet stationed at a location, due to attack an enemy system at a certain time.  However, if you receive a countering signal then will not launch the attack.  If do not receive the signal will commence attack. Then non-reception of the signal can be considered to be of ‘infinite’ speed (from one point of view).

ADDITIONAL SPECIAL NOTE ON FTL COMMUNICATION

Above I have stated “A further option is that ships cannot send FTL signals but can receive them.”

This gives rise to the possibility of creating FTL transceiver bases [that will be valuable in strategic communication but also vulnerable] in some kind of network that an empire’s ships can use to send in reports, and to receive new orders, etc.

It would be undesirable for an enemy to be able to suborn one of these to send their own reports – such as a request for urgent reinforcements to your disadvantage, and yet one doesn’t want these to self-destruct whenever an enemy boards them.

A possible solution is for their systems to be unuseable by non-authorised users, even if they attempt to disconnect the control system and connect their own controlling machine to the FTL transmitter.

This also raises  other thoughts – is it the FTL transmitter itself that is big or simply the systems needed to control it – say that the reason FTL transmission requires huge sending apparatus is that it needs computers and auxiliary sensory systems that are very large.  In this case it would be possible for ships to carry (provided they are not very expensive even if relatively small) spare FTL transmitter in case an enemy destroys a FTL transmitter – say the enemy doesn’t destroy the FTL control machinery.

It could be that the transmitter is large, or size mightn’t be the main or only drawback, but simply sheer expense (in which case mobile FTL transceiver ships could be built and operated).

This raises the possibility that ships can’t be used for FTL transmission because it requires an absolutely immobile transmitter (ignoring normal orbital motion) or immobile in absolute terms (ie in reference to another point in spacetime, perhaps a receiver – in which case only bases might be able to receive FTL signals).

It may be that FTL transmissions require a blackhole or some other exotic cosmic phenomenon.

Or can have the bizarre situation that FTL transmission is easy –  only requires cheap, small-size equipment useable from spaceships; but that FTL reception requires expensive and/or large machines.

In this case ships can send FTL reports but not receive new orders or data.

This last possibility provides a good rationale for players knowing the locations and movements of enemy fleets (and indeed their own fleets – say if they change course from an original destination).  It would be easy in this case for all empires to have stealthy spyships or satellites seeded in space in prodigious numbers, reporting almost all fleet movements.

Other exotic possibilities can be imagined.

For example, that FTL transmissions and/or reception can only occur in specific regions of space, or are blocked or distorted or enhanced by specific phenomena.

Or the secret of FTL communication is known by only one neutral race who may have representatives travelling on various ships of various empires but who will only send or receive particular information, or only transmit at certain times or under certain conditions – say if your fleet about to be destroyed.

There is also the question of range of FTL signals and ‘speed’ – do they travel at a particular speed like normal signals or do all FTL signals take say 12 days irrespective of the distance, for example.  Does the signal attenuate with distance or suddenly cut out after a certain distance?  The other possibility – of FTL signals having a minimum range can be easily got around by sending a signal via a relay station.  FTL signals may require a massive amount of power – which could be a good reason they can not be on ships – simply insufficient power.

It may be that FTL signals degrade massively, so distorting any message, but communication algorithms should be able to get around this.

It may be that an FTL signal can only contain a few bytes of information – so that it requires cleverness and/or pre-arrangement for a signal to carry a specific message; eg your ship is sent to ascertain a particular thing, and then can send yes or no – or the mere act of your signalling means yes or no.

This last gives arisal to the concept that FTL signalling is possible but that no message signal can be imposed on the FTL ‘wave’.

Further example – can only send say 3 bits of info, so have coded 8 options – AAA, AAB, ABA, BAA, BBB, BBA, BAB, ABB – each with a specific meaning (generally or for that specific mission as pre-arranged) eg AAA – the Omphwellians agree to an alliance with the Descartri.

If can only send 3 bits of info what is to stop you sending 3 bits, then another signal of 3 bits, etc?  In this case, we would have to say that only one message can be sent in a particular time (by a particular machine or from a particular region of space because spacetime is affected by the FTL signal) say 2 hours.

In that case more complicated messages could be sent if willing to spend extra time.

We can have truly bizarre and exotic possibilities such as only one machine can receive any particular FTL signal ie that once one receiver has received the signal no other FTL receiver can.

Or that it requires a dish/array the size of a stellar system to send and/or receive FTL.

Or that which particular receiver receives an FTL signal is arbitrary – such that any particular signal sent may only be received by one or two receivers and they are likely to be alien receivers [possible solution –multiply-repeated transmissions].

Or that any signal will only be received if it starts with the words “Praise be to Gormdar” (or even more frightening a commercial exhortation such as “Eat Branglay’s Crispy Chips)

[this implies that FTL signals are under the control of some mysterious cosmic force or race or even whacko individual of great power].

Or that FTL receivers must be manned by 13 yo virgins (that don’t exist in some races), or that FTL only works for any given empire if its total population exceeds a certain number, etc.

Or that FTL signals require the nearby presence of a star, or can only be transmitted and/or received if at least 10 LYs from any star.

Or that only some ancient superrace knew the secret as far as the region of space the player empires is in is concerned, and that it left a limited number of FTL stations around, that each race would want to find and control – and the destruction of any would be a reason for war.

Or that the sending and/or receiving of an FTL signal requires a ‘human’ sacrifice [that is the voluntary termination of the life of a fit and healthy member of a sentient race (of same race as is using the device)].

Or it requires a ball of plasma a 100 metres across to receive an FTL signal – giving arisal as does next possibility that a ship can sometimes receive (and/or transmit) an FTL signal if it does a lot of preparatory work.

Or if a ship spends at least 6 hours stationary and/or erects a large foldout array, can receive and/or transmit FTL (whether general signal, or only to and/or from a particular other machine).

Or there is a requirement to create a biocomputer, ie an array of linked ‘human’ brains/minds to do FTL signalling.

Or it is easy to send FTL signals but capturing one is like a miracle.

Or that sending and/or receiving an FTL signal requires highly trained, specially talented individuals – not simply appropriate machinery (and not all races may be equal in this regard).

Or, to be ridiculous, to send a signal requires a ceremony where at least 6 individuals jump in the air whilst also rotating their bodies, assembled in a circle, and uttering ‘twinky, twinky’.

Or, sending and receiving FTL messages is easy, but every empire is mysteriously restricted to an allocation of sending 12 messages a year – this would require strict protocols by the empire to apply to its FTL operators so that its quota isn’t wasted in frivolous messaging – messages would need to pass a test of extreme urgency and importance as decided by the leadership of that empire, and laid down in strict protocols (probably requiring authorisation by a computer for anyone to use an FTL transmitter).

Or that an exact distance must exist between a transmitter and a receiver say 20 LYs [or a multiple of that or a geometric progression – 20, 40, 80, etc].

NOTE THAT MANY OF THE PROBLEMS CREATED FOR EMPIRES AS REGARD DIFFICULTY OF FTL SIGNALLING IS OBVIATED ONCE THE EMPIRES START REGULAR USEAGE OF STARGATES.

Stargates are not a complete substitute/solution, but reduce some of the communication difficulties where FTL signalling is absent.  This means that they are in effect a chain of FTL signal relays.

This also opens up the possibility that even if one cannot send ships through an enemy SG that one may be able to use it to send signals through – needs much further thought.

SPECIAL NOTE ON MOVEMENT

When originally conceived, movement of units in GD had an original standard range of 0 – 6 [this I call the old movement system].  I then halved this to a range of 0 – 3 which is more consonant with that of TI and of normal historic ground movement wargames.

As some units in the old movement system had odd speeds ie 3,5,7, when conversion was made to the new movement system, these units lost their ‘unique’ movement and generally were given a lower movement.  This especially affected tugs and commercial ships.

For those of you who wish to experiment with use of this original movement scheme, the factors for each unit involved that is affected by the changes is given here [all other units one simply doubles their given normal speed].

Note that most of the units mentioned here are from more advanced versions of game.

Speed is given in format a/b, where a is old Speed, and b current Speed.

SmHB

3/1

SmCargo
3/1

Md Cargo
3/1

Lg Cargo
3/1

Sm Qship
3/1

Md Qship
3/1

Lg Qship
3/1

DD

5/2

CL

7/3

CVB

5/2

UNIT TABLES FOR UNITS FROM ADVANCED VERSIONS OF GAME

and 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

SmHB

MdHB

LgHB

ML

MS

SK


SPEED

3

3

3

3

2

2

2

2

0

1

0

0

3

3

2

2

2

2

2!

2!

2

3

2

1

1

1

1

1

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

0

0

0

0

3

9^^


DEFENSE

3

4

5

6

4

5

6

7

1

2

5

7

4

5

6

6

6

5

2

3

8

5

5

4

5

6

2

4

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

4

5

6

4

4

3


COST

3

5

7

9

4

6

8

9 [10]

1

2

3

5

6

8

8

7

8

5

2

4

7

8

8

8

10

12

6

6

4


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

3 attacks/round

1 SFtr can substitute for 2 Ftr in all Carriers and SCSs.

CVB and SCS might not be needed.

UNIT TABLES FOR UNITS FROM ADVANCED VERSIONS OF GAME and 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

Sm Cargo
1
0
1
2
1
Can carry 2 MIs and 2 non-combat ready Ftrs

Md Cargo
1
0
2
4
2
Can carry 4 MIs and 3 non-combat ready Ftrs

Lg Cargo
1
0
3
6
3
Can carry 6 MIs and 4 non-combat ready Ftrs

Sm Qship
1
4
2
2
2
Can carry 1 MI and 1 non-combat ready Ftr

Md Qship
1
5
3
4
4
Can carry 2 MIs and 2 non-combat ready Ftrs

Lg Qship
1
6
4
6
6
Can carry 3 MIs and 3 non-combat ready Ftrs

Fast Cargo
2
0
2
3
2
Can carry 2 MIs and 2 non-combat ready Ftrs

Fast Q-S
2
4
3
3
3
Can carry 1 MI and 1 non-combat ready Ftr

MI

0
4@
4@
0
1

OF

0
3@
2@
0
1

BBS

2
9
8
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

FtrR

0
2*
1
½
1
2 attacks/round

FtrX

0
6*
2
½
2
2 attacks/round

TT

3
0
3
3
2
Can carry 4 MIs

TTQ

3
3
4
3
3
Can carry 3 MIs

MF

0
1
1
1/6
1/3
3 MFs for $1

CRITICAL REVIEWS

“I was about to commence my grand campaign to conquer the Abryxian Empire, when the Darlibi ambassador gave me a copy of this game.  I got so enthralled by it and involved in playing it that I got sidetracked from my ambition.  And then the Abryxians attacked ME!!”

· Sanderius, former dictator of the Solnaeriad Combine [from his comfy jail cell]

“I, even I, the High Lord of the Canderians, am forced to praise this alien game.”

· Leteruvx, of the formerly xenophobic Realm of Metarius.

“We, the judges of the Intergalactic Gaming Guild, hereby award the Earther game

  GALACTIC DOMINATION the status and title of Game of the Year [New Galactic Standard].”

“I/We Janderok the Great God of the Phlebeian peoples do declare that I/We find this that I/We 


found in our galactic travels, on a minor planet, a thing worthy of divine consideration.”

“Great game mate.” – Joe Bloggs.

“You xxxxxxx” – Suicide note of an anonymous would-be game designer

“So, I was wrong to recommend game designers not try to create a superior space empire board game.” – a humbler version of Tom Vasey on a parallel Earth.

“Now if I only had a copy.” – a typical games player

“Stay brave and true” - Dana Flint

“You have an extraordinary ability of capturing and enunciating the wishes of gamers on so many game aspects.  This of course makes envious those who have a different gameplan.  I suspect it is extremely irritating to them that you do it so well.  Keep up your considerable contribution to the widening of our gaming horizons”.- David Vale

special note for non-australians

Dana Vale and David Flint are two Australian conservatives’ spokespeople.  Dana Vale is a Federal MP and Minister, whilst David Flint is an academic, a professor.

“Stay brave and true” is what Dana Vale actually said to Alan Jones, whilst the other statement is a paraphrase of what David Flint wrote to Alan Jones [and at the time DF sent his letter he was in a position as chaiman of a government body that is supposed to monitor media orgs – US equivalent would be for head of FCC to write a letter of praise to Fox’s Bill O’Reilly].

Alan Jones is a notorious Shock Jock who was involved in what was known as the Comment  for Cash scandal.

IF WE ARE TO RULE THE GALAXY

WE MUST BE THE STRONGER EMPIRE

THERE IS NO ROOM IN MY PALACE

FOR THOSE WHO WEEP

TODAY THESE FEW WORLDS

TOMORROW THE UNIVERSE

THE BEST THING in existence

IS TO CRUSH THE ENEMY defenders

AND HEAR THE LAMENTATIONS OF HIS CIVILIANS

THIS GALAXY IS OURS TO RULE

IF WE SWEEP ASIDE OUR ENEMIES

BEHOLD, I AM BECOME SENTIENT LIFE

CONQUEROR AND OCCUPIER OF WORLDS

TODAY IS A GOOD DAY TO WIN

AND EVER GREATER VICTORIES AWAIT US

AND OUR ALL-CONQUERING FLEETS AND ARMIES

OUR SCIENTISTS AND ENGINEERS ARE THE BEST

THEY DELIVER US THE MEANS TO VICTORY

WE MUST BE COMPETENT ENOUGH

TO USE THE TOOLS THEY PROVIDE

TO SECURE VICTORY FOR OUR RACE

[and the pricing department

doesn’t have to do anything]

LAUNCH THE WOLVERINES OF WAR!

THE GALAXY IS BIG

BUT NOT BIG ENOUGH IF ONE LOSES

AGAINST GD FLEETS, ST SHIPS CONTEND IN VAIN

OUR EMPIRE EXPECTS

EVERY BEING TO DO THEIR DUTY

VICTORY OR DEATH

WHAT DOES IT PROFIT A BEING

IF THEY SAVE THEIR BATTLESHIP

BUT LOSE THE BATTLE

WHAT DOES IT PROFIT THE RACE

IF YOU WIN THE BATTLE

BUT LOSE THE FLEET

THE SECURITY OF OUR PLANETS 

AND OUR RACE

LIES IN A STRONG FLEET

IF YOUR OPPONENT

IS FLYING A STAR TREK SHIP

AND IS NOT CAPTAIN KIRK

TRY NOT TO LAUGH

EVEN THOUGH YOUR VICTORY

IS ASSURED AND EASY

BE MERCIFUL TO THE WEAK

THEN ENTERPRISE IS SICK

SO SAYS SHAKESPEARE

AND HE SHOULD KNOW

AS HE KNOWS THE HEARTS OF MEN

HE IS A CLASSIC AUTHOR

AND ONLY CLASSIC ENTERPRISE

IS STRONG  ALL OTHERS ARE WOUNDED

EVEN IF THEY USE A DIFFERENT NAME

LIKE VOYAGER

uss VOYAGER IS NO V’GER

IT HAS NOT THE STRENGTH

AND IT IS NO TRUE EXPLORER

ITS MISSION IS FAILURE

ORIGINAL STAR TREK

THREE SEASONS

BUT IMMORTAL

THE OTHERS

HAVE THE NAME

AND EACH SEVEN SEASONS

BUT THEY ARE MORTAL

THE ORIGINAL

SHORT BUT SWEET

THE OTHERS

FATALLY FLAWED

IN THEIR LENGTH

NOT ENDURANCE

BUT EXTENDED DYING

FRUITS DECAY

NOT PROPER FED

BY SCIENCE FICTION

BUT PROLIX INSTEAD

DECLINE DECLINE

THE FEDERATION’S DEAD

EMPIRES RISE ANEW

NOT TREK

BUT OTHERS

WITH CREATIVE SPARK

BLAKE’S SEVEN

BABYLON 5

AND GALACTIC DOMINATION!

RUTHLESSNESS THY NAME IS GALACTIC DOMINATION

PUNITY THY NAME IS STAR TREK

BEHOLD THE GRAND ARRAY, A PANOPLY OF DEATH

RAINING DOWN ON THE FEDERATION

AS GD REIGNS SUPREME

TODAY A GAME

TOMORROW MOVIES, TV SERIES, ETC, ETC

NOTE: AT TIME OF WRITING ABOVE THE SERIES ENTERPRISE DID NOT EXIST, AND SO WAS NOT THEN CANCELLED [RE: STAR TREK SERIES BEING OF SEVEN SEASONS – ANYWAY IT WASN’T CALLED STAR TREK, SIMPLY ‘ENTERPRISE’].


GALACTIC DOMINATION

tHERE ARE THINGS IN THIS UNIVERSE THAT ARE BEYOND



GALACTIC

DOMINATION
GALACTIC
DOMINATION
GALACTIC DOMINATION
WHEN YOUR PLANET IS IMPERILLED

YOU NEED THE SPACE NAVY OF YOUR EMPIRE

TO COME TO YOUR ASSISTANCE

WHEN YOU NEED TO SMASH THE ENEMY YOU NEED POWERFUL FLEETS

IF YOU ARE TO RULE THE UNIVERSE

 THEN YOU NEED

A START TOWARDS 

GALACTIC DOMINATION
YOUR MAGNIFICENT FLEETS BESTRIDE THE STARS

*****

Troilus and Cressida  Act I, Scene III

Ulysses:
And therefore is the glorious planet Sol

In noble eminence enthroned and sphered
Amidst the other; whose medicinal eye

Corrects the ill aspects of planets evil,

And posts, like the commandment of a king,

Sans check to good and bad; but when the planets

In evil mixture to disorder wander,

What plagues and what portents!  what mutiny!

What raging of the sea!  shaking of earth!

Commotion in the winds!  frights, changes, horrors,

Divert and crack, rend and deracinate

The unity and married calm of states

Quite from their fixture!  O, when degree is shaked,

Which is the ladder to all high designs,

Then enterprise is sick!

…

GENERAL FORMULAE FOR SURFACE AREA AND VOLUME FOR REGULAR SOLIDS

CUBE

SIDE = X

SA = 6X2
VOL = X3
If X = 100, then SA = 60,000 & Vol = 1,000,000.

If X = 46.41589, then SA = 12,926 and Vol = 100,000.

RECTANGULAR SOLIDS

SIDES OF RATIO A : B : C

SA = 2 (AB + AC + BC)

RECTANGULAR SOLID OF RATIO 1.25 : 1.0 : 0.8

SA = 2 (1.25 + 1.0 + 0.8) = 2 x 3.05 = 6.10

Vol = 1 [ie A x B x C]

If this ratio but actual measures 1.25X, X, 0.8X, then SA = 0.061 x X3, so if X = 100, then 

0.061 x 1,000,000 = 61,000.

RECTANGULAR SOLID OF RATIO 1.3333 : 1.0 : 0.75

SA = 2 (1.3333 + 1.0 + 0.75) = 2 x 3.0833 = 6.1666

Vol = 1 [ie A x B x C]

If this ratio but actual measures 1.3333X, X, 0.75X, then SA = 0.061666 x X3, so if X = 100, then 

0.0616666 x 1,000,000 = 61,666

RECTANGULAR SOLID OF RATIO 1.5 : 1.0 : 0.6666

SA = 2 (1.5 + 1.0 + 0.6666) = 2 x 3.166 = 6.3333

Vol = 1 [ie A x B x C]

If this ratio but actual measures 1.5X, X, 0.6666X, then SA = 0.063333 x X3, so if X = 100, then 

0.063333 x 1,000,000 = 63,333.

SPHERICAL SOLID

RADIUS = r

SA =  4 x pi x r2 = 12.56637 x r2
VOL = 4/3 x pi x r3 = 4.18879 x r3
vol/4.18879 = r3, therefore cube root of vol/4.18879 = r.

SA/12.56637 = r2, therefore square root of SA/12.56637 = r also.

If vol = 100,000, then r = cube root of 100,000/4.18879 = cube root of 23,873.242 = 28.7941

Therefore SA = 12.56637 x 28.79412 = 12.56637 x 829.1002 = 10,418.7798, say 10,420.

IF A SHIP WAS SPHERICAL IT WOULD HAVE MINIMUM SURFACE AREA FOR ITS VOLUME, AND THEREFORE THE MINIMAL REQUIREMENT FOR VOLUME OF HULL AND ARMOR FOR A GIVEN THICKNESS.

HOWEVER, I HAVE BASED MY CALCULATIONS OF HULL AND ARMOR VOLUME BASED ON SHIPS BEING REGULAR RECTANGULAR SOLIDS.

THIS IS FOR TWO REASONS – THIS IS LIABLE TO BE CLOSE TO THEIR ACTUAL SHAPES, AND IT PROVIDES ALLOWANCE FOR ADDITIONAL ARMOUR MATERIAL FOR INTERNAL ARMORING REQUIREMENTS.

SPECIAL APPENDIX
ROUGH SURFACE AREAS FOR VOLUME AND ASSOCIATED HULL & ARMOR VOLUMES AND MASSES

CUBICAL SHAPE [RATIO 1:1:1]

VOLUME
SURFACE AREA
HULL VOL
HULL MASS


  10,000
  


  

  50,000
  

   

100,000


120,000


125,000

150,000


200,000

250,000

300,000

400,000

500,000

VOLUME
LT ARMOR VOL
LT ARMOR MASS

VOLUME
MD ARMOR VOL
MD ARMOR MASS

VOLUME
HVY ARMOR VOL
HVY ARMOR MASS

RECTANGULAR SOLID SHAPE [RATIO 1.25:1:0.8]

VOLUME
SURFACE AREA
HULL VOL
HULL MASS


  10,000
  4,200


   210

   420

  25,000
  7,900


   395

   790

  50,000
  9,500


   475

   950

100,000
19,000


   950

1,900

120,000
22,600


1,130

2,260

125,000

150,000
21,500

200,000

250,000

300,000

400,000

500,000

RECTANGULAR SOLID SHAPE [RATIO 1.4:1:0.714]

VOLUME
SURFACE AREA
HULL VOL
HULL MASS


  10,000
  4,200


   210

   420

  25,000
  7,900


   395

   790

  50,000
  9,500


   475

   950

100,000
19,000


   950

1,900

120,000
22,600


1,130

2,260

125,000

150,000
21,500

200,000

250,000

300,000

400,000

500,000

NEW INTEGRATED SUMMARY SHEET FOR SHIP CREATION

IDE DRIVE [% OF SHIP’S VOLUME]
SPEED
VOLUME
FUEL VOL

1

  2

2

2

  5

5

3

10

10

4

17

17

5

26

26

BOTH IDE AND MDE DRIVES

MASS x 2 PER VOL

FUEL MASS = x ½ PER VOL.




MDE DRIVE [% OF SHIP’S VOLUME]

TAC SPEED
VOLUME
FUEL VOL
1

1

1.5

2

3

3

3

6

4.5

4

10

6

5

15

7.5

6

21

9

7

28

10.5

8

36

12

9

45

13.5

10

55

15

FUEL RESERVES – equals whatever can spare after everything else allocated.

SCREEN GENERATORS

1 per 1,000 cu.m. of ship x SF of screen.  Each =  volume 20 cu.m. and MASS = x 2.

SCREEN RATING
SF
UNITS






Light


x 1
Ftr, SFtr, FF, CL, SK, CV, Tug, Btug, TT, RA, CVC, CVE, SCS

Medium

x 2
DD, CA, CVA

Heavy


x 3
BB, CB, CVB, CVD

Very Heavy

x 4
GS

HULL

Calculate Surface Area of ship [or consult Table of Calculated Surface Areas for Ships].

Then divide this by 20 to get volume of hull. Mass =  2 x Hull volume.

ARMOR

RATING
UNITS





VOL FACTOR

Extra Light
FtrL, TT





x .09

Light

Ftr, RA, CV, SCS




x .18

Medium
FF, DD, CL, SK, Tug, SFtr, CVA, CVC, CVE
x .27

Heavy

CA, Btug, CVB




x .36

Extra Heavy
CB, CVD





x .45

Super Heavy
BB, GS





x .54

Take figure calculated for Surface Area of ship, multiply this by VOL FACTOR for given unit from table above, to give volume of Armor.  Mass =  3 x this volume.

POWER ROOMS

For each Screen Generator ÷ 5, there is a Power Room.  Add to this a number equal to 2 x 1/10,000 vol of ship to obtain total QTY of power rooms.  VOL = 100 per Power Room.  MASS =  2 x VOL.

CONDUITS/WAVEGUIDES

VOL = 1/1,000 of ship’s VOL  MASS = VOL.

TURBOLIFTS/CORRIDORS

VOL = 1/20 of ship’s VOL  Mass = ‘0’.

LANDING SYSTEM

VOL = 1/100 of ship’s VOL.  MASS =  2 x VOL.

LIFE SUPPORT SYSTEM

SIZE A – SMALL – for upto 10 people = VOL 2.

SIZE B – MEDIUM – for upto 30 people = VOL 6.

SIZE C – LARGE – for upto 100 people – VOL 20.

SIZE D – HUGE – for upto 300 people – VOL 40.

Use mixture for in-between number of people.

MI carrying units require allocation of 2 extra SIZE D units for each MI unit that they can carry.

MASS = x 1.

EMERGENCY SYSTEMS/SPARES

VOL = 1/100 of total VOL.  MASS =  x 1.

AUTO REPAIR

VOL = 1/1,000 of VOL.  MASS =  x 1.

COMPUTERS, ETC.

VOL = 3/1,000 of VOL.  MASS = x 1.

MISSILE SYSTEMS

SHIP ATT RATING
UNITS




VOLUME
MASS


3

4


FF, CV




11,348

10,000




5


DD




17,754

15,500

6


CA




22,044

19,000

7


CB




29,394

25,000

8


BB




35,474

30,000

9

SPECIAL

4*


Ftr




880

  1,200

3^^

4


SFtr




1,760

  2,400

MISSILE RELOADS

VOL =0.
MASS = as follows:

RELOAD SETS
SHIP ATTACK RATING
SHIP TYPE


MASS



0


various



Ftr



NA

1


4



FF, CV



1,340

2


5



DD



4,130

2


6



CA



5,060

3


7



CB



9,930

3


8



BB



11,880

BEAM SYSTEMS

SHIP ATT RATING
UNITS


VOLUME
MASS


3

4


FF, CV


3,200

5,600

5


DD


5,100

9,000




6


CA


7,800

13,800




7


CB


14,900

21,500

8


BB


16,400

29,600




9

SPECIAL

4*


Ftr


1,400

2,600




3^^

4


SFtr


2,800

5,200



AMM SYSTEMS

SHIP ATT RATING
UNITS


VOLUME
MASS


3

4


FF, CV

480

540




5


DD


960

1,080




6


CA


1,440

1,620




7


CB


1,920

2,160

8


BB


2,400

2,700




9

SPECIAL

4*


Ftr









3^^

AMM RELOADS

SHIP ATT RATING
UNITS


VOLUME
MASS


3

4


FF, CV

864

960


5


DD


1,728

1,920


6


CA


2,160

2,400


7


CB


3,456

3,840

8


BB


4,320

4,800


9

SPECIAL

4*


Ftr


NA

NA






3^^

CREW QUARTERS

QTY = crew number

VOL = Crew QTY x 30
MASS = 3 x crew QTY

CREW FACILITIES

VOL = crew QTY x 20
MASS =  same

BRIDGE

VOL = 4 x crew QTY

MASS =  VOL x ½

FLAG BRIDGE

Only found on Command Units ie CV, BB, CB, CVA, CVB, SCS, NSCS, LM

Details same as for Bridge

SHUTTLE BAY

Shuttle Bays come in 3 different sizes:

LARGE – BAY = VOL 4,000, MASS = 0.

MEDIUM – BAY = VOL 1,500, MASS = 0.

SMALL – BAY = VOL 750, MASS = 0.

A Large Bay can hold a Large Shuttle, or 2 Medium Shuttles or 1 Medium and 2 Small Shuttles or 4 Small Shuttles.

A Medium Bay can hold 1 Medium Shuttle or 2 Small Shuttles.

A Small Bay can hold 1 Small Shuttle.

SHUTTLES

Also come in 3 sizes.

SHUTTLE TYPE
VOL
MASS unloaded

Large


‘0’
800

Medium

‘0’
300

Small


‘0’
200

LIFEPODS

1 per 3 crew.  Each can carry upto 4 people.

VOL = 40
MASS = VOL x 2

MI UNITS DO NOT HAVE LIFEPODS

ARMORIES

VOL = 10
MASS = QTY x 2

QTY = variable

HANGARS

1 required for each Fighter that can carry.

VOL = 12,000

MASS = ‘0’

MI TRANSPORT CHAMBERS

1 required for each MI can carry.

VOL = 5,000

MASS = ‘0’

FIGHTERS

VOL = ‘0’
MASS = 8,000

MIs

VOL = ‘0’
MASS = 100.

PINNACE HANGARS

VOL = 100
MASS = ‘0’

PINNACES

VOL = ‘0’
MASS = 10

QTY OF PINNACES

VARIABLE

SPECIAL NOTES

Supply ships/Tenders can deliver extra Lifepods to a ship going to a passenger pickup situation, as for example a rescue mission.

FIGHTERS have some special things apart from those noted above:

Have Advanced Auto Repair instead of standard Auto Repair.

Have integrated CREW SECTION + SPECIAL LIFEPOD =  VOL 80
MASS 160.

Therefore do not have standard crew quarters & facilities, nor Life Support System, Lifepod or Armory.
Do not have Turbolifts, so Corridors/Access Ways =  VOL 100.

STANDARD SURFACE AREAS FOR VOLUME

ASSUME ALL SHIPS HAVE RATIO OF 1.25 : 1 : 0.8

SA = 2(AB+AC+BC) = 2 x 3.05 = 6.1
VOL = 1.


	
	
	
	ARMOR VOLUME

	VOL
	Surface AREA
	HULL

VOL
	Extra Light
	Light
	Medium
	Heavy
	Extra Heavy
	Super Heavy

	10,000
	2854
	143
	257
	514
	771
	1028
	1285
	1542

	20,000
	4520
	226
	407
	814
	1221
	1628
	2035
	2442

	25,000
	5182
	259
	466
	932
	1398
	1864
	2330
	2796

	30,000
	5918
	296
	533
	1066
	1599
	2132
	2665
	3198

	40,000
	7204
	360
	648
	1296
	1944
	2592
	3240
	3888

	50,000
	8340
	417
	751
	1502
	2253
	3004
	3755
	4506

	60,000
	9418
	471
	848
	1696
	2544
	3392
	4240
	5088

	70,000
	10412
	521
	937
	1874
	2811
	3748
	4685
	5622

	75,000
	10912
	546
	1092
	1638
	2184
	2730
	3276
	3822

	80,000
	11394
	570
	1025
	2050
	3075
	4100
	5125
	6150

	90,000
	12312
	616
	1108
	2216
	3324
	4432
	5540
	6648

	100,000
	13198
	660
	1188
	2376
	3564
	4752
	5940
	7128

	120,000
	14910
	746
	1342
	2684
	4026
	5368
	6710
	8052

	125,000
	15340
	767
	1380
	2760
	4140
	5520
	6900
	8280

	150,000
	17370
	868
	1563
	3126
	4689
	6252
	7815
	9378

	200,000
	20990
	1050
	1889
	3778
	5667
	7556
	9445
	11334

	250,000
	24380
	1219
	2194
	4388
	6582
	8776
	10970
	13164

	300,000
	27500
	1375
	2475
	4950
	7425
	9900
	12375
	14850

	350,000
	30330
	1516
	2730
	5460
	8190
	10920
	13650
	16380

	400,000
	33200
	1660
	2988
	5976
	8964
	11952
	14940
	17928

	450,000
	35890
	1795
	3230
	6460
	9690
	12920
	16150
	19380

	500,000
	38426
	1921
	3458
	6916
	10374
	13832
	17290
	20748

	750,000
	50304
	2515
	4527
	9054
	13581
	18108
	22635
	27162

	1,000,000
	61000
	3050
	5490
	10980
	16470
	21960
	27450
	32940


IF SHIP IS A CUBE

	
	
	
	
	ARMOR VOL

	X 

= side
	VOL

= X3
	Surface

AREA

X2 x 6
	HULL

VOL
	Extra Light
	Light
	Medium
	Heavy
	Extra Heavy
	Super Heavy

	10
	1000
	600
	30
	54
	108
	162
	216
	270
	324

	15
	3375
	1350
	67.5
	121.5
	243
	364.5
	486
	607.5
	729

	20
	8000
	2400
	120
	216
	432
	648
	864
	1080
	1296

	25
	15625
	3750
	187.5
	337.5
	675
	1012.5
	1350
	1687.5
	2025

	30
	27000
	5400
	270
	486
	972
	1458
	1944
	2430
	2916

	35
	42875
	7350
	367.5
	661.5
	1323
	1984.5
	2646
	3307.5
	3969

	40
	64000
	9600
	480
	864
	1728
	2592
	3456
	4320
	5184

	45
	91125
	12150
	607.5
	1093.5
	2187
	3280.5
	4374
	5467.5
	6561

	50
	125000
	15000
	750
	1350
	2700
	4050
	5400
	6750
	8100

	55
	166375
	18150
	907.5
	1633.5
	3267
	4900.5
	6534
	8167.5
	9801

	60
	216000
	21600
	1080
	1944
	3888
	5832
	7776
	9720
	11664

	65
	274625
	25350
	1267.5
	2281.5
	4563
	6844.5
	9126
	11407.5
	13689

	70
	343000
	29400
	1470
	2646
	5292
	7938
	10584
	13230
	15876

	75
	421875
	33750
	1687.5
	3037.5
	6075
	9112.5
	12150
	15187.5
	18225

	80
	512000
	38400
	1920
	3456
	6912
	10368
	13824
	17280
	20736

	85
	614125
	43350
	2167.5
	3901.5
	7803
	11704.5
	15606
	19507.5
	23409

	90
	729000
	48600
	2430
	4374
	8748
	13122
	17496
	21870
	26244

	95
	857375
	54150
	2707.5
	4873.5
	9747
	14620.5
	19494
	24367.5
	29241

	100
	1000000
	60000
	3000
	5400
	10800
	16200
	21600
	27000
	32400

	
	
	
	
	
	
	
	
	
	


APPENDIX 21

HOW BIG ARE STARFIRE SHIPS?

In the novels not much data is given about the size of the ships [however, there is a remark somewhere – must find page, that 12 million tonnes of ships destroyed in the war (this is the Human Civil War) – in ‘Insurrection’].

But ‘In Death Ground’ does have a bit near its beginning that mentions that a Hun class Survey Cruiser, that is a light cruiser is 40,000 tonnes.

It also mentions that it is the size of many heavy cruisers.

So I will assume that an average Heavy Cruiser is 40,000 tonnes.

In Galactic Starfire, 4th Edition, there is a chart – Table 9, that gives various details for ship hulls, including the Hull Spaces for each type of ship.

Here is a partial extract of that table, together with my extrapolations from above data of what mass of each type of ship class is.

From the data I then estimate that 1 HS = 500 cu.m.

	TYPE
	HULL SPACES
	EXTRAPOLATED
	ESTIMATED SIZE

	
	
	n HS = TONNES
	CUBIC METRES

	FF
	17 - 22
	20 = 16,000
	10,000

	DD
	23 - 30
	30 = 24,000
	15,000

	CL
	31 - 45
	40 = 32,000
	20,000

	CA
	46 - 60
	50 = 40,000
	25,000

	BC
	61 - 80
	75 = 60,000
	37,500

	BB
	81 - 100
	100 = 80,000
	50,000

	DN
	101 - 130
	125 = 100,000
	62,500

	SD
	131 - 165
	150 = 120,000
	75,000

	MT
	166 - 200
	200 = 160,000
	100,000

	MH
	201 - 250
	250 = 200,000
	125,000

	SM
	251 - 300
	300 = 240,000
	150,000

	LN
	301 - 400
	375 = 300,000
	187,500

	JG
	401 - 500
	500 = 400,000
	250,000


NOTE THAT LAST 4 CLASSES DO NOT APPEAR IN THE NOVELS OF THE ALLIANCE-ARACHNID WAR.  SOME OF THEM MAY BE IN ‘INSURRECTION’ THAT COVERS THE LATER HUMAN CIVIL WAR.

One can see that  the Starfire ships are not very big – the biggest in the Alliance-Arachnid War are the SuperDreadnought and Monitor that I have put in bold on the table.

These biggest SF ships (of that era) are the size of a typical FF in GD (& on the small scale size system at that).

NOTE – In Crusade it is stated that a SD is 150,000 tonnes.

If substitute this figure into table then get following results:

	TYPE
	HULL SPACES
	EXTRAPOLATED
	ESTIMATED SIZE

	
	
	n HS = TONNES
	CUBIC METRES

	FF
	17 - 22
	20 = 20,000
	13,000

	DD
	23 - 30
	27 = 27,000
	18,000

	CL
	31 - 45
	40 = 40,000
	25,000

	CA
	46 - 60
	54 = 54,000
	36,000

	BC
	61 - 80
	70 =70,000
	47,000

	BB
	81 - 100
	90 = 90,000
	60,000

	DN
	101 - 130
	115 = 115,000
	77,000

	SD
	131 - 165
	150 = 150,000
	100,000

	MT
	166 - 200
	185 = 185,000
	125,000

	MH
	201 - 250
	225 = 225,000
	150,000

	SM
	251 - 300
	275 = 275,000
	180,000

	LN
	301 - 400
	360 = 350,000
	240,000

	JG
	401 - 500
	450 = 450,000
	300,000


In the CD-ROM provided with David Weber’s ‘At All Costs’, it is revealed that Honorverse ships only have a density of 0.25, making their volume 4 times larger than their tonnage.

Now that is for the Honorverse, not Starfire, but David Weber is one of the main creators of Starfire, so this may  be reflective of densities in Starfire also, or it may not.

If we take a figure of density of Starfire ships being 0.5 then their size will be twice their tonnage, and would need to adjust final column in above table appropriately so as to reflect this.

Perhaps if gave them a density of 0.75, this would make a good compromise between Honorverse density and GD density, tending more towards GD density as Starfire ships closer in size to small scale GD ships than Honorverse ships.  In that case the volume figures in final column of above table would become 1.33 times the tonnage figures [ie double figure that is given in the column].

APPENDIX 22

COMPARING WARSHIPS OF DIFFERENT UNIVERSES

What makes Ship A superior to Ship B?

I. Superior tech level [this covers Fire/Movement/Defenses, etc]

II. Greater size

III. Combat Dedication

IV. Design/Construction vulnerabilities [eg Fed Warp Pods & Struts, & SIF].

V. Numbers [when not one-on-one] (& co-operation/fleet coherence)

Example 1

WWII BB vs Modern DDG

BB greater size.

Both high combat dedication.

DDG superior tech.

DD > BB.

Example 2

WWII BB vs Modern SuperTanker or SuperLiner

Tanker/Liner greater size.

Tanker/Liner superior tech.

Tanker/Liner has zero combat dedication.

BB >> Tanker/Liner.

Example 3

GD Frigate vs ST GCS

GCS greater size.

Frigate superior tech.

Frigate high combat dedication.

GCS moderate combat dedication.

FF > GCS.

Some other factors may also have relevence:

The Moral – crew competence.

Situational – power level, weapon status & supply, previous damage.

But for above examples assume normal conditions with none of these intangible factors applying.

What is Combat Dedication?

This is a rough measure of the purity of combat role of a ship and how it relates to that role.

As an example, a ship purely designed for war combat has a high CD.

A Q-ship that is mainly a cargo ship with some surprise weaponry built in has a low-moderate CD.

Star Trek ships only have a moderate CD as they are mainly designed as explorer ships.

Many B5 ships have a high CD [so presumably do SW warships].

GD warships have a very high CD.

SPECIAL AFTERWORD

PART A

In the Versus debates that appear in various websites one of the claims put forward for the superiority of Star Trek technology and therefore ST ships over Babylon 5 ships is that they have shields whereas most B5 ships do not.

If one takes this at face value, then this might appear so – but I see a big flaw with this argument.

Imagine if one tried to light a match in a planetary  atmosphere without Oxygen or other combustion supporting gas.  When the match fails to light, does one then say that  Earth must be a superior planet as combustion works in Earth atmosphere.  NO – that planet could be much bigger and therefore by some measures ‘superior’.

What is my point?

It is that the reason shield tech may be rare in B5 universe is that it has different physical laws that prevent such working there – this means that if ST ships go into that universe then their shield systems will not work either – and as they do not have armor then they will be weaker.

Even worse would be if their SIFs do not work, as then the ships will simply fall apart once try to accelerate to warp speed.

Of course, if the B5 ships go into the ST universe then they will have the disadvantage – unless they had prior knowledge, and hence were able to fit shield systems.

One must be careful when doing comparisons, and ask why things are the way they are in a particular science fiction universe.  It may not be because of inferior techology but simply that certain things are impossible or much more difficult there.

PART B

The Star Trek universe is very inconsistent and the producers have little mathematical ability.

What we see on screen is very weak ships – but somehow in the minds of fans of the most fanatic type they become powerful ships with [calculated by special physics and maths] very powerful weapons, shields, hulls, etc.

In contrast to this, when have reasonable people with plenty of real gaming experience do versions of ships get much more realistic effects – such as with Star Fleet Battles.

PART C

“We are the Borg.  We will adapt your biological and technological uniqueness to our own.

Resistance is futile.”

“Hello, hello there.  This is Captain Jones of the ITN Frigate Necron.

You sound a bit grumpy mate.  We have sophisticated weapons, including the missiles that I am now ordering fired at your strange cubical craft.  Who did you hire to do your design – skimped on details didn’t they?”

“We are the Borg.  We can adapt to your weapons.”

“Sure mate.  Did I tell you, no of course not we’ve only just met, silly me, that our weapons are based in Chaos science – they can not be adapted to – sorry mates.”

“We are the Borg. We ….”  KABOOM

“What a boring bunch.  Say Galley – what’s for lunch today?”

APPENDIX 23

PRE-COMBAT PROCEDURES AND PREPARATION IN GD [Battle Status]

· During normal stations, there is always some of the crew in vac suits.

· Prior to combat all crew get into Battlesuits.

· Then air pumped out of all chambers that are near outer walls, and also from command centres.

· Gunnery positions are manned [computers can operate gunnery but specialist crew do better].

· All other crew take up their Emergency Action stations.

· Weapons issued from Armory.

· All systems – Auto Repair, Damage Control, Screens, Sensors & Scanners – brought to max.

· Extra missiles from racks loaded onto Reload Vehicles.

· Life Support System closed down.

· Lifepods warmed up.

· Fighters manned & readied for launch.

· MIs go into their Shuttles, & Shuttles readied for launch.

· All Blast Doors closed.

· Anti-Intruder System & Protocols fully activated.

· Emergency supplies [food,water,air] issued – in sealed boxes.

· Ship goes to max Tac speed.










· Weapon Ports opened.

· Fighters launched.

· Targeting systems do preliminary lock-ons.

APPENDIX 24

SPECIAL PURPOSE MISSILES OR  VERY SMALL CRAFT

These are called Drones.

Are designed for particular special functions – Recon/Scouting, Courier/message, Sensor (extended range relayed  detection), stealth (spying), death log (last vital message from dying or going to deadly place ship + “black box” function ie.log records), etc.

APPENDIX 25

ALTERNATE WEAPONS SYSTEMS

For ease of basic creation, all warships are assumed to have bog standard Missile Systems and Beam Projector Systems.

However, in actuality, not only are some of these non-standard, but there are also alternate weapons systems eg helix projector, space guns, etc.

These will be considered in fine level tactical system, but their overall effect is same as for standard systems, and take up same volumes – though masses may differ.

APPENDIX 26

SPECIAL NOTE ON LONG-RANGE COMBAT

Only M4 and B4 weapon systems, and special weapon systems such as the Helix Bolt Projector may be used for long-range firing – in usual circumstances.

APPENDIX 27 MORE SPECIAL NOTES ON STAR TREK SHIPS

There is something ‘dishonest’ about the sizes of ST ships.  This is especially so with the Next Generation – Enterprise-D is much bigger than it should be – this has been done, I believe, to make it bigger than original Enterprise.

I initially ** hated the Defiant (from DS9) because of its small size, but I have recently realized that the problem isn’t that it is small, but that the other ST ships have bloated size for their capabilities.

The reason the Defiant appears small is because one often sees it next to other ships (the classic case is in First Contact).  But it is the other ships that should be closer to its size – the Enterprise D should not be significantly bigger than the original Enterprise.

One could justify it being say 30-50% greater volume, but not over 6 times bigger.

Why are the ST ships bigger than is justified – because they are trying to make themselves bigger compared to other universes where the ship sizes have more justification [mainly in that they do not contradict and defy the original source material).  It is some weird internal self-hate – “Picard’s Enterprise is bigger than Kirk’s Enterprise naahh, naahh, naahh”.

There is a lot of empty space on ST ships – most notable is the huge hangars – containing small shuttlecraft.  The auxiliary vehicles should be much bigger – this is ironic, the one type of ship they should have made much bigger they didn’t [& there are ways to get around the SFX problems – if one is imaginative eg could have only front of shuttle (or part of side) as a prop for actors to enter, with rest hidden by ship structure – there are other techniques that have been around for decades, so no justification not to have big shuttles].

DS9’s “runabouts” are bigger than shuttles, but not greatly so, and their anti-ship capabilities put to shame the big ships.

** actually, not straight away – I liked the idea of DS9 having a warship attached to it (an idea that they got from B5) and liked the Defiant until I saw it in ‘whiz’ mode – NOTE: B5’s Whitestars are of similar size to Defiant but they do not have the annoyance factor [for several reasons – one of which is that they are not unique ships but that see a large number of them so in that case smaller size doesn’t matter – they are not so ‘out of context’ or in  inappropriate juxtaposition].

APPENDIX 28  AND NOW THE BORG

If we are going to look at size of ST ships, then we may as well look at the Borg.

Some sources state that Borg cube is 3 kms on a side.

Others calc it as being smaller.

However, let us for now accept this 3km per side figure.

This gives the cube a volume of 27 cubic kms = 27,000,000,000 cubic metres.

Now much of the space of the cube is empty volume, but let’s say that 10% is non-empty (should be more but we are giving the ship benefit of a special doubt).

Say half of this non-empty volume is steel or future equivalent.

Then 1/20 x 27,000,000,000 let’s round it to 1/27 = 1,000,000,000 cubic metres of steel (1 cu km).

Steel has an SD of about 7, so this is 7,000,000,000 tonnes of steel.

I could do some research on internet to find out how much steel human race has ever created but it will be a tiny fraction of this (less than 1%) – where do the Borg get their steel – not from planets – totally insufficient available.  However, there are asteroids – many of these are near pure iron.

And as range in size up to say 1,000 kms diameter (I assume that some stellar sytems have even bigger asteroids than our own) it would seem plenty of raw material available.

These larger asteroids would be primarily rock, so let’s say largest near pure metal asteroid is 50 kms in diameter – this will have a volume of about 4 x 253 cu km = 62,500 cu kms – say that 50,000 cu km of this is suitable for Borg ship construction, then 50,000 Borg cubes can be constructed from material of this one asteroid (excludes fittings).

As function of Borg cubes seems to be as a space city, then it is quite reasonable for them to be the size they are, and they have available resources to if they wish build millions of cubes.

GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  FF
	TOTAL VOLUME:  4,000,000
	MASS:

	‘DEAD’ VOLUME:  2,880,000
	‘LIVE’ VOLUME:  1,120,000

	SPEED:  3
	ATT:  4
	DEF:  3
	TAC SPEED:  6

	SIZE:  3
	COST:  3
	Ftrs can carry:  0
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	20
	
	x 2
	

	MDE
	30
	
	x 2
	

	FUEL
	22
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	72
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [ Light ]
	4,000
	80,000
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	14,400
	x 2
	

	ARMOR [Medium ]
	‘1’
	77,760
	x 3
	

	POWER ROOMS
	1,600
	160,000
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	200,000
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	101,864
	special
	

	MISSILE RELOADS
	‘1’
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	144,000
	special
	

	AMM SYSTEMS
	‘1’
	10,000
	special
	

	AMM RELOADS
	‘1’
	10,000
	special
	

	CREW QUARTERS
	100
	5,000
	5 x QTY
	

	CREW FACILITIES
	
	4,000
	x 1
	

	BRIDGE
	‘1’
	400
	x ½ 
	

	FLAG BRIDGE
	
	NA
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	30
	3,000
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	
	NA
	x 0
	0

	FIGHTERS [   ]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	
	NA
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 


THE GD BIBLE

1. No time travel.  ‡

2. No psionic abilities  ◊

3. No pure energy beings  ◊

4. No wussy kids

‡
Can give appearance of this by trickery – such as in an old Mission Impossible episode.

◊
Unless can simulate with technology.

PSIONICS IN GD

There are no ‘mind powers’ as such in GD, but some can be simulated with advanced technology.  For example, minds can be read by putting a network in brain of subject – this has primarily been used to find out how animals think.

TIME TRAVEL IN GD

Does GD have time travel technology? [TTT]

Yes, however it can not be used in GD universe as time travel is absolutely impossible in GD universe.

Then how and why does it have TTT?

Because GD scientists have been able to simulate what a universe that does allow TT is like, and hence create tech to utilize TT in such a universe.

One of GD’s major innovations is RAD – Reality Adaptive Device [an ultra computational matrix].

This is fitted to all GD ships.

It enables being immediately able to adapt to conditions of different reality in other universes.

So if a GD ship that can not travel through planets is transferred into a universe whose natural laws do allow such – then GD ship can do this.

Similarly with universes that enable easy teleportation or invisibility or time travel, etc.

SOME SPECIFIC POINTS ABOUT GD TECH NOT COVERED ELSEWHERE

GD ships can also go deep underwater or into Jupiterlike atmospheres.

GD hulls are extremely pressure resistant.  So they can withstand fantastic pressures – whether it be the shockwave from an explosion, the depths of deepest ocean or the atmosphere of a gas giant.  Therefore also has high partial resistance versus “ripper” effects eg SFB TR beam, tractor-pressor beam weapons.

Also, highly resistent to heat, very low temperatures, radiation.

Hull Armor is treated as being Beam Resistant Armor for purposes of battles vs lower tech universe (standard races of B5 and ST).

In GD an enemy can not create a duplicate of a ship of yours and pretend it is yours – IFF would give it away –  all legitimate signals are Time Coded.

In GD log records can be instantly attached to emergency com signals – so receiving authorised people know what has happened.

GD PROFILE – A DRAFT VERSION FOR SPACEBATTLES FORCE CHART

General Rank:

Primary Strengths:

· SG (Stargate) Technology

· well-rounded tech

· high productivity

· MIs (Mobile Infantry)

· large fighters

· availability of ready supplies of otherwise expensive Hull Metal and ship fuel

· higher TL hull armor

· variety of specialised units and GP units

· big & powerful & smart missiles

· powerful energy weapons

· anti-missile shields & strong AM measures

· ships highly maneuverable for their size

· antigrav & artificial grav tech

· anti-inertia tech

· advanced methodologies & operational procedures

· bio-machine interfacing pervasive

· very tough ships

· very advanced computer systems

Secondary Strengths:

· reasonably fast FTL

· stealth tech

· invisible ship tech

· advanced genetic engineering

· each race has 1 or more specialties where it is above other empires [so if combined their sciences would leap ahead 100 years]

· each empire has Homeworld super defense system

· advanced ships continuously being developed, as dynamic empires

· lots of combat experience (due to fighting each other & pirates & neutral worlds)

· strategic & tactical (doctrine) superiority

· access to higher level tech devices & ships

· Mobile Battlestations

· Hyper Bomb tech

· Battlelinking

· Superior C3I

Weaknesses: 

· ‘only’ 22nd  (23rd) century tech  ***

***
as explained in more detail elsewhere although set in late 22nd century, the technology of GD is actually equivalent to that of 24th or 25th century of most SF universes – reasons for this include faster R&D in GD, and some outside assistance from a far more advanced race that provided some extra resources.

GD PROFILE – DRAFT VERSION FOR A WIKIPEDIA ENTRY

TO BE DONE

GD PROFILE – DRAFT VERSION FOR A BGG ENTRY

TO BE DONE

GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  RA
	TOTAL VOLUME: 210,000
	MASS:  255,000

	‘DEAD’ VOLUME:  89,250
	‘LIVE’ VOLUME:  120,750

	SPEED:  3
	ATT: 6 + 6
	DEF:  5
	TAC SPEED:  5

	SIZE:  6
	COST:  8
	Ftrs can carry:  0
	MIs can carry:  2

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	10
	21,000
	x 2
	42,000

	MDE
	15
	31,500
	x 2
	63,000

	FUEL
	17.5
	36,750
	x ½ 
	18,375

	RESERVE FUEL
	0
	         0
	x ½ 
	

	TOTAL ‘DEAD’
	42.5
	89,250
	-------
	123,375


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Light-x 1]
	210
	    4,200
	x 2
	8,400

	HULL (VOL = 1/20 SA)
	‘1’
	    1,100
	x 2
	2,200

	ARMOR [Light = x .18]
	‘1’
	    4,000
	x 3
	12,000

	POWER ROOMS
	84
	    8,400
	x 2
	16,800

	TURBOLIFTS/CORRIDORS
	‘1’
	  10,500
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	       210
	x 1
	210

	LANDING SYSTEM
	‘1’
	    2,100
	x 2
	4,200

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	         20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	    2,100
	x 1
	2,100

	AUTO REPAIR
	‘1’
	       210
	x 1
	210

	COMPUTERS, ETC.
	‘1’
	       630
	x 1
	630

	MISSILE SYSTEMS
	‘1’
	  44,088
	special
	38,000

	MISSILE RELOADS
	‘1’
	          ‘0’
	special
	10,120

	BEAM SYSTEMS
	‘1’
	  15,600
	special
	27,600

	AMM SYSTEMS
	‘1’
	    2,880
	special
	  3,240

	AMM RELOADS – [1 LOT ONLY]
	‘1’
	    2,160
	special
	  2,400

	CREW QUARTERS
	40
	    1,200
	3 x QTY
	120

	CREW FACILITIES
	
	       800
	x 1
	800

	BRIDGE
	‘1’
	       160
	x ½ 
	80

	FLAG BRIDGE
	0
	           0
	x ½ 
	0

	SHUTTLE BAY [Large]
	2
	    8,000
	x 0
	0

	SHUTTLES IN BAY [Large]
	(2)
	          ‘0’
	special
	             + S

	LIFEPODS
	13
	       520
	x 2
	1,040

	
	
	
	
	

	ARMORIES
	4
	         40
	x 1
	40

	PINNACE HANGARS
	6
	       600
	‘0’
	0

	PINNACES
	6
	          ‘0’
	10 x QTY
	60

	FIGHTER (OR SHIP) HANGARS
	0
	           0
	x 0
	NA

	FIGHTERS [   ]
	0
	           0
	special
	NA

	MI TRANSPORT CHAMBERS
	2
	  10,000
	x 0
	0

	MI UNITS
	(2)
	          ‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	    1,232
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	120,750
	
	130,270+msx         

	TOTAL
	
	210,000
	
	253,645         

	+ Crew
	40
	‘0’
	QTY x 0.2
	           8

	SG = mass / volume = 253,650/210,000
	= 1.21
	SG with 2 ‘L’ shuttles + 2 MIs = 1.22


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  GS
	TOTAL VOLUME:  160,000
	MASS:  215,000

	‘DEAD’ VOLUME:  52,000
	‘LIVE’ VOLUME:  108,000

	SPEED:  2
	ATT:  6
	DEF:  8
	TAC SPEED:  5

	SIZE:  5
	COST:  7
	Ftrs can carry:  0
	MIs can carry:  2

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	  8,000
	x 2
	16,000

	MDE
	15
	24,000
	x 2
	48,000

	FUEL
	12.5
	20,000
	x ½ 
	10,000

	RESERVE FUEL
	0
	         0
	x ½ 
	         0

	TOTAL ‘DEAD’
	32.5
	52,000
	-------
	74,000


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Very Heavy]
	640
	12,800
	x 2
	25,600

	HULL (VOL = 1/20 SA)
	‘1’
	     900
	x 2
	  1,800

	ARMOR [Super Heavy]
	‘1’
	10,000
	x 3
	30,000

	POWER ROOMS
	160
	16,000
	x 2
	32,000

	TURBOLIFTS/CORRIDORS
	‘1’
	  8,000
	x 0
	         0

	CONDUITS/WAVEGUIDES
	‘1’
	     160
	x 1
	     160

	LANDING SYSTEM
	‘1’
	  1,600
	x 2
	  3,200

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	       20
	x 1
	       20

	EMERGENCY SYSTEM/SPARES
	‘1’
	  1,600
	x 1
	  1,600

	AUTO REPAIR
	‘1’
	     160
	x 1
	     160

	COMPUTERS, ETC.
	‘1’
	     480
	x 1
	     480

	MISSILE SYSTEMS
	‘1’
	22,044
	special
	19,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	  5,060

	BEAM SYSTEMS
	‘1’
	  7,800
	special
	13,800

	AMM SYSTEMS
	‘1’
	  1,440
	special
	  1,620

	AMM RELOADS
	‘1’
	  2,160
	special
	  2,400

	CREW QUARTERS
	40
	  1,200
	3 x QTY
	    120

	CREW FACILITIES
	
	     800
	x 1
	    800

	BRIDGE
	‘1’
	     160
	x ½ 
	      80

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [LARGE]
	2
	  8,000
	x 0
	        0

	SHUTTLES IN BAY [LARGE]
	(2)
	‘0’
	special
	             + S

	LIFEPODS
	13
	    520
	x 2
	 1,040

	
	
	
	
	

	ARMORIES
	4
	      40
	x 1
	     40

	PINNACE HANGARS
	4
	    400
	‘0’
	       0

	PINNACES
	4
	‘0’
	10 x QTY
	     40

	FIGHTER (OR SHIP) HANGARS
	NA
	NA
	x 0
	NA

	FIGHTERS [   ]
	NA
	‘0’
	special
	NA         

	MI TRANSPORT CHAMBERS
	2
	10,000
	x 0
	       0

	MI UNITS
	(2)
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	  1,716
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	108,000
	
	139,020  +msx

	TOTAL
	
	160,000
	
	213,020  +msx

	+ Crew
	40
	‘0’
	QTY x 0.2
	        8

	SG = mass / volume = 215,000/160,000 =
	1.34
	SG with 2 ‘L’ shuttles + 2 MIs =  1.35


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  TT
	TOTAL VOLUME:  80,000
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:  3
	ATT:  0
	DEF:  3
	TAC SPEED:  4

	SIZE:  3
	COST:  2
	Ftrs can carry:  0
	MIs can carry:  4

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	
	special
	

	MISSILE RELOADS
	‘1’
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	‘1’
	
	special
	

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	
	
	x 0
	0

	FIGHTERS [   ]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	
	
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  CVC
	TOTAL VOLUME:  170,000
	MASS:  166,000

	‘DEAD’ VOLUME:  55,250
	‘LIVE’ VOLUME:  114,750

	SPEED:  2
	ATT:  6
	DEF:  6
	TAC SPEED:  5

	SIZE:  6
	COST:  7
	Ftrs can carry:  4
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	8,500
	x 2
	17,000

	MDE
	15
	25,500
	x 2
	51,000

	FUEL
	12.5
	21,250
	x ½ 
	10,625

	RESERVE FUEL
	  0
	         0
	x ½ 
	

	TOTAL ‘DEAD’
	32.5
	55,250
	-------
	78,625


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Light]
	170
	3,400
	x 2
	6,800

	HULL (VOL = 1/20 SA)
	‘1’
	925
	x 2
	1,850

	ARMOR [Medium]
	‘1’
	5,000
	x 3
	15,000

	POWER ROOMS
	68
	6,800
	x 2
	13,600

	TURBOLIFTS/CORRIDORS
	‘1’
	8,500
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	170
	x 1
	170

	LANDING SYSTEM
	‘1’
	1,700
	x 2
	3,400

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	1,700
	x 1
	1,700

	AUTO REPAIR
	‘1’
	170
	x 1
	170

	COMPUTERS, ETC.
	‘1’
	510
	x 1
	510

	MISSILE SYSTEMS
	‘1’
	22,044
	special
	19,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	5,060

	BEAM SYSTEMS
	‘1’
	7,800
	special
	13,800

	AMM SYSTEMS
	‘1’
	1,440
	special
	1,620

	AMM RELOADS
	‘1’
	2,160
	special
	2,400

	CREW QUARTERS
	40
	1,200
	3 x QTY
	120

	CREW FACILITIES
	
	800
	x 1
	800

	BRIDGE
	‘1’
	160
	x ½ 
	80

	FLAG BRIDGE
	
	
	x ½ 
	0

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	13
	520
	x 2
	1,040

	
	
	
	
	

	ARMORIES
	4
	40
	x 1
	40

	PINNACE HANGARS
	4
	400
	‘0’
	0

	PINNACES
	4
	‘0’
	10 x QTY
	40

	FIGHTER (OR SHIP) HANGARS
	4
	48,000
	x 0
	0

	FIGHTERS [   ]
	(4)
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	0
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	2,991
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	114,750
	
	87,220+fmsx

	TOTAL
	
	170,000
	
	165,845+fmsx     

	+ Crew
	40
	‘0’
	QTY x 0.2
	      8

	SG = mass / volume = 166,000/170,000 
	= 0.98
	SG with max qty of Fighters = 1.31


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  CVA
	TOTAL VOLUME:  450,000
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:  3
	ATT:  5
	DEF:  5
	TAC SPEED:  4

	SIZE:  10
	COST:  7
	Ftrs can carry:  20
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	17,754
	special
	15,500

	MISSILE RELOADS
	‘1’
	‘0’
	special
	4,130

	BEAM SYSTEMS
	‘1’
	5,100
	special
	9,000

	AMM SYSTEMS
	‘1’
	960
	special
	1,080

	AMM RELOADS
	‘1’
	1,728
	special
	1,920

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	20
	240,000
	x 0
	0

	FIGHTERS [   ]
	(20)
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	0
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  CVB
	TOTAL VOLUME:  450,000
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:  2
	ATT:  6
	DEF:  6
	TAC SPEED:  4

	SIZE:  10
	COST:  8
	Ftrs can carry:  16
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	22,500
	x 2
	45,000

	MDE
	10
	45,000
	x 2
	90,000

	FUEL
	11
	49,500
	x ½ 
	24,750

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	26
	117,000
	-------
	159,750


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Heavy]
	1,350
	27,000
	x 2
	54,000

	HULL (VOL = 1/20 SA)
	‘1’
	1,800
	x 2
	3,600

	ARMOR [Heavy]
	‘1’
	12,900
	x 3
	38,700

	POWER ROOMS
	360
	36,000
	x 2
	72,000

	TURBOLIFTS/CORRIDORS
	‘1’
	15,000
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	450
	x 1
	450

	LANDING SYSTEM
	‘1’
	4,500
	x 2
	9,000

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	4,500
	x 1
	4,500

	AUTO REPAIR
	‘1’
	450
	x 1
	450

	COMPUTERS, ETC.
	‘1’
	1,350
	x 1
	1,350

	MISSILE SYSTEMS
	‘1’
	22,044
	special
	19,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	5,060

	BEAM SYSTEMS
	‘1’
	7,800
	special
	13,800

	AMM SYSTEMS
	‘1’
	1,440
	special
	1,620

	AMM RELOADS
	‘1’
	2,160
	special
	2,400

	CREW QUARTERS
	40
	1,200
	3 x QTY
	120

	CREW FACILITIES
	
	800
	x 1
	800

	BRIDGE
	‘1’
	160
	x ½ 
	80

	FLAG BRIDGE
	1
	160
	x ½ 
	80

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	13
	520
	x 2
	1,040

	
	
	
	
	

	ARMORIES
	4
	40
	x 1
	40

	PINNACE HANGARS
	4
	400
	‘0’
	0

	PINNACES
	4
	‘0’
	10 x QTY
	40

	FIGHTER (OR SHIP) HANGARS
	16
	192,000
	x 0
	0

	FIGHTERS [   ]
	(16)
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	0
	‘0’
	100 x QTY
	   0       

	MISCELLANEOUS STORAGE
	‘1’
	306
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	333,000
	
	228,150+fsx

	TOTAL
	
	450,000
	
	387,900+fsx

	+ Crew
	40
	‘0’
	QTY x 0.2
	8

	SG = mass / volume = 390,000/450,000
	0.87
	SG with max qty of Fighters = 1.36


note: less turbolifts (as much of volume is hangars)

GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  CVD
	TOTAL VOLUME: 160,000
	MASS:  210,000

	‘DEAD’ VOLUME:  52,000
	‘LIVE’ VOLUME:  108,000

	SPEED:  2
	ATT:  7
	DEF:  6
	TAC SPEED:  5

	SIZE:  5
	COST:  8
	Ftrs can carry:  2
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	  8,000
	x 2
	16,000

	MDE
	15
	24,000
	x 2
	48,000

	FUEL
	12.5
	20,000
	x ½ 
	10,000

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	32.5
	52,000
	-------
	74,000


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Heavy]
	480
	9,600
	x 2
	19,200

	HULL (VOL = 1/20 SA)
	‘1’
	900
	x 2
	1,800

	ARMOR [Extra Heavy]
	‘1’
	8,000
	x 3
	24,000

	POWER ROOMS
	120
	12,000
	x 2
	24,000

	TURBOLIFTS/CORRIDORS
	‘1’
	7,000
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	160
	x 1
	160

	LANDING SYSTEM
	‘1’
	1,600
	x 2
	3,200

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	1,600
	x 1
	1,600

	AUTO REPAIR
	‘1’
	160
	x 1
	160

	COMPUTERS, ETC.
	‘1’
	480
	x 1
	480

	MISSILE SYSTEMS
	‘1’
	28,000
	special
	20,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	8,000

	BEAM SYSTEMS
	‘1’
	12,000
	special
	22,000

	AMM SYSTEMS
	‘1’
	1,920
	special
	2,160

	AMM RELOADS
	‘1’
	3,456
	special
	3,840

	CREW QUARTERS
	30
	900
	3 x QTY
	2,700

	CREW FACILITIES
	
	600
	x 1
	600

	BRIDGE
	‘1’
	120
	x ½ 
	60

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	10
	400
	x 2
	800

	
	
	
	
	

	ARMORIES
	4
	40
	x 1
	40

	PINNACE HANGARS
	4
	400
	‘0’
	0

	PINNACES
	4
	‘0’
	10 x QTY
	40

	FIGHTER (OR SHIP) HANGARS
	2
	18,000
	x 0
	0

	FIGHTERS [2]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	          

	MISCELLANEOUS STORAGE
	‘1’
	644
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	108,000
	
	134,860+fsx

	TOTAL
	
	
	
	208,860+fsx

	+ Crew
	30
	‘0’
	QTY x 0.2
	     6

	SG = mass / volume = 210,000/160,000
	1.31
	SG with max qty of Fighters = 1.49


Note: less turbolifts due to fighter hangars; non-regular small hangars due to temp function

Also slightly less power rooms.

GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  CVE
	TOTAL VOLUME:  170,000
	MASS:  140,000

	‘DEAD’ VOLUME:  55,250
	‘LIVE’ VOLUME:  114,750

	SPEED:  2
	ATT:  4
	DEF:  5
	TAC SPEED:  5

	SIZE:  6
	COST:  5
	Ftrs can carry:  6
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	  8,500
	x 2
	17,000

	MDE
	15
	25,500
	x 2
	51,000

	FUEL
	12.5
	21,250
	x ½ 
	10,625

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	32.5
	55,250
	-------
	78,625


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Light]
	170
	3,400
	x 2
	6,800

	HULL (VOL = 1/20 SA)
	‘1’
	900
	x 2
	1,800

	ARMOR [Medium]
	‘1’
	5,000
	x 3
	15,000

	POWER ROOMS
	54
	5,400
	x 2
	10,800

	TURBOLIFTS/CORRIDORS
	‘1’
	5,000
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	170
	x 1
	170

	LANDING SYSTEM
	‘1’
	1,700
	x 2
	3,400

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	1,700
	x 1
	1,700

	AUTO REPAIR
	‘1’
	170
	x 1
	170

	COMPUTERS, ETC.
	‘1’
	510
	x 1
	510

	MISSILE SYSTEMS
	‘1’
	11,348
	special
	10,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	1,340

	BEAM SYSTEMS
	‘1’
	3,200
	special
	5,600

	AMM SYSTEMS
	‘1’
	480
	special
	540

	AMM RELOADS
	‘1’
	864
	special
	960

	CREW QUARTERS
	30
	900
	3 x QTY
	90

	CREW FACILITIES
	
	600
	x 1
	600

	BRIDGE
	‘1’
	120
	x ½ 
	60

	FLAG BRIDGE
	0
	0
	x ½ 
	0

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	10
	400
	x 2
	800

	
	
	
	
	

	ARMORIES
	2
	20
	x 1
	20

	PINNACE HANGARS
	2
	200
	‘0’
	0

	PINNACES
	2
	‘0’
	10 x QTY
	20

	FIGHTER (OR SHIP) HANGARS
	6
	72,000
	x 0
	0

	FIGHTERS [   ]
	(6)
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	0
	‘0’
	100 x QTY
	    0  

	MISCELLANEOUS STORAGE
	‘1’
	608
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	114,750
	
	60,400

	TOTAL
	
	
	
	139,025

	+ Crew
	30
	‘0’
	QTY x 0.2
	      6

	SG = mass / volume = 140,000/170,000
	0.83
	SG with max qty of Fighters = 1.32


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  SCS
	TOTAL VOLUME:  275,000
	MASS:  240,000

	‘DEAD’ VOLUME:  71,500
	‘LIVE’ VOLUME:  203,500

	SPEED:  2
	ATT:  8
	DEF:  5
	TAC SPEED:  4

	SIZE:  7
	COST:  8
	Ftrs can carry:  8
	MIs can carry:  0

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	13,750
	x 2
	27,500

	MDE
	10
	27,500
	x 2
	55,000

	FUEL
	11
	30,250
	x ½ 
	15,125

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	26
	71,500
	-------
	97,625


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Light]
	275
	5,500
	x 2
	11,000

	HULL (VOL = 1/20 SA)
	‘1’
	1,300
	x 2
	2,600

	ARMOR [Light]
	‘1’
	4,700
	x 3
	14,100

	POWER ROOMS
	90
	9,000
	x 2
	18,000

	TURBOLIFTS/CORRIDORS
	‘1’
	8,750
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	275
	x 1
	275

	LANDING SYSTEM
	‘1’
	2,750
	x 2
	5,500

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	2,750
	x 1
	2,750

	AUTO REPAIR
	‘1’
	275
	x 1
	275

	COMPUTERS, ETC.
	‘1’
	825
	x 1
	825

	MISSILE SYSTEMS
	‘1’
	35,474
	special
	30,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	11,880

	BEAM SYSTEMS
	‘1’
	16,400
	special
	29,600

	AMM SYSTEMS
	‘1’
	2,400
	special
	  2,700

	AMM RELOADS
	‘1’
	4,320
	special
	4,800

	CREW QUARTERS
	50
	1,500
	3 x QTY
	150

	CREW FACILITIES
	
	2,000
	x 1
	2,000

	BRIDGE
	‘1’
	200
	x ½ 
	100

	FLAG BRIDGE
	1
	200
	x ½ 
	100

	SHUTTLE BAY [‘S’]
	2
	1,500
	x 0
	0

	SHUTTLES IN BAY [2]
	2
	‘0’
	special
	     400

	LIFEPODS
	16
	640
	x 2
	1,280

	
	
	
	
	

	ARMORIES
	4
	40
	x 1
	40

	PINNACE HANGARS
	2
	200
	‘0’
	0

	PINNACES
	2
	‘0’
	10 x QTY
	20

	FIGHTER (OR SHIP) HANGARS
	8
	96,000
	x 0
	0

	FIGHTERS [   ]
	(8)
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	0
	0
	x 0
	0

	MI UNITS
	0
	‘0’
	100 x QTY
	   0       

	MISCELLANEOUS STORAGE
	‘1’
	6,481
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	203,500
	
	138,415+fx

	TOTAL
	
	275,000
	
	236,040+fx

	+ Crew
	50
	‘0’
	QTY x 0.2
	   10

	SG = mass / volume = 240,000/275,000
	0.87
	SG with max qty of Fighters = 1.28


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:  NSCS
	TOTAL VOLUME:  200,000
	MASS:  205,000

	‘DEAD’ VOLUME:  52,000
	‘LIVE’ VOLUME:  148,000

	SPEED:  2
	ATT:  7
	DEF:  6
	TAC SPEED:  4

	SIZE:  6
	COST:  9
	Ftrs can carry:  4
	MIs can carry:  1

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	  5
	10,000
	x 2
	20,000

	MDE
	10
	20,000
	x 2
	40,000

	FUEL
	11
	22,000
	x ½ 
	11,000

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	26
	52,000
	-------
	71,000


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [Medium]
	400
	8,000
	x 2
	16,000

	HULL (VOL = 1/20 SA)
	‘1’
	1,050
	x 2
	2,100

	ARMOR [Heavy]
	‘1’
	7,500
	x 3
	22,500

	POWER ROOMS
	110
	11,000
	x 2
	22,000

	TURBOLIFTS/CORRIDORS
	‘1’
	7,500
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	200
	x 1
	200

	LANDING SYSTEM
	‘1’
	2,000
	x 2
	4,000

	LIFE SUPPORT SYSTEM
	‘1’ ‘C’
	20
	x 1
	20

	EMERGENCY SYSTEM/SPARES
	‘1’
	2,000
	x 1
	2,000

	AUTO REPAIR
	‘1’
	200
	x 1
	200

	COMPUTERS, ETC.
	‘1’
	600
	x 1
	600

	MISSILE SYSTEMS
	‘1’
	28,000
	special
	20,000

	MISSILE RELOADS
	‘1’
	‘0’
	special
	8,000

	BEAM SYSTEMS
	‘1’
	12,000
	special
	22,000

	AMM SYSTEMS
	‘1’
	1,920
	special
	2,160

	AMM RELOADS
	‘1’
	3,456
	special
	3,840

	CREW QUARTERS
	50
	1,500
	3 x QTY
	4,500

	CREW FACILITIES
	
	1,000
	x 1
	1,000

	BRIDGE
	‘1’
	200
	x ½ 
	100

	FLAG BRIDGE
	1
	200
	x ½ 
	100

	SHUTTLE BAY [Large]
	1
	4,000
	x 0
	0

	SHUTTLES IN BAY [   ]
	‘1’
	‘0’
	special
	             + S

	LIFEPODS
	16
	640
	x 2
	1,280

	
	
	
	
	

	ARMORIES
	4
	40
	x 1
	40

	PINNACE HANGARS
	4
	400
	‘0’
	0

	PINNACES
	4
	‘0’
	10 x QTY
	40

	FIGHTER (OR SHIP) HANGARS
	4
	48,000
	x 0
	0

	FIGHTERS [   ]
	‘4’
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	1
	5,000
	x 0
	0

	MI UNITS
	‘1’
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	1,574
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	148,000
	
	132,680

	TOTAL
	
	200,000
	
	203,680

	+ Crew
	50
	‘0’
	QTY x 0.2
	        10

	SG = mass / volume = 205,000/200,000
	1.02
	SG with max qty of Fighters = 1.3


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:
	TOTAL VOLUME:
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:
	ATT:
	DEF:
	TAC SPEED:

	SIZE:
	COST:
	Ftrs can carry:
	MIs can carry:

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	
	special
	

	MISSILE RELOADS
	‘1’
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	‘1’
	
	special
	

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	
	
	x 0
	0

	FIGHTERS [   ]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	
	
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 


GD SHIP DESIGN FORM  REFORMATTED DESIGN  23 NOVEMBER 2005 COMPUTER USE

	SHIP TYPE:
	TOTAL VOLUME:
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:
	ATT:
	DEF:
	TAC SPEED:

	SIZE:
	COST:
	Ftrs can carry:
	MIs can carry:

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS

	SCREEN GENERATORS [   ]
	
	
	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
	
	x 0
	0

	CONDUITS/WAVEGUIDES
	‘1’
	
	x 1
	

	LANDING SYSTEM
	‘1’
	
	x 2
	

	LIFE SUPPORT SYSTEM
	‘1’
	
	x 1
	

	EMERGENCY SYSTEM/SPARES
	‘1’
	
	x 1
	

	AUTO REPAIR
	‘1’
	
	x 1
	

	COMPUTERS, ETC.
	‘1’
	
	x 1
	

	MISSILE SYSTEMS
	‘1’
	
	special
	

	MISSILE RELOADS
	‘1’
	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	‘1’
	
	special
	

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
	

	
	
	
	
	

	ARMORIES
	
	
	x 1
	

	PINNACE HANGARS
	
	
	‘0’
	0

	PINNACES
	
	‘0’
	10 x QTY
	

	FIGHTER (OR SHIP) HANGARS
	
	
	x 0
	0

	FIGHTERS [   ]
	
	‘0’
	special
	            + F

	MI TRANSPORT CHAMBERS
	
	
	x 0
	0

	MI UNITS
	
	‘0’
	100 x QTY
	           + M

	MISCELLANEOUS STORAGE
	‘1’
	
	special
	           + X

	
	
	
	
	

	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 
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	SHIP TYPE:
	TOTAL VOLUME:
	MASS:

	‘DEAD’ VOLUME:
	‘LIVE’ VOLUME:

	SPEED:
	ATT:
	DEF:
	TAC SPEED:

	SIZE:
	COST:
	Ftrs can carry:
	MIs can carry:

	DEAD SYSTEMS
	VOLUME %
	VOLUME
	MASS MULTIPLIER
	MASS

	IDE
	
	
	x 2
	

	MDE
	
	
	x 2
	

	FUEL
	
	
	x ½ 
	

	RESERVE FUEL
	
	
	x ½ 
	

	TOTAL ‘DEAD’
	
	
	-------
	


	‘LIVE’ SYSTEMS
	QTY
	VOLUME
	Mass Mult 
	MASS
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	x 2
	

	HULL (VOL = 1/20 SA)
	‘1’
	
	x 2
	

	ARMOR [   ]
	‘1’
	
	x 3
	

	POWER ROOMS
	
	
	x 2
	

	TURBOLIFTS/CORRIDORS
	‘1’
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	COMPUTERS, ETC.
	‘1’
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	‘1’
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	MISSILE RELOADS
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	‘0’
	special
	

	BEAM SYSTEMS
	‘1’
	
	special
	

	AMM SYSTEMS
	‘1’
	
	special
	

	AMM RELOADS
	‘1’
	
	special
	

	CREW QUARTERS
	
	
	3 x QTY
	

	CREW FACILITIES
	
	
	x 1
	

	BRIDGE
	‘1’
	
	x ½ 
	

	FLAG BRIDGE
	
	
	x ½ 
	

	SHUTTLE BAY [   ]
	
	
	x 0
	0

	SHUTTLES IN BAY [   ]
	
	‘0’
	special
	             + S

	LIFEPODS
	
	
	x 2
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	PINNACE HANGARS
	
	
	‘0’
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	PINNACES
	
	‘0’
	10 x QTY
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	special
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	‘0’
	100 x QTY
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	MISCELLANEOUS STORAGE
	‘1’
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	TOTAL ‘LIVE’
	
	
	
	       +FMSX

	TOTAL
	
	
	
	       +FMSX

	+ Crew
	
	‘0’
	QTY x 0.2
	

	SG = mass / volume = 
	
	SG with max qty of Fighters = 
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NEW SPECIAL DESIGN NOTES

Due to the large empty spaces of the Fighter Hangars, CV type ships need less turbolifts than is stated in general formulations.  So allocations for these should be lessened, and the excess can be allocated to supplies [miscellaneous storage] and reserve fuel.

There would also be a slight reduction in power rooms required, for same reason.

Differences in racial/empire ship design philosophies can show up at this ‘super tactical’ level and also at tactical level.

So, for instance two races can each have ships classed as Destroyers, and can even have same generic strategic stats, but one might have heavier screens or armor, or different mix of missile launchers and beams projectors.  One might have greater ‘regenerative’ ability [ie may have superior auto repair, more damage control parties and more spares]. Etcetera.

The amount of volume allocated for Miscellaneous Storage can include special workshops, labs, special training areas, spare items and machinery and supplies, special equipment, etc.

THE SCS

This has the secondary function of providing combat support – it can during an attack provide long range fire support with its heavy weapons, and by sending fighters into the battle.

Its primary function is inherent in its name – it is meant to orbit a planet or lurk in space, and control that stellar region.  It functions like a light battlestation – that can if necessary move.

If it has its full complement of 8 fighters, then it can reprovision another CV with 4 of them.

It is a cross between a BB and a CV [and is subject to CV minimum fighter rule), with the firepower of a BB, but the light screens and armor of a CV [& has 2/3 fighter carrying capacity of a full CV, and none of the MI transport ability of a BB].

It is also exactly half way in volumetric size between a standard BB and a standard CV.

THE NSCS

In an effort to create a more versatile, cheaper version of the SCS, the Neo-SCS was created.

It reduces the firepower in exchange for better armor and screens, and reduced size.

It reduces the ability to carry 8 fighters to 4 fighters, but can also transport 1 MI unit.

Because it transports MIs, the NSCS is more likely to find itself in actual close battle/skirmishes – hence another reason for it to have enhanced defenses.

THE CVC

An application for the CVC is that because it doesn’t have the normal CV fighter restrictions it could transport 4 fighters and transfer them to a CV, then itself be involved in battle as a CA+.

SOME NEW [WELL December 2005 actually] SHIP AND COMBAT IDEAS

SPECIAL ABILITIES FOR EACH SHIP CLASS
FF, DD, CL – Escort Ability [Enhanced Screening Capability].

Each of these provides 1 point more than its nominal rating when screening other units.

CA, CB, … - Enhanced Anti-Ship Gunnery [Medium Gun Capability].

Due to heavier guns these units are more effective vs big ships than vs little ships.

ABSTRACTED ALTERNATIVE
Certain units are better against certain other units – a non-‘equal’ relationship [like with Rock-Scissors-Paper].

So as to make it not simply this relationship but also ‘normal’ – have each ship has 2 attack ratings – 1 normal, 1 for its superiority effect (would need whole combat system to be different eg 1 – 1 matchups),  Could have side with Superior Leader Rating for a Battle do the matchups (or Superior Maneuver side).

SUB-TACTICAL MANEUVERING COMBAT SYSTEM
Each side groups its units – then groups fight each other.

As each sides number of groups must be equal – add up all units of each side (then divide by 1D6 rounding down – to get total # of groups – then by 2 (rounding down to even #) to get groups each side has.

Each secretly splits ships into that # of groups [GBDS to be considered separately].

Groups are then matched with each other [How? (i)  Biggest vs Biggest OR (ii) Random.

Biggest defined – most #s or greatest combined power (Power = Combat Capability)].

[CVs are not included in any group].

SECRET EMERGENCY SHIP REPAIR DOCKS/YARDS
REMOTE LABORATORY UNIT [JULY 2004]

A unit with own drive, remote control & remote control sensors and test instruments – to test potentially dangerous (explosive, etc) materials, objects, creatures.

SHIP EXPERIENCE AND REPUTATION [NOVEMBER 2005]

An experienced, well seasoned together crew may have a slight bonus.

A ship may have a Reputation – that makes opponents reluctant, hesitant or fearful of/when taking it on.

SELF-REPLENSIHMENT FIGHTER [SFtrS]

This is rare, as usually not needed, type of independent operations fighter.

It is a SuperFighter with some unique items of equipment on it – 4 special machines:

(i) a missile creation factory – that can create new missiles from external resources.

(ii) a special refueling system.

(iii) a special self-repair system.

(iv) mining equipment.

GD ANALYSIS

Balance:



Good

Bookkeeping:


Medium

Cards as play enhancers:

High

Challenging to master:

Medium-High

Combat Resolution & System:
Very Good

Commerce/Trade:


Low (in Basic Rules)

Completeness:


Medium-High

Complexity:


Medium

Comprehensiveness:
Medium (High with OR & added Levels)

Counters as play enhancers:
Medium

Designer Notes:


Very large

Diplomacy:


Low (Basic Game)

Downtime:



Very Good (Low)

Ease of Learning:


High

Economics:


High

Entertainment/Fun:

High

Excitement


Medium

Game Name:


Good

Logic:



High

Map:



Low

Military: 



High

Movement system:

Good

Optional Rules:


High

Originality in Development:
Medium

Originality of Concept:

Low

Playability:


Good

Playaids:



Very Good

Player Interaction:


Good

Politics:



Medium

Production Values:

NA

Quick to Play:


Medium

Racial Differentiation:

Low

Randomness/Luck:

Low

Realism:



Fair

Record Keeping:


Good

Recovery from Bad Break:
High

Replay Value:


High

Resource Management:

Good

Rules Clarity:


Very High

Rules Levels:


Yes

Rules non-ambiguity:

Very High

Rules Organization:

High

Rules Solidity/comprehensive:
High

Simulation:


Medium

Start Speed:


Good

Strategy:



Good

Tech Research and Upgrades:
None (except OR)

Theme adherence:


High

Total War possibility:

Good

Turn Order system:

Good

Units Variety:


High

Variants:

 Medium

Victory Conditions:Medium

Expand:

Medium

Exploit:

Medium

Explore:

High

Exterminate:
High

POSSIBLE NEW RULES FOR GD

OPTIONAL RULE – THEREFORE VOTED ON BY  PLAYERS, OR A STANDARD RULES CHANGE?

re: Encounter Rolls:

If in first turn you have had no Resource Planet encounters, in Turn 2 add 1 to your 1D6 roll on Encounter Cards.

Similarly, if in Turn 2, have no Resource Planet encounters, 1D6+1 in Turn 3.

Roll of 6 remains as 6.

PAYMENT FOR WAR – DECLARED WAR

Minor Conflict – cost $15 – may attack up to 3 hexes controlled by one opponent – in same or different turns.

Major Conflict – cost $35 – may attack any # of hexes controlled by one opponent.  You may declare any # of conflicts – is done at start of turn (in Diplomacy Phase?)

If you do not declare war, can defend but not do offense.

Another Idea:

To be first player to declare war against a particular opponent costs $20.

To be 2nd player to declare war vs that same player costs $50.

To be 3rd player costs $100.

4th player $150
5th player $200.

This prevents/limits Kingmaking.

New Tactics Cards arising from these rule ideas:

Surprise Attack

You may Declare one War at start of Exploration Phase, instead of in Diplomacy Phase.  Normal payments must still be made.

Play at start of Encounter Phase.

Prevent War

Counter one Declaration of War made agaianst you.

Opponent receives refund of half of Declare War cost (round down).

That player can not Declare War against you in this turn.

AUTO-ATTRITION RULE  This would be an Expert + Level Rule

During each turn each player lose some ships – these are lost to battles (or mystery events) players do not know about, or lack details of [eg may know where].

SPECIAL NOTE ON EXPLORATION

Only some Colony Worlds are Resource Worlds.

So your empire has a number of worlds other than Resource Worlds – Colonies, Research worlds, Naval Base worlds, etc.

THESE ARE NOT SHOWN IN BASIC GAME.

New Grandmaster or Master Level Rule

Economic Cost to build units.

Contrasts with current “Combat based” cost system.

VP ALTERNATIVES

To encourage combat – VPs for each ship killed – amount depends on its type.

If using Basic Combat could make VPs for small ships relatively high – to encourage destroying own bigger ships.

Supplementary – trade in VPs to get new ships from your Reserve.

MASTER LEVEL RULE – Buying Mercs (Mercenaries) from other player races.

eg A wants to attack planet B; he doesn’t have enough MIs but empire C has a nearby planet with MIs – he hires them.

Note (a): for each Merc MI must also have one MI of own fighting with it (ie alongside it).

Note (b): If any MIs eliminated must first choose your own MIs.

NEW TACTICS CARD IDEAS – MISCELLANEOUS

ESPIONAGE SUCCESS

You may build a copy of one Supership that an opponent has.

However, must pay its Special Ship Cost.

When you pay for this unit, also draw a new Tactics Card.

LADY LUCK SMILES ON YOU

You can change the result of any one other die roll just rolled [Note: wth TC Favourite Ship, 1D6 & 1D3 rolls are considered to be rolled simultaneously].

SUPERIOR DAMAGE CONTROL

Remove up to 3 points total damage from 1 or 2 or 3 units.

Instant Effect [so this can save 1 Defense units from dying].

OVERLOADED WEAPONS

For one unit for one round can choose to ‘double fire’ any of its weapons.  Each weapon so doubled can not fire in next round of combat.

Eg. a cruiser [6 Att] decides to shoot 4 of its weapons overloaded – this means it has 6 + 4 = 10 attacks this round, and 6 – 4 = 2 attacks next round.

POLITICAL INTERFERENCE

Select an opponent.  Select a fleet of theirs [conditions apply].  Send this fleet from A towards B [conditions apply].

SAYINGS

“That which does not make us stronger, kills us.”  The Anti-Nietszche.

“I wish to paraphrase an earlier namesake of mine.  We will before this decade is over  xxxx.  we do this not because it is easy, but because it is hard.

John Kennedy, Space Marshall, 2072

“If you attack, a great empire will fall.”

“How will it end?”  “In fire.”

“Not bad – for a human.”  Bishop to Ripley in ‘Aliens’.

Go not softly into the night

But rage, rage, against the dying of the light.

No man is an island, in himself contained

But is part of that large continent

John Donne, extract from 

“My name is Jeremiah.  Welcome to the end of the world.”  Robert Englund in B5

 ‘Grey 17 is Missing’.

Note: Both ‘Babylon 5’ and ‘Jeremiah’ were JMS created series.  In ‘Jeremiah’ there is an org called ‘The End of the World’[based at Cheyenne Mountain].

This is also a biblical reference, as is the name Jeremiah.  B5 and Jeremiah are both about redemption.

Quote from First Contact:

“We are the Borg.  Lower your shields and surrender your ships.  We will add your biological and technological distinctiveness to our own.  Your culture will adapt to service us.  Resistance is futile.”  

Has 5 sentences.  Has 25 = 32 words. 2 is of course the basis of binary computers.

DESCRIPTION OF GALACTIC DOMINATION

Space Empire Strategic Board Game on a Grand Scale – is a Building game, a Space Conquest game, a Conquer-the-Universe (CTU) style game.

Is a game of strategy, tactics, diplomacy, politics, economics, commerce, war, religion, military, technology, exploration, expansion, exploitation, extermination.

Also a game of space warfare, planetary warfare, large space fleets, battlestations, warships.

It has balance, realism, playability, excitement, high adventure, multiple races and empires, style and substance.

ME AND HONOR HARRINGTON

I first read an Honor Harrington story only recently – March 2002  Honor Among Enemies and also Changer of Worlds.  Since then I have read all of them.

ALSO RE: DAVID WEBER et al.

I read some Starfire short stories in the old Nexus magazine [not to be confused with the New Age mag of the same name – it was the predecessor of Captain’s Log (the SFB and F&E magazine].  During the past 3 years I have obtained (and read all of them at least twice each) the 4 Starfire novels by David Weber and Steve White.

MISCELLANEOUS NOTE ON SHIPYARDS

SIZ of SY is not its actual SIZ but its capacity [where using rules on how much SIZ of units it can build in a turn].

Similarly, SG SIZ is simply a rough guide to largest SIZ of individual unit that can go through it.

MISCELLANEOUS NOTE ON MAP SCALE

The size of hexes is not really size – but spacetime-power relationship.

So, for example, hex next to Earth-Mars is several LYs across.  Earth and Mars are close to each other in spatial terms – but their power separates them temporally.

Another explanation for why they are in separate hexes is that both on a hex edge.

FTL IN STAR TREK

Janeway at end of ‘Caretaker’:

“Even at our maximum speed it would take us 75 years to get home.”

This statement implies that at cruise speed it would take several hundred years.

It is a distance of 70,000 LYs.

70,000 LYs distance/200 years (min) time = 350c velocity.

Therefore, the maximum cruise speed of Voyager [one of the Federation’s most advanced and fastest ships] is about 300c [& max velocity is about 933c].

The statement by Janeway is absolute canon.  Not simply because it was stated in an episode, but stated in the pilot episode and in an authoritative manner by the main character, in a clear statement – not a throw away line, or anything that can be dismissed as utterance of a minor or ignorant character – this is Janeway, Captain of the ship and also she is a scientist whose expertise is in this area.

Consider everything that arises from this.  There have been many claims made about how fast ST FTL is – they are wrong; disproved by this unassailable statement above.

In the original series there was a clear understanding of what warp speeds meant – the cube of the given warp number was the multiplier applicable to c.  Giving following results:

Warp Factor
times c
1


1

2


8

3


27

4


64

5


125

6


216
cruise speed of Enterprise

7


343

8


512
maximum emergency speed of Enterprise

9


729
speed of Enterprise when affected by alien science temporarily

10


1000
speed of Enterprise when affected by alien science temporarily

etc

Now with the given speeds it was impossible that the original Enterprise could have achieved the ranges that it did achieve in the episodes.  To explain this, in Trek magazine the explanation was put forward of natural spatial shortcuts that could be used [I do not have the book to hand so can not give an exact quote].

In the new series they seem to imply there is a new warp scale that allows achieving very high FTL with warp engines without needing any special spatial conditions.

However, such an idea is directly contradicted by Janeway’s precise, clear, irrefutable statement [which is the whole basis of the Voyager series, underpinning its existence].

Is there anyway to sensibly reconcile the contradictions in the various claims? [and not just claims, but actual onscreen events].

Not really.

One can create theories – eg that space is different in Delta quadrant from Alpha Quadrant – that seems unlikely.

If maximum velocity is 933c, and any actual trip uses a lower cruise speed, say max of 500c, then to go say 50 LYs – distance to some of  inner planets of Federation, would take 5 weeks!!

How IDE & MDE Speed Combine

A Battleship has Spd 2 & Tac Spd 4; this means that when it goes on a journey, it accelerates to its max Tac Speed (4), goes to IDE drive, emerges back into normal space at Tac Spd 4.

Both IDE & MDE create “fields” around object they are affecting.  This ‘transcends’ normal laws of momentum.  So with MDE neither increased mass nor increased velocity increase momentum; on the contrary mass has no effect while velocity effect is inverse.

For MDE affected vehicles, Momentum = volume/velocity , as regards ability to change direction, but equals volume x velocity as regards impact eg ramming.

This is a provisional scheme for operation of IDE & MDE.  Someone with better physics and maths skills can come up with a superior scheme.

What is Tac Speed?

It is a linear relationship speed, but it also incorporates maneuverability.  Therefore, a unit with higher tac speed is not only faster in combat, but also can turn faster [contrary to normal physics (where p=mv)].

ARTIFICIAL GRAVITY (& ANTI-GRAV) GENERATORS

For now assume these are an aspect of drive system (MDE), but also operates during normal movement [uses only a small fraction of power that MDE uses for acceleration/decel].

EXTENDED OPERATIONAL RANGE

Easy Load Extra Fuel Tanks
These are the super hitech version of a Jerry can.

Imagine that a ship is going to go on a mission that it won’t be able to refuel in, and that it anticipates its normal max fuel capacity isn’t quite enough.

It has empty areas aboard ship eg a 500 cu.m. Cargo Bay, an empty Shuttle Bay (Type S) – 750 cu.m.(700 cu.m. useable), and some miscellaneous empty space – 250 cu.m. (200 cu.m. useable) – it can store another 1,400 cu.m. of fuel.

And it can do this because special linkable 1 cu.m. fuel containers are available [lightweight, thin-walled but tough, plastic cubes with several interlockable valves, so can be connected directly to a system fuel inlet or joined to each other.

Recommended safe maximum vertical stackability is ten containers (full) – no stack limit if in a low-grav room.

Easily linkable/unlinkable with rounded corners.

Larger units are available, but generally this size are most convenient.

So before it leaves its base the ship loads up with 1,500 [or more as because of their size you can even put them in crew quarters, corridors or any other generally unutilized space – so say room for another 500 available, so takes on 2,000] of these containers from its Operations Base and then proceeds on its mission.

Very large ships with loads of spare space could carry several thousand of these, for use by smaller accompanying or rendezvousing ships.

In practise, to make fuel ttansfer quick would use direct fuelling from their fuel tank to target fuel tank, and refuel their own stores from these cubes, if necessary.

Could also of course use Drop Tanks to provide extra fuel, or secret storage depots.

Drop tanks would temporarily increase volume of your ship slightly, but Drive Systems can handle such discrepancies when they are temporary like this, so ship can still travel at normal speeds.

Could possibly say that while Drop Tanks attached that fuel consumed at a slightly higher rate, so as to maintain normal parameters of performance.

It is also possible to convert this system to a Mass Based, not Volume Based, design system.

Another reason for extra fuel, is if intending to do extensive use of Beam Weapons – as say a means to mine an asteroid, etc [or a campaign against a planet].

Extra missiles might also be loaded aboard, and stored in various places also.

Or the extra fuel might be for extensive operaions by subsidiary vessels such as shuttles.

NOTE: Doorways on crew quarters and elsewhere are wider than 1 m.

Fuel Safety – the fuel is non-radioactive, non-volatile, non-corrosive, non-toxic (no poison gas).

An alternative is inflatable tanks – with fuel pumped through hoses from external sources [or from own fuel tanks, that are then refuelled externally in normal way].

CREW TRAINING

All crew have following training:

Abseiling

Action Stations Procedures

AG Ops

Astronomy Basics

Battle Speech

Cargo Handling

Comm Systems

Communications Protocols

Computer Ops

Cookery

Cryptography

Decon Procedures

Demolition Basics

Docking Procedures

Emergency Procedures

Empire Law

Exploration Protocols

Field Equipment Ops

First Aid

First Contact Theory

Food Preparation

Fuel Theory

Galactic Law

Ground Tactics

Gunnery

Life Support Theory

Lifepod Ops

Multicorder repair

Multicorder use

Naval Admin Procedures

Naval Procedures




Personal Combat – Blade

Personal Combat – Unarmed

Personal Weapons – Grenade

Personal Weapons - Hand

Personal Weapons – Heavy

Pinnace Piloting

Planet Suit Operations

Planetology Basics

Prisoner Handling

Probe Ops

Refuelling Procedures

Robotics (learnt in school)

Satellite Ops

Scanner Ops

Security Procedures  **

Security Protocols

Sensor Ops

Ship Maintenance

Ship Tactics

Ship’s Systems Operations

Shuttle Piloting

Space Suit Operations

Spintronics

Survival

Swimming

Tractor Ops

Turbolift Ops

Vehicle Driving

Xenology  ##

ALL ABOVE ASSEMBLES INTO A STANDARD PACKAGE – each race of course will also have special skills or knowledge areas  relating only to it.

**  includes Internal Defense Sys Ops

##  Alien psychology, sociology, etc.

Crew of a Standard Frigate

Engineers – 4

Medics – 4

Security – 6

Pilot – 1

Astrogator – 1

Captain – 1

X.O. – 1

2nd Officer – 1

Detection [Sensor] Officer – 1

Communications Specialist – 1

Weapons [Scanner] Officer – 1

Computer Chief - 1

Shuttle Pilot – 1

Shuttle Engineer – 1

Pinnace Pilots – 2

Damage Control Officer - 1

Maintenance Chief - 1

Records Officer - 1

TOTAL = 30

Action Station Positions

12 Gunnery

4 Damage Control Stations

4 Medic Stations

7 Bridge – 
Pilot



Astrogator



Captain



Sensor Officer



Scanner Officer



Comm Officer



Battle Analysis Officer

1 Shuttle

2 Pinnaces

TOTAL = 30

Senior Officers go to different locations to Captain on ship (all with internal armor) ie XO & 2nd Officer

In addition, there will be the following positions – that are part-time activity of above, not actual person:

Position



Performed by


Steward(s)



Security personnel

Quartermaster


2nd Officer

Gunners – 12


Security personnel & others

Cook(s)



Medics

Tactical Combat Officer

Captain or XO

Tractor Beam Specialist

an Engineer

Intelligence Officer/Cryptographer
Communications Specialist

Missile Reload Officer

an Engineer

Training Officer


various

Recreation Officer


2nd Officer

Life Support Officer

Maintenance Chief

Armory Officer


Security Chief

Cargo Master


Records Officer

Rescue Chief


Damage Control Officer

Fire Chief



Maintenance Chief

Barber



a Medic

Chaplain



X.O.

Psychologist


Chief Medical Officer

Battle Analysis Officer

Records Officer

First Contact Specialist

Pinnace Pilot

Archaeologist


Pinnace Pilot

Science Officer


Records Officer

CREW PERSONNEL

Following are most of the positions that are on the ships of GD:

PART A  NON-OFFICERS:  Able Spacemen and NCOs

Alien specialists

Artists

Barbers

Barmen

Communications specialists

Cooks

Cosmeticains/Manicurists

Crew Testing & Appraisement Board

Cultural Officers  ^^

Drivers

Emergency Exercises Operators

Enemy Liaison/Occupation Specialists

Engineering specialists

Engineers

Entertainment specialists

Exploration Specialists

Extra-vehicular controllers  ##

Field Equipment Ops Instructors

Gardeners

General Crew

Gunners

Intership & Inship Competitions Officer

Laundry “men”

Lifepod “captains”

Linguists  ^^

Maintenance “men”

Medics

Paramedical Instructors

Paymaster  [NCO]

Personal Combat Instructors

Pest Control Officer

Philosopher

“Photographers”

Planetary Development Specialists

Planetary Exploration

Investigation specialists

Planetary Exploration Security specialists

Planetologists

Quartermaster  [NCO]

Scientists

Security “men”

Shuttle Ops Instructors

Small Equipment Disbursement Officer

Stewards

Survival Training Instructors

Tractor Beam Control specialists

Weapons Instructors

Weapons specialists

Crew are cross-trained in 2 or 3 specialties.

^^  Xenologists

##  responsible for probes/satellites/EVA activities [answer to DO or CE].

PART B  OFFICERS

Captain

XO [Co-ordination Officer]

Chief Engineer

CMO

Security Chief

Armory Chief

Astrogator

Battle Analysis Officer

Captain’s Aide/Clerk  %

Captain’s Steward      %

Cargo Master [Manifest Controller]

Casualties Assessment &

Reporting Officer

Chaplain

Chief Aliens Specialist Officer

Chief Contact Officer

Chief Cryptographer

Chief of Training

Chief Pharmacologist

Chief Recording Officer

Chief Scientist

Communications Officer

Computer Chief  ***

Crew Chief

Crew Records Officer

Customs Inspection Chief

Detection Officer

Diplomacy Chief

Economics Adviser/Commerce Officer

Education (Further) Chief

Enemy Liaison Chief

Exploration Missions Chief

Financial Officer

Forensics Specialist

Gunnery Chief

Intelligence & Information Officer

Leadership Training Officer

Legal Officers

Load Master

Naval Expenses & Interests 

Representation Officer

OHS Official




Personnel Recruitment & Transfer Officer

Pilot  ^^

Pilots – Pinnaces

Pilots – Shuttles

Political Officers

Psychologist

Publicity/Media Liaison Officer

Recreation Officer

Rescue Chief

Robotics Chief  ***

Ship Abandonment Officer

Ship’s Astronomer

Ship’s Historian

Shuttle Officer

Shuttle Pilots

Tactical Officer  ###

Tractor Chief

***
Cybernetician

^^

AKA Helmsman or 

Shipmaster

###
maybe split into

Offense Officer and

Defense Officer on

bigger ships

%
whilst may expect this to be fulfilled by ordinary crew, this is not the case in the future

Most races have the standard policy of having 2 fighter pilots per fighter.

Standard Carrier that can carry up to 12 Fighters and usually has at least 4 Fighters, always has at least 16 pilots on board.

Carriers have additional officers:

Pilots – Fighters

Carrier Ops officers, including specialist engineers, refuellers, etc

SECTIONS OF A SHIP

Air (Emergency) Rooms

AMM Reloads

AMM Systems

Armor – External

Armor - Internal

Armories

Artifial Gravity Generators

Auto Repair System

Aux Bridge

Battery (Emer Power) Rooms

Beam Systems

Breaching Pods

Bridge/Control Room

Briefing Room

Brig

Captain’s Gig (Pinnace)

Captain’s Wardroom

Captain’s Yacht

Cargo Area

Coffee Lounges

Computers & Spintronics

Conduits/Waveguides

Connection Tube (to other spaceships)

Corridors/Bulkheads/Turbolifts

Crew messes

Crew Quarters

Damage Control Stations

Dangerous Specimens Rooms

Drive (IDE) Engines (incl Guidance Sys)

Drive (MDE) Engines (incl Guidance Sys)

Embarking Chambers

Emergency System

Enboarding Chambers

EW System

Exit Ramp (for dock or ground landings)

External Repair Vehicles

Fire/Medic/Rescue Stations

Flag Bridge

Food Storage Rooms

Fuel Tanks

Galley

Garden Room

Ground Vehicles

Guest Quarters

Hull

Information Room/Library

Internal Armor

Internal Defense Mobile Cannons  $$

Internal Docking Bay (for very small

ships)

Isolation/Quarantine Area

Junior Officers Mess

Labs

Landing System

Laundry Room

Lifepods

Life Pod Recovery Rooms

Life Pod Stations

Life Support Room

Lifepods

Massage Rooms/Brothels/Spas

Meeting Rooms [officer & crewman]

Missile (Launch) Rooms

Missile (Storage & Transfer) Rooms

Missile Loading Rooms  ##

Missile Reloads

MI Transport Chambers

Monitoring Rooms

NCOs Mess

Newsroom/Mailroom

Observation Room

Officers Quarters

Party/Diplomatic Visitors

(Reception) Rooms

Pinnaces

Pinnace Hangars

Pipes  %%

Planetary Occupation Equipment  !!!

Power Distribution Rooms

Power Generators

Probes/Satellites facilities

Projector (Gunnery) Rooms

Public Bar/Saloon Room

“Public” Baths/Shower Rooms

“Public” Toilet Rooms

Radio Rooms

Rec Rooms [cinema, gym, pool,etc]  **

Recycling Rooms

Screen Generators

Security Stations

Senior Officers Mess

Shop/Kiosk

Shuttle Stations/Hangars

Shuttles

Sickbay

Small Repairs Room

Space/Exploration Suits

Storerooms (for spares, etc)

“Tailor” Room  @@

Theme Restaurants

Tractor Beam System Rooms

Training Rooms

Water Storage Rooms

Workshops

**
also theatre, music room, arts 

studio, hobbies rooms

!!!
has machines, tools, housing

units, supplies

@@
replacement & new uniforms

##

to carried units or other ships

$$
& their stations for when

not in use

%%
for Air, Water, Waste, 

power cables, data transfer, 

smoke/poisonous air removal

CVs in addition will have:

Fighter crash area  **

Fighter fuelling system & fuel tanks

Fighter Hangars

Fighter moving cranes  ^^

Fighter pilots special relaxation room

Fighter pilots special sickbay

Fighters

Missile reloads for Fighters

Missile transfer/loading vehicles for




Fighter reloads

Pilot Commander’s Quarters & Office

Pilots Mess

Pilots mission briefing room

Pilots Special Security Squad

Pilots special training facilities

Quarters for 2 lots of pilots

Reception room for Fighter Lifepods

Refuelling fuel reserves for Fighters

Spares for Fighters

Workshop for Fighter repair

**
special reinforced emergency hangar for heavily damaged Fighter, or one out of control.

^^
includes small internal tractor beam systems and tractor vehicles

SPECIAL NOTE ON FRIGATES AS AN EXAMPLE OF  HOW CREWING  WORKS

The FF has a standard crew of 30.

It can operate with a crew much less than this, but this means all ships serve as training ships, and extra crew are there to cover casualties from combat or disasters [indeed, can operate without any personnel].

Also it means that if extra ships built, trained experienced crew can be given to them.

Also, if say has been a battle with heavy casualties for a BB, and several smaller ships at a base, they can all temporarily contribute crew to the BB – as an example.

Note that even if a ship destroyed in battle, some of the crew may well survive – that is what lifepods, shuttles and pinnaces are for.

Also, with spaceswap system, usually most races have spare set of crew for all serving ships.

12 gunners are required for Battle Stations; these often are security men, but not necessarily so, and many other crewmen/officers have gunnery training.

Note that gunnery can operate on auomatic, but then lacks the “flare” sentient beings can bring to the combat scenario. 

Crew quarters all have assemblable spare beds – also have work desk, comp/comm terminal, couch, chairs, useable also as a table, photon oven, supply of food and drinks, bar fridge (future equivalent), cookware & dishes, glasses, cutlery, and luxury foods, etc.

Note each race being alien culture will have differences as to how outfitted and personnel – this includes humans as future humans partly alien to us – have given ships early 21st century version of things.

PINNACE DESIGN

Space/Atmosphere Flyer with air & ground combat weaponry, and hull as armor (1 cm of hull metal).  Can carry up to 6 people [human size – other races either carry less/more or have bigger/smaller pinnace].

SPECIAL EQUIPMENT

General Survival Kit

Personal Survival Kits - 6

Inbuilt (removable portable) mini-missile launchers and chain guns – demountable with inbuilt folded tripods.

Internal partition with lockable door between pilot position and passenger area.

Exterior environment analysers

Cargo area/emergency passenger area – can carry up to 6 more people.

Has a low-power version of MDE drive [max space speed = Tac 1].

Doors/windows/escape hatches/external audiovisual monitors

Anti-vac auto patching [+ manual patches]

Has a mini-screen generator

Each passenger wears a combination planet/space suit

Each passenger seat has a harness to hold passenger safely and securely

Food packs

Rubbish Disposal Unit

Air generator

Emergency Air Tanks (demountable)

‘Radio’/Laser comm system

Sensors/scanners/computers

Some spares & repair tools

Air Temp Control System

Has optical and other systems that allow on multi-screens all round outside views (& some inside ones also).

Has microphones for internal & external addressing.

Mortar/Grenade Lobbers – adjustable elevation with innate range calculator Function (also inputs any movement vector of pinnace).

GENERAL SURVIVAL KIT

Tent/stockade [Portable Fortress]

Medical Chest [portable mini-autodoc]

Demolitions, & 2 Heavy weapons

Climbing apparatus

Motor/Generator

Multi-assembler kit (spintronic & mechanic)

Cards, dice

Decon Kit

PERSONAL SURVIVAL KITS – in each

First Aid Kit

Hand Weapon

Spare ammo

Grenades

2 knives

Sample containers

climbing rope

Air mask/rebreather system

water purification tablest

Multicorder

Food

Light Intensifier imager

Sunglasses

snow/welding/glare goggles

matches

lighter

small repair kit

sewing kit

adhesive, etc

Torch

Batteries

Water

Spare clothing

SHIP’S PUBLIC ACTION LOG BOARD

Each skirmish, battle, operation, campaign, special encounter, has a name, and this board records which one’s a ship was in (& obviously survived).

A duplicate board exits in the memorial gallery on Earth (but this one also includes the action in which a ship bought it, or if decommissioned/stricken/scrapped, missing, etc.

PROPAGANDA ANNOUNCEMENTS
EXAMPLES

[part of existing Mil or Gov announcements]

“The __________ gov today announced construction would commence in its newly acquired Mevalon system of a Grand Shipyard.”

“ The __________ mil today announced that the Mevalon Grand Shipyard was near completion.

It would have the capacity to turn out many new starships in a strategic location quickly able to assist its ongoing operations.”

IDEA FOR AN OPTIONAL RULE – kind of a semi-alliance situation:

Trading of colonizable planets so that each trading species gets a planet more suitable to them.

A variation of this – trading planet for more strategic location planet (or to consolidate your empire into a more manageable/defensible region].

ANOTHER IDEA

Docking/maintenance platforms for fighter squadrons and ships.

CREW FACILITIES SUMMARISED

Barber/Cosmetician

Coffee Lounges

Galley

Garden room

Laundry

Massage Rooms/Brothels/Spas

Meeting Rooms [officer & crewman]

Messes

Newsroom/Mailroom

Observation Room

Rec Rooms = Gyms, Cafes, Games Rooms, Bars, Theatre, Music room, arts studio, hobbies rooms [all these have moveable partitions to enlarge rooms or make extra rooms]

Shop/Kiosk

Sickbay

Swimming Pool

Theme Restaurants [only on Capital units]

Training rooms

WCs/showers (excluding those in crew quarters)

Workshops

Also access to chaplain, psychologist [CMO], XO, Captain via XO, training specialists, other officers or NCOs as applicable.

TERRAN EMPIRE UNOFFICIAL  MILITARY ANTHEM

Humans all, let us rejoice

for we are strong and bold

With silver tongues and big frigging guns

Solaria will advance everywhere

With military might and rare despite

making extended fight  to bring sheer fright

When we encounter xenovores

Stick it right up ‘em we say

SPECIAL NOTES TO ALPHA VERSION PLAYTESTERS

The magazine Galactic Revelations was originally titled Galactic Express but when went on internet found that too many prior useages of this (plus the name is a bit suss – reminiscent of lactation), so I changed it to Galactic Gazette but found there was ONE prior use of this – a Galactic Gazette Volume One Number One in Sydney to do with shopping, so I have changed it again to this title, which is probably a stronger name anyway.

I have been working on this game design on and off since 1997.

These Basic Rules were fundamentally completed in May 2004, as during April and May of 2004 I did some intensive work on editing the game.  Since then it has been on backburner, with occasional minor alterations.  I had concerns about some aspects of the game – the map, the victory conditions, and also the editing and game component creation.

In April and May of 2005, I have done some intensive final editing, and the printing of this alpha edition and creation of play components for this alpha version.

I am still not happy with the map and victory conditions – hopefully your playtesting can bring forth some ideas for improvement.

The simple starting game – Introductory Game has not been done yet – it will be distilled from Basic Rules.

In Basic Rules, one knows what units in each fleet, and can ask opponent what is in it [though a case could be made that one does not know what carried units are – this could be a new Optional Rule – Secret ‘Cargo’].

Maps are only provisional – still in development are a number of ideas.

An ‘Honour System’ applies to playing this game – ie it is easy to cheat but players shouldn’t.

SPECIAL NOTE TO PLAYTESTERS
For this Alpha Playtest version of GD I have fixed game length at 10 Turns.

For actual game I’d prefer a specific VP target.

So as to get a baseline set of figures to help determine this , I need VP results from actual games (for all players participating in each game).

Final result will probably be + 30 – 50% over top figure, allowing games to last up to 15 turns.

More Star Trek  ‘omens’ – ‘Farmer in the Sky’ p21 – “enterprise is doomed”.

A SUMMARY OF GALACTIC DOMINATION

with a critique/review by the designer in third person remote “objective” mode.

This is big – not in terms of the size of its box or components, but in its scope and what it covers – also it is big in the length of its rulebook and the number of accessory booklets it has.

It is an aspect of what its designer calls a Total System Universe.

What this means is that he envisions it as simply being a part; though an integral, central part, of a series of related multimedia products, such as novels, other game forms and audiovisual media.

Being a space empire boardgame, one has certain expectations of it, and it fulfills them in spades – massive fleets, a large variety of units to choose from, a uniquely logical and powerful combat system.

The rules are exquisitely organised, making the gaming experience much more enjoyable and non-frustrating for the players – do not have to spend ages trying to find a rule – it is there at your fingertips thanks to a combination of numbered hierarchical rules and a very good index.

It has a fairly rare expansion system in which the main game constitutes what is known as the Basic Game – this provides the foundation for the game system, and is mainly military oriented.

The next level – the Advanced Game – maintains the military pattern, expanding options for that and has more non-military [ie economics/commerce/politics/diplomacy/intelligence] rules also.

The third level – the Expert Game – expands the economic and diplomatic aspects.

The next three – yes three! – levels increase the amount of simulation in the game – creating the type of game favoured by what are known as grognards – wargame enthusiasts who like detailed games.

In a roughly parallel development there is a tactical level version of the game –this concerns detailed ship-on-ship or fleet-on-fleet combat.

It can be played by 2 to 6 players and a typical gaming session is less than 4 hours.

There is little ‘downtime’ [this is what happens in many other games where players must ‘wait their turn’ whilst the ‘active’ player has his turn], as all players have their turns simultaneously thanks to an elegant control system.

Now to examine some of the specific aspects:

Some games have plastic units for their ships, etc. – I find this a bit gimmicky and prefer the traditional use of small cardboard counters as used in this game (though no doubt in the future the designer will introduce plastic units for use by those who wish to use them).

It has an elegant system to control the large number of ships by use of fleet representation counters and each player having a special fleets control area.

Its cards are nice and big – the same size as playing cards – making them easy to handle and shuffle, and  more visible.

The map boards that are used to play on have large hexes, similar to those in Settlers of Catan and early versions of Twilight Imperium; each player has a home system and an imperial system to start the game with – you also get a big starting fleet to use to explore, expand, exploit and exterminate.

You also start with special defenses for your starting worlds, and three Tactics Cards.

The Tactics Cards enable you to perform special activities – they are well conceived and logical.

You may also optionally start with a Destiny Card – this provides you a special power at the cost of a one-off or continous penalty.

As players explore with their fleets they can encounter pirate fleets, neutral worlds and free worlds.

Free worlds are yours for the taking, whilst neutral worlds put up a fight, and pirates are vicious predators.  You achieve Victory Points for defeating these.

What you encounter is determined with the aid of Encounter Cards and random die rolls.

It is also possible to have Special Encounters.

There are also Stimulus Cards – one of these is turned up each turn and it will have some universal effect that may advantage or disadvantage one or more players, and that certain Tactics Cards may protect the using player against.

Everything is well defined, extensive examples of play are given and everything you need to play the game is provided with the game.

There are fighters and soldier units [these are called Mobile Infantry (MIs)], and each has its own transport mode – so carriers carry fighters only, and transports and some of the bigger warships carry MIs.

These fighters – this is really good – these aren’t the WWII imitations of so many games, and as seen in TV shows and movies – these fighters are actual spaceships – awesome.

As for the combat sytem – this is light-years ahead of that in any other space game – very realistic, excellent in being both easy to understand and yet giving logical combat results.

The aids provided to assist combat determination, such as the Battle Cards, Battle Sheets, etcetera, are superb, making combats so easily resolved, and the vast array of Optional rules can enrich the combat system immensely.  The players themselves can choose how detailed and finicky they wish to be with the mechanics of play.

The Movement System is also good, and being simultaneous for all players instead of being based on rotating turns is wonderful.

To conclude - why I like this game:

The designer has obviously put a lot of thought and care into it.

It is playable straight out of the box.

The rules are simple and clear, and yet one can add lots of detailed rule thanks to the extensive Optional Rules section – this is designed to be easy to use – you can pick and choose, and do not have to strain your brain about how to do it.

I mentioned the clear rules – it is not just their simple clarity but their lack of ambiguity and errors that I admire.

I find it annoying with so many other well-known games that they are weighed down with errors, ambiguities and unclear rules (eg Twilight Imperium – all three editions, Britannia, Star Fleet Battles and Magic the Gathering).

The primer on dice at the beginning is a wise move – not all potential players of games are savvy with dice notations as generally used in games.

Plenty of Play Aids are provided – whereas with many other games players must create their own.

I really admire the combat system – so clever, so much more realistic than that in other games.

It is a well-ordered turn based game system with a highly detailed Sequence of Play.

I love the wide choice of unit types that you can build, and the availability of special purpose unique units, and that there will be further expansions of the game to bring more types of units.

There are also a number of good little rules and items in the game that I haven’t mentioned above – I will leave you to discover them for yourselves.

I highly recommend this game, especially for space game enthusiasts, but also even if you are a non-space game player simply because of all the special things in this game.

The short stories and little snippets of humour provided with the game are fun.

I also like the support that players will receive in the form of a regular magazine (and of course the proposed expansions).

Looking at the lists provided of what will be in those expansions makes me really excited – I can hardly wait to get my hands on them.

A computer game or movie based on this game would be awesome.

What brave world to have such a game in it, and how much less a world without it.

I think I’ll now pop around for a visit to Lewis and Chrissie (one has to read the rulebook for GD to understand this reference).

Oh, and one more thing, the spice can only be found – sorry, wrong universe, rewind – those who are first to have this game will rejoice and glory in it, as similar to a condition that is phrased below:

We few, we happy few, we band of brothers;

For he to-day that sheds his blood with me

Shall be my brother; be he ne’er so vile,

This day shall gentle his condition;

And gentlemen in England now a-bed

Shall think themselves accursed they were not here,

And hold their manhoods cheap whiles any speaks

That fought with us upon Saint Crispin’s day.

Henry in Shakespeare’s King Henry V  Act IV, Scene III.

A SUMMARY OF GALACTIC DOMINATION [ONE PAGE VERSION]

being a critique/review by the designer in third person remote “objective” mode.

This is big – not physically – but in scope and in size & quantity of rulebooks & accessory booklets.

It is a space empire game of enormous potential, and in actuality enormous fleets, a large selection of different unit types and an excellent, unique combat system.  Indeed its mechanics are the best.

The rules are logically organized and thorough.

It comes as a Basic Game that has expansions – Advanced Game, Expert Game, etc – six altogether.

The Basic Game provides the foundation structure and concentrates on military expansion; later expansions broaden it into a full-flowered economic, diplomatic, etc game.

There is also a tactical level version of the game.

It can be played by 2 – 6 players and a typical gaming session lasts less than 4 hours.

There is little downtime due to the simultaneous play and control concept.

It uses cardboard counters for units, not plastic miniatures – though no doubt these will be later introduced for those who want them.

Amongst its many unique concepts is that units are represented on the board by fleet counters.

It has a variety of cards each with special function, and that are large (standard playing card size).

The map uses hexes similar in size to those in games such as Settlers of Catan.

Player Empires start with a number of resources including home planet defenses, an exploration fleet and 3 Tactics Cards – the latter can be used to gain special benefits or perform special actions.

When your fleets set out they can encounter pirate fleets or dangerous neutral worlds or friendly free worlds.  Defeating enemy fleets provides you with Victory Points needed to win the game.

Your empire grows by occupying planets and gaining resources from them to enable you to enhance the size and capability of your space navy and army.

Army units are called MIs (Mobile Infantry) and are based on those of Robert A. Heinlein’s ‘Starship Troopers’ – these are very elite soldiers in powered, flying armour.

There are also Fighters – but these are not imitations of aeroplanes – they are actual full size spaceships – similar to but even bigger than those in ‘The Last Starfighter’.

The movement system is very good and the combat system is excellent.

In conclusion – why I like this game:

The designer has considered many aspects of gaming from the ground up, and been innovative.

It is playable straight out of the box (only takes a few minutes to get counters from sheets and to prepare the other components).

The rules are simple and clear, and there is also a large selection of Optional Rules.

Plenty of Play aids are provided – whereas many other games fail to do this.

I admire the combat suystem immensely – so elegant and much more realistic than in most other games.
 Also it is a well-ordered turn based system.

I love the wide choice of unit types provided and also the special unique units – and also the knowledge that even further new types of units will be introduced in the following expansions.

There are also quite a number of good little rules that I haven’t mentioned – I leave you to find these for yourself.

I highly recommend this game – Galactic Domination – for all gamers.

Also the snippets of humour and short stories provided with the game are good fun.

I also like that players will receive continuous support in the form of a magazine dedicated to the game as well as new expansions (for which I will be eagerly awaiting).

SOME MORE SPECIAL NOTES ON GALACTIC BACKGROUND

THE GLOMMERIAN EXPANSE

This is not a military entity – it is a cultural entity.

However, it has a large hidden navy of extremely powerful, very advanced self-controlling ultrawarships.

This is because the founders of  TGE were aware that dangers to this peaceful entity could arise – from within the galaxy, from other galaxies or even other realities.

These ships are way beyond the scope of use by player races, however I will give some brief details of them:

TGE UltraWarship [WU]:

Attack 10 x 10    Defense 1000    Speed 10   Size  ф [23 Km diameter globe]  Tactical Speed 30

Special abilities: 





Damage Negation Field –any damage from any sources that do less than 100 

damage individually do not even affect ship, and prevents damage from one or more other individual sources of 1000 damage in a round.

Regeneration 100 damage per round

Self-Teleportation – to anywhere in galaxy instantaneously [useable once per minute].

Alternate Reality Drive – can transfer to other universes [useable every 10 seconds].




Disorder Projector – at a range of upto 10LYs can create an effect that can 

totally obliterate a star, or smaller object (or star-size region) [useable once every 6 hours].

Teleport Beam – range upto 10 Light Days; can teleport an object upto the size of Jupiter upto 10, 000 Light Years and/or into an alternate universe

[useable every 2 hours].

Amalgamation – ships can combine to form even more powerful ship [are made of a superflow self-integrative material beyond understanding of lesser races.

It takes 10 seconds per pair of ships included in amalgamation [for fast amalgamation of many ships would use a process of binary stepping ie if say 16 ships – combine as 8 pairs, then these combine as 4 pairs, then as 2 pairs, and finally as one pair – total time approx 40 + a few seconds].




Its hull can not be penetrated by teleportation [exception: EoM transporter].

Has anti-magic field – covers ship and upto 1000 kms from ship.

Has anti-psi field – covers ship and upto 100,000 kms from ship.

Has timespace nullification shield – prevents any weird science or superscience action at a distance effects from affecting it [including timetravel,etc].

QUANTITY:

These were created over a period of many 000’s of years.

There are 10,000,000,000 of these ships, created by autofactories.

The autofactories also still exist, and if necessary can create more ultrawarships at rate of 1,000,000 per month.  The autofactories are disguised as black holes, ie they simulate all externally observable properties of a typical black hole.

CONDITIONS OF USE:

These can not be used in normal spacebattles fought by the rules of engagement of the EoM.

Therefore will not be used against GD races if seek galactic dominion.

They are for use against those not covered by EoM directives of inheritance, ie non-GD entities that are beyond power of GD races.

MINOR SYSTEMS ON WUs:

Personal Teleporters:

Can teleport people and items aboard ship to any other WU without range limit, or to any other location with pinpoint accuracy upto a range of 100,000 LYs.

Battlebots:

Come in a large range of sizes from microscopic upto 1 km long; some with special functions/abilities.

A large mansize one – 2.5 m tall has following properties:

Cannot be pre-empted.

Armor & screens void upto 4 shipscale damage points per round per source.

Has 6 HPs (shipscale)

Has regen of  1 HP (shipscale) per round.

Its weapons are Attack 2 on ship scale.

Has inbuilt space drive - Speed 1  Tactical Speed 10.

Personal Battlearmor Suits:

These suits provide protection of voiding 1 shipscale point per round per source [20 groundscale points per round].

Provide additional protection of 1 shipscale point per round.

Inbuilt very advanced medic system [equivalent to regen 1].

Weaponry – antiship equivalent to 2; antipersonnel equivalent to 10.

Can use in space – Tac speed 6.

Mobile Cannons:

Has protection equivalent to 2 shipscale points per round per source.

Has 10 shipscale HPs.  Regen of 1 shipscale HP per round.

Attacks as an Attack 9 on ship scale.

Useable by person in personal battlearmor or by a battlebot.

Space Tac speed 6.

Note: Any attack against person or battlebot operating this gun must first get through gun’s protection, and then their personal protection.

In the spirit of 101 reasons why B5 is better than Voyager we present:

101 reasons why GALACTIC DOMINATION is better than TWILIGHT IMPERIUM 3  [GD > TI3]

1. GD has Proofreading

2. GD has adequate playtesting

3. GD has better organized rulebook and GD has clear rules, no ambiguities

4. GD has higher level expansions, that significantly expand and enhance game

5. TI3 requires too much interpretation, has lots of Errata and FAQ, and ambiguities and has inadequate (& error prone or ambiguous) play examples

6. TI3 has ‘bandaid rules’ – rules that are added to fix holes in other rules

7. TI had a turtling problem; instead of fixing it by making non-turtling more rewarding, TI3 “fixed” it by making combat irrelevent, and TI3 has ‘baggage’ from TI2

8. With TI3 there is a large need for house rules to correct perceived problems, this leads to incompatability of play between different groups – GD has standard play requiring no fixing, and all options are subject to voting procedure that is itself part of the game

9. GD provides more and better playaids

10. TI3 is hard to explain [30 mins to 2 hours, depending on experience with similar games]

11. TI3 has silly ‘Laws’, and bad ‘Roles’

12. TI3 is anti-warfare – cold war game, allegedly a diplomatic game but not really much of that either in formal rules or other aspects, TI3 is anti-conquest

13. TI3 has limit of choice of players & many other limits – on Action Cards you can have in hand, etc

14. In GD combat is a normal part of gameplay [this is augmented by having non-player opposition; in TI3 combat is a last refuge, endgame event

15. combat is not a viable strategy in TI3

16. In TI3 your units can arbitrarily commit suicide [Scuttling units rule p19]

17. GD no Mecatol Rex nor ISC nor Imperium Rex Objective Card (another source of arbitrary win – an artificial game ender)

18. GD has less arbitrary and less draconian (that is less unbalancing) card effects than TI3, whereas TI3 has some overpowered, game result over-influencing Political & Action Cards

19. TI3 rulebook has no contents page (& inadequate index)

20. TI3 has a general carryall carrier for fighters and GFs, GD has specialist units – CVs for fighters and  troop transports for MIs (GD equivalent to TI3 GFs)

21. TI3 fighters are overpowered, GD fighters are balanced

22. TI3 has multiple errors on player sheets, race cards

23. TI3 has card that kills DNs and WSs and is commonly available [Direct Hit – 4 in AC deck]

24. PDS powerful (esp DSC) => turtling

25. Existence of super powerful ACs in TI3 places paralysis in game, eg Sabotage Action Card and Signal Jamming Action Card, and wide variance in Action Card powers

26. PDS vs adjacent hexes – scales problem

27. in TI3 an empire can have a max of 3 Space Docks (GD equiv is Shipyards), and in TI3 only have max of 4 CVs, 6 PDSs, 8 CAs, 8 DDs, 5 DNs, and 2 WSs per race

28. WSs have a fatal weakness, a vulnerability to Fighters [where did they get that idea, hmmmm!?] – [Optional Rule – Sabotage Runs p35]

29. TI3 rewards and promotes turtling, GD does not.

30. GD has simultaneous turns and less downtime

31. GD has faster starts and faster play; GD has a simpler, more flowing game

32. GD has more player interaction; in TI3 it is a long time before interact with other players – no interaction

33. GD has space pirates [Aye, me hardies!], and has interesting Encounters and Special Hexes

34. TI3 Spacedocks have an illogical build limit (based only on quantity of units and not size), TI3 has artificial production limits, tied to planet Spacedock it is associated with
[no relation to general economic growth] – GD has no limit or optionally a logical limit with regard to Shipyards production, and not related to planet status

35. TI3 has arbitrary unit purchase restrictions in regard to mixed GFs and fighters, and arbitrary limits on quantity of most unit types

36. GD has alternative resolution methods to dice for combat [enabling quick mass combat]

37. In TI3, must build GFs at Spacedocks; in GD can build MIs on any planet that you control, and in TI3 must build PDSs at Spacedocks; in GD can build them on any planet you control, GD has more logical limits on what and where you can build units

38. In TI3 combat is detrimental to winning side in a battle – in GD you are likely to gain strategic advantage, and at the minimum gain VPs

39. in TI3 instead of strategic and tactical risks, holing up in their corner of the galaxy and hoping to keep a low profile; this leads to non-dynamic/static/turtling/stagnation; therefore in TI3 Attacker must attack long range in defender’s territory (defender advantage), therefore leaving you vulnerable to a 3rd player; TI3 has “attack and die” problem

40. In TI3 good TAs [Technology Advances] hard to obtain

41. TI3 encourages sacrificing your ships, so that can buy replacements [preferably in combat, but see Scuttling rule]

42. GD rewards raiding

43. TI3 has ‘system activation’ that restricts moving and attacking

44. with TI3 need to draw specific Action Cards to do well

45. in TI3 retaliation by early attacked player too easy [in GD an early single battle defeat won’t cripple you, and retaliation is both less of an option AND also unnecessary]

46. TI3 requires high levels of diplomacy and player cooperation, instead of conflict

47. TI3’s Secret Objectives range from too easy to impossible

48. TI3 facilitates Kingmaking

49. In TI3 controlled planets hard to conquer

50. TI3 is a coldwar game; GD is cool

51. TI3 is a territory holding game, not a conquest game

52. In TI3 being first in seating order is advantage, being last in seating order is a disadvantage, in GD seating order is mainly irrelevent

53. TI3 strategy phase makes game too mechanical/clockwork

54. TI3 is a game of attrition, GD is a game of maneuver [TI3 ‘static lines’; WWI in space], TI3 has too much attrition combat

55. to win TI3 requires ganging up

56. TI3 has stacking limits

57. GD has ultimate minimisation of Turn Order advantage, via Simultaneous Play

58. TI3 has highly artificial and limiting ship movement requirements

59. Battles are important in GD – can earn VPs

60. Fleets are important & larger in GD – get to engage in combat

61. In GD powerful ships have more hit points and more attacks, large TI3 ships are easy to kill

62. GD has more logical combat and more balanced units

63. TI3 Fighters hard to build, but once available > big ships (that have low power, high cost, build limits, easy to whack)

64. TI3 poor fleet system [mixed forces not optimal]

65. TI3 has a biased map setup (luck based); TI3 has unbalanced map, setup and hexes, GD doesn’t

66. TI3 map – no rear areas – your distance to some opponents is closer => “hunker down” philosophy

67. GD has more open space, equidistant opponents and your controlled planets are not necessarily close to you [clustering]

68. With starting forces, some TI3 races have CVs without fighters.

69. TI3 starting fleets are small

70. GD has faster setup time

71. in TI3 all planets are known, in GD planets must be found

72. TI3 has a skewered VP system [based on arbitrary conditions]; GD has unbiased VP rewards based on achieved results

73. TI3 has dry VCs, and iniquitous VP gaining; in TI3 what game mechanics do in game, match poorly with VPs; in TI3 victory can be hollow [and unexpected]; GD has less artificial victory conditions than TI3

74. GD has a large selection of interesting optional rules – to suit each play group’s tastes and style – wide variety of options that integrate well into basic rules

75. TI3 is NOT “ultimate space empire game” [take that Tom Vasey!]; GD may be

76. GD can be played straight out of box, TI3 can’t

77. TI3 is too abstract and arbitrary to really be a ‘space empire game’

78. TI3 tied to a very specific universe.  Whilst GD has a nominal official universe, the system can easily incorporate other races, and be used to simulate other source universes

79. TI3 requires players who are experienced to even start playing

80. TI3 requires computerlike calculative predictive abilities for strategy options

81. too many strategic options – diffused – spread between ACs, PCs, TCs, SCs

82. limited actions per turn

83. small fleets

84. extreme randomness; too random

85. one bad card or choice can lose player the game.

86. no epic fleet actions, or ‘taste’

87. for many players TI3 is a ‘play once and abandon’ game

88. long term strategy not possible in TI3

89. TI3 is basically just a ‘race game’ with complexities added

90. better and shorter non-combat games than TI3 available

91. TI3 is actually a diplomacy game pretending to be a wargame

92. TI3 does not have feel of huge scale map

93. in TI3 you don’t control if you can win; its your opponents (like in Monoploy) **

94. TI3 is static, and player does not implement his own destiny but hopes that certain cards will turn up for him/her

95. in TI3, positioning is name of the game

96. TI trade (economic game) system weak

97. TI3 must be played as a non-wargame; GD can be played in many modes

98. GD has stats of ships and other units in rules; in TI3 they are only on Race Cards.

99. TI3 rules are unnumbered; GD rules are numbered (SPI/AH style)

100. In TI3 playing with 3, 4 or 5 players is considered an Optional Rule
101. This list of 101 reasons why GD is better than TI3

Reason 102: it’s scary that I was able to easily come up with such a big list [assisted by reading 

various critiques and reviews of TI3 in BGG and on FFG site].

** that’s a misspelling of Monopoly, but seems appropriate to many players feelings about TI3.

if TI3 is not a wargame, then why does it:

1. have conquest objectives?

2. why does box say “An Epic Board Game of Galactic Conquest, Politics and Trade”? ^^

3. why does it have same name as TI 1 & 2?

^^ no mention there of Diplomacy!!

If a game is too much luck plus complexities, then it fails as a proper simulation.

TI3 is yesterday, GD is tomorrow.

If TI3 is a “political game”, why is it set in space and called a space empire board game ?

In classic space operas, it is warfare, not bargains with opponents – for one thing opponents have self-interest – in TI3 its buddies.  Do you think WWII was Roosevelt and Hitler making deals, or Churchill and Hirohito?

Australian Rules football: brutal, high scoring, and in its own way beautiful = GD

Soccer: low scoring, the “beautiful game”, ugly hooligan supporters = TI3.

TI3 has some good, even great, aspects, BUT, why, irrespective of opinions on many of its aspects, does it contain some indisputable, continuing flaws from TI 1/2?  To wit:

· bad initial map setups

· some outrageous Action Cards eg Sabotage

· some outrageous Political Cards

A Secret Objective of controlling an opponent home system is ridiculous (there is something wrong about it).  This should only be possible in a ‘hot’ war.

Victory without combat is so artificial – we gained 10 VPs so we have defeated you!

If to win players have to prevent one player getting ISC 5 times (when it was worth 2 VPs) then this was imposing an ‘artifact’ on players.

The fact that FFG has changed ISC to 1 VP, shows they realized they made a major mistake.

RATIONALES

Each ship unit actually represents a fleet of ships [as per interpretation in Sovereign Stars].

10 Ways TI3 is better than GD
[TI3 > GD]

1. it exists as an actual boxed game

2. has a better map – giant hexes

3. as a result of 1. it has beautifully printed components

4. as a result of 1. do not have to do own printing of components and rules

5. it is much better known

6. it has a huge current fan base

7. it has plastic minis instead of counters

8. its races have better defined differences & have their own special abilities

9. smaller, therefore more easily manageable, fleets

10. GD is combat oriented, TI3 is intrigue oriented

STORY IN AN ALTERNATE UNIVERSE

This is John King, ace reporter for the top game newspaper, The New York Gamer.

“Mr Peterson, Mr Peterson, what are your views about this new gamepunk Jamieson?

Mr King is attempting to interview Mr Chris Peterson, designer and publisher of Twilight Imperium 3, that won the Academy of Gaming Award in Best Space Empire Board Game category for 2005, and has been on bestselling list continuously for 14 months, about a new rival game designer Lindsay Jamieson and his game Galactic Domination.

SOME MISCELLANEOUS FAULTS OF TI3

1. TI3 Map too big or too small – depending on point of view

2. GD has counters instead of plastic miniatures

3. GD has lighter and smaller box [even if print everything]

4. TI3 dice not different colours

5. in TI3 everyone has access to the same stuff re: ship types

6. TI3 has too many Dead Areas on board (movement inhibitors)

7. TI3 failed in its Designer’s design goals [p40 in Rule book]

8. GD has support for players with new material in form of Galactic Revelations ezine

9. GD is a better simulation of Galactic Geopolitics

10. GD has anti-kingmaking options

11. TI3 is designed for 6 players

12. GD has more ship types.

13. GD has larger cards

14. WarSun is ‘out of step’ with other units – it is a ‘quantum leap’ ahead of them (except for its ‘toughness’) – no doubt this is why it requires a special TA.

15. GD is more fun, TI3 is unfun to play.

16. TI3 has no strategic consistency.

17. In TI3 Influence does little

18. TA can stand for Trade Agreement or Tech Advance

19. TI3 has non-fluid movement [lumbering ships]

20. GD has much better retreat rules.

21. GD has fixed turns, TI3 turns are unpredictable [vise versa with VPs].

22. TI3 has a huge learning curve for effective combat.

23. in GD you play the game with ultimate objective of most VPs, in TI3 you obtain VPs as the primary objective.

24. GD is cheaper.

25. GD has more interesting background universe.

26. GD has larger and more detailed Designer Notes

27. TI3 hasn’t got zipbags for units, etc [in boxed GD version – plus they’re labelled].

28. GD welcomes player input (TI has some as well in a limited way).

29. GD will have its own tactical combat system (therefore does not need to rely on another game company for it).

30. GD is a Total System Universe.

31. TI3 needs revised rulebook.

32. TI3 is anti-pro-active

33. TI3 is looooooong, boring, unexciting.

34. TI3 requires investment of lot of time to play game right.

35. TI3 is too abstract and arbitrary to really be a ‘space empire game’.

36. Game plays you, not you play game.

37. On the 4X scale it fails in some areas, whereas GD not only achieves all 4X targets but has 8X.

38. doesn’t reward good (superior) play.

TI3 => bad moves needed => interesting game
GD => good moves => interesting game

39. TI3 is not really space operatic
40. TI3 is an expensive game to buy

41. TI3 is deterministic.

42. in TI3 you often have to inform your opponent of your military plans (that is like scene in STVIwith Romulan ambassador present at UFP strategy meeting).

43. TI3 forces players to follow an 8/1 cycle.

44. it has been proposed by some players that fast fleets is answer to turtling, but some races or players will have intrinsically faster fleets.  In GD fleet speed is an option, not a necessity, a product of function, and slower ships have compensation of being more powerful.

45. in TI3 a single spaceship in a hex can do a blockade [and also refers to friendly Space Docks in plural] in that system

46. TI3 has no strategy advice section (re: combat, diplomacy)

47. TI3 has no formal set of Alliance rules

48. TI3 requires variants to make it simply different

49. With TI3 it is hard to formulate a strategy

50. In TI3 turns are called rounds, in GD they’re called Turns

51. GD has Fleet Counters

52. GD has Mobile Infantry [‘nuff said!]

53. GD has more short stories, and will be having yet more [including fanfic]

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].
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