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

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

5.2
WHAT TRULY IS THE OBJECT OF THIS GAME?

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

TO WIN

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

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

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

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

The object of the game is to play the game.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Unless, of course, you gain VPs!

7.0 BEGINNING THE GAME


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

7.2 Each player chooses a race/empire.

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

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

7.4 Lay down the map [see 8.0].

7.5 Terran Player decides if playing with Alternate Terran Naval Option [see Appendix N p49].

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

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


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

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

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

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


Game Progression (Victory) Chart


Turn Record / Movement Point Use Chart

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

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

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

receive and spend.

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

7.14
If using Destiny Cards [see  10.6.4  page 20) then each player who wishes to may choose a Destiny as per following procedure:

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

7.15
IT IS RECOMMENDED BEFORE CONTINUING FURTHER THAT EACH PLAYER

EXAMINE THE RULE SECTIONS ON THE FUNCTIONS OF SHIPS AND SPECIAL

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

7.16
Now you are ready to begin – have fun!

8.0 CREATING THE MAP


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

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

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

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

MAP FOR TWO PLAYERS:

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













MAP FOR THREE PLAYERS:

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

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

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

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

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

MAP FOR 4 PLAYERS

Uses same size map as 3 player map.

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

Two will have ½ a hex behind them.

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

MAP FOR 5 PLAYERS

Still to be determined at Alpha Test Stage.

MAP FOR 6 PLAYERS

Uses four Map Segments.

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

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

NOW RETURN/ GO TO 7.5

9.0 SET UP AND STARTING SITUATION


9.1
INITIAL SETUP AND STARTING RESOURCES

9.1.1
At start of game each player receives:


1 Capital Planetary System Hex
  §


1 other planetary system hex

  §

1 Shipyard [orbiting a Capital World]  ◊

1 Orbital Defense System [orbiting main Capital World] *


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


2 MIs on each Capital World – these are unmoveable Homeguard







  [Special counters for these] *


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


3 Tactics Cards [drawn before create Exploration Fleet]


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


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


    empire that has these pre-printed on them


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


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

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

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

    instead if you are Terran player).

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

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

    counters for them].

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


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


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


SPECIAL NOTE ON DRAW OF  PLAYERS’ 3 STARTING TACTICS CARDS


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

9.1.2
Creating your Exploration Fleet

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

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

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

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

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

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

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

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

One “Safe” Fleet:

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

Spd 2   †

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

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


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

Spd 3


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

Spd 3


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



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


The “Two Fleet” Option:


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


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

TOTAL $11
Spd 3


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

Spd 2





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

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

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

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

one or both could easily be destroyed.

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


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

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

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

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

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

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


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

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

   following turns go to that world with MI units.

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

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

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



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

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

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

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

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

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

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

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

incorporation by player empire].

9.3
SPECIAL DEFENSES FOR CAPITAL WORLD

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

RACE


ORBITAL DEFENSE SYSTEM NAME

SIZE
ATTACK

DEFENSE
Gazegi Expanse

BATTLE FORTRESS


BIG
9 X 3

27

Introkian Polity

HIGH CITADEL



BIG
6 X 6

30

Terran Empire

ORBITAL FORTS



BIG
8 X 4

25

Trimonarh Imperium
PRIME GUARDIAN


BIG
5 X 10

26

Subanid Federation
GRAND BASTION



BIG
7 X 4

28

Paladic Empire

MASTER BULWARK


BIG
10 X 3

24

Harxonic League

GREAT FASTNESS


BIG
8 X 3

33

Brimari Convex

SUPREME TEMPLE


BIG
7 X 3

42

Gromar Empire

HEAVENLY PROTECTOR


BIG
6 X 7

25



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

9.4 STARTING SITUATION as regards worlds

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

These worlds will be of 3 different types:

1) Capital [Home] World

[C]

2) Sub-Capital World

[S]

3) Empire World

[E]

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

4) Neutral World

[N]

5) Free World

[F]

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

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

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

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

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

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

9.4.1
Capital Planetary System Hex

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



9.4.2
Other Planetary System Hexes

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

SEE RIGHT DIAGRAM ABOVE.

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

NOW RETURN/ GO TO 8.0
10.1
UNITS – EXPLANATIONS


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

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

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



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

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

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

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

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

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

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

10.1.1
SPECIALIZED UNITS

Carriers

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

Troopship [shortened form of name of Troop Transport]

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

10.1.1.1
TRANSPORT CAPACITIES

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

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

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

10.1.2 NON-MOBILE UNITS

10.1.2.1
SHIPYARDS [SY]

Type
Cost
Size
Speed
Attack
Defense


SY
20
36
0
0
10

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

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

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

NOTE:


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

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

SPECIAL NOTE ON SHIPYARDS IN BASIC GAME

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

WHERE UNITS ARE BUILT - SUMMARY

Ships and Fighters are built at Shipyards.

GBDSs and MIs are built on planets you control.

Shipyards are built orbiting planets you control.

10.1.2.2
GROUND BASED DEFENSE SYSTEM [GBDS]

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

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

GBDSs can be attacked by, and attack, ships.

SPECIAL NOTE ON GBDSs

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

10.1.2.3
MOBILE INFANTRY [MI]

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


10.1.2.3.1
MOVEMENT OF MIs TO SHIPS

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

10.1.3

OTHER MOBILE UNITS

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

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

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

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

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

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

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

10.2
PLANETARY SYSTEMS AND SPACE HEXES

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

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

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

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

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

10.3
SPACE FLEET ENCOUNTERS

10.3.1
SIMULTANEOUS HEX ENTRY BY TWO FLEETS – EFFECT ON ENCOUNTERS

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

10.3.2
SIMULTANEOUS HEX ENTRY BY TWO OR MORE FLEETS - COMBAT

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

This can be in any of following three forms.

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

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

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

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

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

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

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

10.4
PLAYER UNITS VS NON-PLAYER UNITS

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


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

10.5
COUNTERS

10.5.1
EXPLANATION OF THE COUNTERS

10.5.1.1
PART ONE – UNIT COUNTERS

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

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

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

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

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

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

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


    UNIT TYPE  [DESIGNATION]

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

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




DEFENSE RATING



      SPEED

ATTACK RATING

RACE CODE

EMPIRE


B


Brimari Convex

G


Gazegi Expanse

M


Gromar Empire

H


Harxonic League

I


Introkian Polity

P


Paladic Empire

F


Subanid Federation

S


Terran Empire

T


Trimonarh Imperium


UNIT TYPE CODE
UNIT TYPE

B


BB

C


CA

D


DD

F


FF

G


GBDS

J


Ftr

M


MI

R


RA

S


GS

T


TT

V


CV

Y


SY

10.5.1.2
PART TWO - MULTIPLE UNIT COUNTERS

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

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

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

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




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

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

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

10.5.1.3
PART THREE – FLEET COUNTERS

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

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

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


10.5.1.4
PART FOUR – COMBAT COUNTERS - DAMAGE MARKERS


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

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


10.5.1.6
PART SIX – RESOURCE CHITS

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











NOT TO SCALE

10.5.1.7
PART SEVEN

- Game Start/Progress Markers




10.5.1.8 PART EIGHT – BATTLE GROUP CARDS 

SHIP MANAGEMENT SYSTEM  COUNTERS

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

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

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


10.5.1.9 PART NINE - OCCUPATION COUNTERS

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

10.6
CARDS

10.6.1
STIMULUS CARDS

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

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

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

CARD TOP or BACK


CARD FRONT


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

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

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

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

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

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

10.6.2
TACTICS CARDS

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

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

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

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

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

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

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

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

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

TACTICS CARD LIMIT

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

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

FURTHER SPECIAL NOTE ON TACTICS CARDS

TC Trade-in Rule

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

Certain TCs not used in Basic Game

Chimera

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




10.6.3

ENCOUNTER CARDS

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

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

EXAMPLES:


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

No Encounter

Free World

Neutral World

Pirate Fleet

Special Encounter

Friendly Fleet

Hostile Alien Fleet

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

There are a total of 23 Encounter Cards.

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

10.6.4
DESTINY CARDS

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

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

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

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

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

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



10.6.5
RISK CARDS

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

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

There are 8 Risk Cards in basic game.

EXAMPLES:




10.6.6
INTERVENTION CARDS

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

Information on them can be found in Optional Rules.

10.6.7

BATTLE GROUP CARDS

These are a new concept.

See APPENDIX V  BATTLE GROUP CARDS for brief explanation

[more details in full rulebook].

Require use of BG Counters.

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

10.7
COMPONENT RELATED ADDITIONAL MATERIAL

10.7.1
HOW TO USE TACTICS CARDS:

A) BASIC MECHANICS OF ACTUAL USE

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

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

B)
TACTICAL USEAGE

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

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

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

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

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

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

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

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

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

10.7.4 EXPLANATORY NOTES FOR SPECIFIC TACTICS CARDS and

STIMULUS CARDS and FOR SPECIAL PLAYER CHITS GRANTED BY STIMULUS CARDS

10.7.4.1
TACTICS CARDS

ACCIDENT IN SPACE

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

BENEVOLENCE

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

CONVERSION

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

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

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

DIPLOMATIC SUCCESS

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

EXCHANGE IN EQUILIBRIUM and MASTER THIEF

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

HIGH TREASON

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

IMPROVISED TROOPSHIP

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

Fleet A – 1 BB, 1 CA, 2 MIs  [$17]

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

or some other combo.

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

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

INTERNAL INTRIGUE  HARMS THE ENEMY


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

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

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

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

RAs become 5 + 5.

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

INTERSTELLAR FLUX

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

MALFUNCTION

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

MILITARY FLEXES ITS POWER

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

NECESSARY REINFORCEMENT

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

PLANETARY TARGETING

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

PRECISION OPERATION

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

STRIKE FORCE

SFtrs 4 attacks each as usual.

SUPERIOR MANEUVERS

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

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

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

TACTICAL SUPERIORITY

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

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

This is it.

TELEPORT DEVICE

This is a single use, not a permanent ability.

VICTORY ASSURED

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

WILY CARRIER COMMANDER

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

10.7.4.2
STIMULUS CARDS

EXPLORATION EXPANSION

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

Mutinous ships do not fire and are removed from play.

Combat then occurs in that hex only.

FINANCIAL DEFICIT

May sacrifice 3 fighters in lieu of any other ship.

GRIM TIDINGS

Procedure is as with the Tactics Card ACCIDENT IN SPACE.

LIGHT AGAINST DARKNESS

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

UNNATURAL DISASTER

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

Roll 5 times to determine which players affected.

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

10.8
SPECIAL RULES CLARIFICATIONS

10.8.1
CV MINIMUM FIGHTER CARRIAGE

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

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

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

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

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

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

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

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

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

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

11.0
THE TURN SEQUENCE

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

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

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

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

ORDER OF PLAY FOR EACH TURN.


GAME ORDER STRUCTURE in descending hierarchy



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

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

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

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

11.1.1
EFFECT OF PLAY ORDER ON RESOLUTION OF BATTLES


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

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

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

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

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

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

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

ORDER OF PLAY FOR EACH TURN

[TURN PLAY ORDER CHART]

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

also remove Encounter Cards]

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

B. Stimulus Card Draw Phase 

C. Tactics Card Draw Phase

D. Discovery Phase [Turns 4 – 6 only]

E. Diplomacy Phase

F. New Units Placement Phase

G. Exploration Phase

i. Movement Segment

Ω
Movement Point Use Chart chit movement Sequence

Ω
Movement

ii. Encounters Segment 

Ω
Encounter Card Sequence [Turns 1 – 3 only]

Ω
Space Combat Sequence






Fighter Launch Cycle

Battle Cycle


Fire & determine # of hits


Damage allocation & resolution


Repeat Battle Cycle until battle concludes

Fighter Recovery Cycle

   Ω
Orbital Combat Sequence






GBDS Fire Cycle






Ships Fire Cycle




   Ω
Invasion Sequence






MI Landing Cycle






MI Combat Cycle







Fire & determine # of hits







Damage allocation & resolution







Repeat Invasion Sequence until battle concludes






MI Recovery Cycle




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






MI Landing Cycle

iii. Resolution of Encounter effects Segment

iv. Removal of Forces Carried by Destroyed Unit

v. Encounter VP Determination Segment

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

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

H. Income Phase

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

K. Victory Phase

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

11.2
ORDER OF PLAY – DETAILS OF G ii Encounters Segment

Determination of when a battle is Space Battle or Orbital Battle

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

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

SPACE COMBAT SEQUENCE – IN OPEN SPACE

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

Fighter Launch Cycle

Battle Cycle

Fighter Recovery Cycle

Battle Cycle – each side does following:

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

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

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

4. Go To 1.

ORBITAL COMBAT SEQUENCE

GBDS Fire Cycle

Ships Fire Cycle

INVASION SEQUENCE

MI Landing Cycle

MI Combat Cycle

MI Recovery Cycle

OCCUPATION SEQUENCE – done when no resisting defender MIs.

MI Landing Cycle

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

OCCUPATION FORCES [OF COUNTERS]

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

Cannot be used to conquer a planet.

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

11.3
EXPLANATION OF PHASES and SEGMENTS IN ORDER OF PLAY

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

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

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

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

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

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




10.7.3  Trading  [page 22].

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


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


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

Encounters Segment 

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

Ω
Space Combat Sequence



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

Battle Cycle

Is simply following:


Fire & determine # of hits


Damage allocation & resolution


Repeat Battle Cycle until battle concludes



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

Income Phase – get Stellars matching your Resource Chits.

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

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

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

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

Resolution of Encounter effects Segment

During this any effects arising from encounters are resolved.

Removal of Forces Carried by Destroyed Unit

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

Encounter VP Determination Segment

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

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

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

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

CV MINIMUM FIGHTER CARRIAGE  [page 44].

Repeat from i. Movement Segment until all Movement Segments used

This is pretty self explanatory.

11.4 OTHER PLAY RELATED ASPECTS

11.4.1
Carried Units – Simple System

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

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

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

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

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

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

11.5.1
MOVEMENT CHART

	SEGMENT
	UNIT SPEED

	
	1
	2
	3

	1
	-
	-
	1

	2
	-
	1
	1

	3
	1
	1
	1


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

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

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

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

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

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

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

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

11.5.2
EXAMPLE OF MOVEMENT

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

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





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

UNIT SPEED

	SEGMENT
	1
	2

	1
	-
	1

	2
	1
	1


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

UNIT SPEED

	SEGMENT
	1
	2
	3

	1
	-
	-
	1

	2
	-
	1
	1

	3
	1
	1
	1


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

UNIT SPEED

	SEGMENT
	1
	2
	3
	4

	1
	-
	-
	-
	1

	2
	-
	1
	1
	1

	3
	-
	-
	1
	1

	4
	1
	1
	1
	1


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

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

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

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

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

ATTACK

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

DEFENSE

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

All units start new movement segments with zero damage.

SIMULTANEITY OF ATTACK AND ALLOCATION OF DAMAGE

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

11.6.1
BATTLE TABLES, BATTLECARDS and BATTLE DICE

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

Firstly, one can ascertain the results by use of a single die roll of 1D20 or 1D100 plus consulting a Battle Table [see page 47 (Appendix B) for fuller details of how these are used] for result.

Secondly, one could use a Battlecard [see Section 11.19 and 11.20 on page 45, for fuller details of how these are used].

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

11.6.2
INDICATING DAMAGE TO UNITS AND BATTLE RESOLUTION METHOD

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

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

11.6.3
REMOVAL OF DAMAGE IN BASIC LEVEL RULES

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

11.6.4
SPACE ATTACKS ON MI UNITS

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

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

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

11.7.1
PLANETARY DEFENSES
First Line

Ships

Second Line

GBDSs

Third Line
MIs

11.7.2
OCCUPATION OF A PLANET

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

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

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

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

11.7.3
RESOURCE VALUE OF A PLANET

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

11.8
THE BATTLE SHEET

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

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


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

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

11.9
BLOCKADING

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

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

11.9.1
INCOMPLETE HULLS

SHIP CLASS
 ATTACK
DEFENSE
VALUE

COST TO ARM [& bring to full Defense]
FF

0


1
2

2

DD

0


1
2

3

CA

0


2
4

3

BB

0


3
6

4

CV

0


3
4

3

GS

0


4
5

3

RA

0


3
5

4

TT

0


1
2

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

11.9.2
CAPTURED INCOMPLETE HULLS

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

11.10 INVISIBLE SHIPS

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

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

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

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

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

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

UNIT VALUES

UNIT
SPEED
ATTACK
DEFENSE
SIZE
COST
REMARKS



FF

3

4

3

3
3

DD

2

5

4

3
4
CA

2

6

5

4
6

BB

2

8

7

6
9
Can carry 2 MIs

Ftr

0

4*

1

½
1
2 attacks/round

CV

3

4

4

9
6
Can carry 12 Ftrs

GS

2

6

8

5
7
Can carry 2 MIs

RA

3

6+6

5

6
8
Can carry 2 MIs

GBDS

0

5

4

2
2

SY

0

0

10

36
20

MI

0

4@

4@

0
1

TT

3

0

3

4
2
Can carry 4 MIs

SPECIAL NOTES

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

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

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

A CV can carry up to 12 fighters, but normally would carry less because it costs a lot to get so many fighters [but a fully loaded CV is a pretty impressive force for anyone to encounter].  It is the rule that where possible it must have at least 4 fighters – see special rules on Carriers [10.8.1, page 25].

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

11.11
ENCOUNTER WITH FREE OR NEUTRAL WORLD

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

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

TURNS
ROLL

1 – 3
1D6

4 – 6
1D10

7 +
1D10 + 1D6

DIE ROLL RESULT TABLE

	DIE ROLL
	ROLL RESULT

	
	FF
	DD
	CA
	BB
	GBDS
	CV
	Ftrs
	MIs

	1
	1
	
	
	
	
	
	
	1

	2
	1
	
	
	
	1
	
	
	1

	3
	
	1
	
	
	1
	
	
	1

	4
	
	
	1
	
	1
	
	
	1

	5
	
	
	1
	
	2
	
	
	2

	6
	1
	1
	1
	
	1
	
	
	2

	7
	1
	1
	1
	
	2
	
	
	2

	8
	1
	1
	1
	1
	2
	
	
	3

	9
	1
	2
	1
	1
	2
	
	
	3

	10
	2
	2
	1
	1
	2
	
	
	3

	11
	2
	2
	2
	1
	2
	
	
	3

	12
	2
	2
	2
	2
	2
	
	
	3

	13
	2
	2
	2
	2
	2
	1
	6
	4

	14
	2
	2
	2
	2
	2
	1
	12
	4

	15
	2
	2
	2
	2
	2
	2
	24
	5

	16
	2
	2
	2
	2
	3
	2
	24
	6

	
	
	
	
	
	
	
	
	


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

11.11.1

RESOURCE VALUE ROLL

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

11.11.2

FIGHT OR NOT FIGHT WHEN ENCOUNTER NEUTRAL WORLD

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

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

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

11.11.3 OCCUPATION OF CONQUERED OR UNRESISTING WORLD

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

11.12
THE FATE OF SHIPYARDS ON CONQUERED WORLDS

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

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

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

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

11.13
PIRATE FLEET ENCOUNTER

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

	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER

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

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

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

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

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

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

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


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

11.14
HOSTILE ALIENS’ FLEET ENCOUNTER

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

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

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

11.15
SPECIAL ENCOUNTERS

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

ROLL 1D6:

1
Ally

2
Ship

3
Secret Shipyard Experiment

4
Hyperdrive Improved Engine Device

5
Bribe or Blackmail

6
Rapid Response

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

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

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

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

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

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

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

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

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

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

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

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

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

Roll 1D3 if your fleet Speed 3.

Roll 1D3 + 3 if your fleet Speed 2.


1
3 FFs

2
1 CV + 4 Ftrs
**

3
1 TT + 2 MIs + 2 FFs



4
2 DDs

5
1 CA + 1 DD

6
1 BB + 1 MI




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

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

11.17
SPECIAL HEXES

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

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

Warped Space [A]

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

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

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

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

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

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

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

Dead Space [C]

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

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

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

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


count as being in adjacent normal hex.

SPECIAL HEXES



Warped Space


Warped Space


Defensive Cover


Space Cloud


Concealment 


Space Swirl




Serendipity


Dead Space 


Space Storm




Space Storm

11.18
DISCOVERY HEXES

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

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

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

11.18.1

SPECIAL PROCEDURES WITH REGARD TO DISCOVERY HEXES

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

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

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

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

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

11.18.2
DISCOVERY CHART
	TOTAL #
	DISCOVERY HEX RESULT

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

	3, 13
	$6 Resource Planet

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

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

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

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

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

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

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

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

 – roll 1D6: 1-3 random 4-6 choose

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


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

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

11.19
USING BATTLECARDS

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

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

If one has multiple units in an attack

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

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


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

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

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

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

13.0
GAME PROGRESS DETERMINATION

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

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

When awarded they are recorded on a Victory Point Record.

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

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

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

23.0
FURTHER INFORMATION AND CONTACTS FOR QUESTIONS


My Email address is ljam@westnet.com.au

Website address is http://rebelmage0.tripod.com/galacticdomination
APPENDIX B

EXPLANATION OF NATURE AND USE OF BATTLE TABLES

Amongst the player aids for this game are loose sheets called Battle Tables.

These contain a table  in which the first column will either say D20 ROLL or HITS.

The other columns will have unit attack ratings and the associated units with that Attack Value, and then various numbers on each row.

With the tables where the leftmost column is headed D20 ROLL, there will be the numbers 1 to 20 in that column (representing the number rolled on a D20 roll), and the numbers in the other columns are the corresponding quantity of hits scored by the appropriate unit (as chosen by selecting the correct column).  Note that some columns represent the hits scored by multiple units (usually fighters).

Example of top of such a Battle Table:

	D20

ROLL
	4*
	4
	5
	6
	7
	8
	9
	4* x 3
	4* x 4
	4* x 5
	4* x 6
	6+6
	8+8

	
	1 Ftr
	2 Ftrs
	GBDS
	CA
	
	BB
	
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	RA
	

	
	
	FF
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	CV
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	1
	0
	0
	0
	1
	3
	4
	6
	0
	1
	1
	2
	4
	9

	2
	0
	0
	1
	2
	3
	5
	7
	1
	1
	2
	3
	5
	10

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	0
	0
	1
	2
	3
	5
	7
	1
	2
	2
	3
	5
	11


Example: if D20 roll result was a 3, then a BB would score 5 hits, a CA 2 hits and a DD 1 hit.

With the tables where the leftmost column is headed HITS, there will be the numbers 0 to 16 in that column (representing the quantity of hits scored), and the numbers in the other columns represent the range of rolls required (usually on % dice, but some use D20 if that is your preference) for the appropriate unit to score the requisite number of hits.

Note that some columns represent the hits scored by multiple units (usually fighters).

APPENDIX M

MOVEMENT CHART FOR USE WHEN SPEED 5 UNITS

	SEGMENT
	UNIT SPEED

	
	1
	2
	3
	4
	5

	1
	-
	-
	-
	1
	1

	2
	-
	-
	1
	1
	1

	3
	-
	1
	1
	-
	1

	4
	-
	-
	-
	1
	1

	5
	1
	1
	1
	1
	1


MOVEMENT CHART FOR USE WHEN SPEED 6 UNITS

	SEGMENT
	UNIT SPEED

	
	1
	2
	3
	4
	5
	6

	1
	-
	-
	-
	-
	-
	1

	2
	-
	-
	1
	1
	1
	1

	3
	-
	1
	-
	1
	1
	1

	4
	-
	-
	1
	-
	1
	1

	5
	-
	-
	-
	1
	1
	1

	6
	1
	1
	1
	1
	1
	1


These charts are unlikely to be needed.  Are only for very rare circumstances.

APPENDIX V  BATTLE GROUP CARDS and the Battle Group Concept

Instead of buying individual ships [that are then placed on Fleet Management Sheet - associated with appropriate Fleet ID Number], players can buy [or build by combining existing separate ships] Battle Groups [BGs].

Each BG for a race has an associated BG Counter for use on board in same way as Fleet Counters.

The difference is that when have a combat involving a BG you use Ship Counters from the unbought ships pile, or a matching BG Card [with which use Damage Markers] in similar fashion to use of a Battle Sheet.

APPENDIX N

TERRAN ALTERNATE NAVAL OPTION

In the Basic Game, in general all empires have been given the same units (with a minor exception for Gromar Empire in regard to a couple of units).

However, one would expect that each race might have units with unique strengths and weaknesses, reflecting the technological emphases and design philosophies of that race.

As an example of such, this section has uniquely flavoured Terran Naval units, based on a philosophy of concentration on Defense at the price of reduced Attack for most of their units.

Here is a Table showing the consequences of this – note that units retain same cost and speed as for general units of their type.

TYPE
Standard Ship

Terran Ship

TYPE
Standard Ship

Terran Ship

          
Attack/Defense
Attack/Defense
          
Attack/Defense
Attack/Defense
BB

8 / 7


7 / 9

TT

0 / 3


SAME

CA

6 / 5


5 / 7

GBDS

5 / 4


SAME


DD

5 / 4


4 / 6

SY

0 / 10


SAME

FF

4 / 3


3 / 5

Ftr

4* / 1


SAME

CV

4 / 4


3 / 7

MI

4 / 4

      SPECIAL -












      SEE BELOW

NON-STANDARD UNITS [OPTIONAL RULES OR ADVANCED GAME UNITS]

CL

5 / 4


4 / 6

SM

6 / 5


5 / 7

CS

6 / 5


5 / 7

LM

8 / 7


7 / 9

BC

7 / 6


6 / 8

CVA

5 / 5


4 / 8

CC

7 / 6


6 / 8

CVB

6 / 6


5 / 9

COUNTERS FOR THE ALTERNATE TERRAN UNITS ARE PROVIDED IN THIS GAME BOX.  NOTE ALSO COUNTERS PROVIDED FOR SOME UNIQUE TERRAN UNITS CREATED AS A RESULT OF THESE ALTERNATE RULES – SEE BELOW.

When the Terran player builds one of these racially different units listed above [this of course excludes TTs, GBDSs, SYs and Ftrs (and also for purposes of determining this compensation also MIs)] he receives one Compensatory Point for each such unit built.

A record of how many Compensatory Points is kept by use of special  CP Tokens.

These Tokens come in 1, 3, 5, 7 and 9 denominations.

During Units Placement Phase the Terran Player can trade in any of these CP Tokens to receive certain special units:

if trades in 5 value of tokens he receives a Patrol Corvette [PC] – a speed 3, 2 / 4 unit;

if trades in 10 value of tokens receives a Tactical Escort [ET] – a speed 2,  4* / 5 unit.

As a general situation Terran MIs are 4 / 4 units like those of other races; however, if after paying his $1 to get one of these he also trades in 5 CP Tokens,  then instead he will receive a 5 / 5 MI unit.

If Terran player builds a unit that entitles him to receive a CP Token, but can not place the built units on map – due to say blockade or enemy invasion, he still receives the CP Token.

Also can trade in tokens as normal to receive special unit, and place such special unit(s) in a planetary hex controlled by you [IF otherwise can not normally place them].

There are two units that are a special exception – the Terran CVA and CVB – if Terran player builds one of these units, then instead of receiving a CP Token, he must also pay a CP Token when pays for one of these units [Note: these are Advanced Game units – not in Basic Game].

IF USING ALTERNATE TERRAN NAVAL OPTION and also the OPTIONAL ACTIVE DEFENSE RULE, then note that the Terran Alternate BB can have TAD – Triple Active Defense.
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PLAYER INFORMATION SHEET – BASIC GAME

UNITS DATA

	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	
	
	
	
	
	
	

	FF
	3
	4
	3
	3
	3
	

	DD
	2
	5
	4
	3
	4
	

	CA
	2
	6
	5
	4
	6
	

	
	
	
	
	
	
	

	BB
	2
	8
	7
	6
	9
	Can carry 2 MIs

	GS
	2
	6
	8
	5
	7
	Can carry 2 MIs

	RA
	3
	6 + 6
	5
	6
	8
	Can carry 2 MIs

	
	
	
	
	
	
	

	CV
	3
	4
	4
	9
	6
	Can carry 12 Ftrs

	Ftr
	0
	 4*
	1
	½
	1
	2 attacks/round

	
	
	
	
	
	
	

	TT
	3
	0
	3
	4
	2
	Can carry 4 MIs

	MI
	0
	  4 †
	  4 †
	0
	1
	

	GBDS
	0
	5
	4
	2
	2
	

	SY
	0
	0
	10
	36
	20
	

	
	
	
	
	
	
	


	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	CL
	3
	5
	4
	4
	5
	

	CVC
	2
	6
	6
	6
	7
	Can carry 4 Ftrs

	SFtr
	1
	4
	2
	1
	2
	

	FtrR
	0
	 2*
	1
	½
	1
	2 attacks/round


	UNIT
	SPEED
	ATTACK
	DEFENSE
	SIZE
	COST
	REMARKS

	FtrX
	0
	  6*
	2
	½
	2
	2 attacks/round

	SG
	0
	0
	10
	10
	15
	

	MF
	0
	1
	1
	1/6
	      ⅓  ##
	‘away with the pixies’

	TTQ
	3
	3
	4
	4
	3
	Can carry 3 MIs


##  one gets 3 MFs for $1.
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ROLL 1D6:





1-3 	Free World


4-5	Neutral World


6 	Pirate Fleet
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DRAW TOP FIVE TACTICS CARDS FROM TACTICS CARD DECK – KEEP ONE, PUT REST ON BOTTOM OF TACTICS CARD DECK
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EMPIRE WORLD R3
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ROLL 1D6:





1 	Free World


2-3	Neutral World
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Your fighters can do Ground attacks – one per combat per fighter [ie. 2 hit attempts @ 4- per fighter].





In response Defender’s MIs have a chance to kill one fighter – if on a 1D10 die roll they roll equal to or less than number of MIs on planet.








In Tactics Card Draw Phase you draw 2 Tactics Cards, keep 1, & shuffle other into Tactics Card deck.





I Choose My Destiny





CUNNING





COST: YOUR FIGHTERS COST


 $2 EACH.














      [B]





SERENDIPITY





I Choose My Destiny





OPTIONS





COST: YOUR EXPLORATORY


FLEET IS WORTH ONLY


$12, INSTEAD OF $32.








DEAD


SPACE


[C]











































































































































































































































































































































































































































































































BG	  S 07


BB GROUP


SPEED 2





BG	  S 01


CV GROUP


SPEED 3




















MOVEMENT


MARKER





TURN


MARKER





RESOURCE


CHIT





$20





RESOURCE


CHIT





$5





RESOURCE


CHIT





$1





  PLAYER RESOURCES REGISTER
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SACRIFICE $10 WORTH OF UNITS











RISK


CARD





COST $10











RESOURCE


CHIT





$3





RESOURCE


CHIT





$10





RESOURCE


CHIT





$30














SPACE


STORM 2


[B]








WARPED


SPACE 2


[A]








A
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SPACE


SWIRL


[B]








SPACE


CLOUD


[A]









































































































































































































































(1)  MASTER THIEF  FREEZE





Select an opponent, look at his Tactics Cards, and take one for yourself.


Play after Tactics Card Draw Phase.




















(2)  SPACE DISCOVERY





You may place one Special Hex in any one vacant hex on the map.























TERRAN


EMPIRE




















DEFENSIVE


COVER


[A]





(2)  COUNTER-AGENT	#





When an opponent plays a card with this logo - <>- in its top right corner, you may cause that player to discard that card without it having any effect.




















(1)  SUPERWEAPON  UNIQUE





Place Superweapon Hex under one of your planets.


If any enemy unit enters one of the six hexes around that hex, then roll a 1D10 – on a 1 or 2 that unit is destroyed.  Roll for each enemy unit.


Is destroyed if enemy occupies that planet.




















(1)  GALACTIC SPIRIT	<>





Counter a Stimulus Card.


That Stimulus Card is discarded without having an effect.














(1)  PROTOTYPE SUPER BB





Play during New Unit Placement Phase.  You receive one free Super BB [BBX], as per available counter.


Can appear at one of your Capital Worlds or one of your Shipyards.  Does not use any Shipyard capacity.
































TACTICS


CARD














STIMULUS


CARD





INTERLUDE





Something is making the top echelon of all empires nervous.


No non-player planet may be occupied during this turn.





  ECONOMIC BOOM





All players’ total production for this turn is increased  – each player receives an extra $10 in the


INCOME PHASE of this turn.





 CONCEALMENT
































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































