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BASIC GAME

OPTIONAL RULES BOOK

1.0
EXPLANATORY INTRODUCTION FOR OPTIONAL RULES


1.1
HOW THE RULES POINT NUMBERING SYSTEM WORKS.
This Optional Rules Book for the game of Galactic Domination consists of the section of 

the Basic Rulebook numbered 14.0.

This section is further divided into sub-sections 14.1, 14.2, … 14.6. 

Some of these sub-sections (principally 14.2 that has bulk of this section) are themselves

further sub-divided as for example 14.2.1 , 14.2.2, 14.2.3.  Sometimes even further

division occurs as say 14.2.2.1, 14.2.2.1.1, and even 14.2.2.1.1.1, for example.

To refer a player to a particular rule, use of this format is made by referencing a rule by this number, so if , for example, under say rule 14.2.1.1.4 a reference is made to refer to say rule 14.2.3.4 then this other rule can be easily found.
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14.0 OPTIONAL RULES

14.0.1
HOW TO USE OPTIONAL RULES

14.0.1.1
WHAT ARE OPTIONAL RULES?

Optional Rules are rules that are not part of the main body of the rules, but that

players can choose to use [selecting some of them to add to or replace some of the

normal rules], if the players can reach a consensus on using optional rules, and on

which optional rules are used and which normal rules are not used (if applicable).


It is recommended that players first gain some experience with use of normal rules

before they start experimenting with use of optional rules.  So if this is the first game

for the majority of players in a game session, then do not use any optional rules

unless the players have previously acquainted themselves with the rules by reading

Basic Rulebook.

14.0.1.2
METHOD FOR DECIDING ON USE OF OPTIONAL RULES

To be able to consider use of a particular optional rule, a player must propose use of

that rule.  If this proposal is seconded by another player, then discussion may occur

on merits of using that rule, and then a vote is taken on whether to adopt it.  If that

rule can either augment or replace a normal rule then must also vote on removing

normal rule.  A vote can be for or against a rule, or a player can abstain from voting

if undecided.  A simple majority decides the vote result.

14.0.1.2.1
SELECTION OF OPTIONAL RULES

The Optional Rules usually exist in a hierarchical structure, but there are two modes

of these – in one the Optional Rule includes all sub-rules in its category 

[example:  14.2.3.1.1
DEVELOPMENT OF NEW SHIP DESIGNS];

· with the other, the Optional Rule itself has several alternate options given under

it [example:  14.2.1.1  ALTERNATE COMBAT METHODS].

Note that the vast majority of the Optional Rules are of the second mode.

In some cases there might be a combination of these two aspects.

Therefore, one selects and votes on the overarcing rule, and then if has mode two elements, vote on sub-rules.  Naturally you must not vote in two contradictory rules.

14.0.1.2.1 RESOLVING TIED VOTES

If the votes for and against a motion to install an Optional Rule are tied, then the

status quo prevails, ie the existing rule still applies.

If a player abstains, then he is not counted as part of the total voters for determining

a majority.

Examples: say there are four players, and two motions are voted on:

with the first motion, there are two ayes and two nays – the nays win because the

current rule still applies;

with the second motion, there are two ayes, one nay, and one abstention – this is then treated as a three person voting with two ayes and one nay – the ayes are in the

majority – the optional rule is voted in.

14.1
LIST OF OPTIONAL RULES

14.2.1
COMBAT RELATED RULES

14.2.1.1 ALTERNATE COMBAT METHODS

14.2.1.2 ALTERNATE DAMAGE RESOLUTION METHODS

14.2.1.3 RAMMING [EXPERT LEVEL RULE]

14.2.1.4 ACTIVE DEFENSE [ADVANCED OPTIONAL RULE]

14.2.1.5  SURPRISE AND INITIATIVE RULES

14.2.1.6 RETREAT FROM BATTLE

14.2.1.7 BATTLESHIP SPECIAL ABILITIES

14.2.1.8 OTHER UNITS WITH SPECIAL ABILITIES

14.2.1.9 SCREENING

14.2.1.10 PRIORITY KILL/SCREENING SYSTEM

14.2.1.11 DAMAGE IMMEDIATE REDUCTION TO ATTACK RATING

14.2.1.12 GROUND RAIDS

14.2.1.13 MI EMERGENCY PLANETFALL

14.2.2
MOVEMENT RELATED RULES

14.2.2.1
ALTERNATE MOVEMENT SCHEMES

14.2.2.2
SECRET MOVEMENT

14.2.2.3
MORE ENCOUNTERS

14.2.2.4 EXPLORATION RULES

14.2.2.5
ENCOUNTERS NOT AUTOMATIC

14.2.2.6
TRANSPORTABLE GBDS

14.2.2.7
INVISIBLE SHIPS

14.2.2.8
SECRET FLEETS

14.2.2.9
SPACE HOLES

14.2.2.10
STARGATES

14.2.3
UNIQUE CLASS OF SHIP FOR EACH RACE

14.2.3.1
RESEARCH AND DEVELOPMENT

14.2.3.2
ADVANCED TECHNOLOGY

14.2.3.3
Q-SHIPS

14.2.3.4
COMBAT SHUTTLES

14.2.3.5
FIGHTER VARIANTS

14.2.3.6
FIGHTER INTERCEPTION

14.2.3.7
RAIDERS

14.2.3.8
SCOUTSHIPS

14.2.3.9
MILITARY OUTPOSTS

14.2.3.10
RACE/EMPIRE UNIQUE ABILITIES

14.2.3.11
NATURE OF EMPIRES

14.2.3.12
INVITATION TO EMPIRE

14.2.3.13
AUTOMATIC RESERVE [THE SPACEGUARD]

14.2.4
SPECIAL USE PLAYER UNITS

14.2.5
INCORPORATING UNITS OR RULES FROM HIGHER LEVEL GAME

14.2.5.1 BASIC METHOD

14.2.5.2 HIGHER TURNS CONCEPT

14.2.6
SHIPYARD CONSTRUCTION LIMITS

14.2.7
MORE ON RELATIONSHIPS BETWEEN EMPIRES

14.2

THE OPTIONAL RULES

14.2.1
COMBAT RELATED RULES

14.2.1.1
ALTERNATE COMBAT METHODS

14.2.1.1.1
THE ORIGINAL CONCEPT

This is actually my original concept for the combat system in this game, and is
actually my preference for combat method.  However, I adopted a simplified version

using method that is popular in other games as the standard rule, and placed this one

here as an option for those who wish to use this more complicated to use, but also

more realistic, version.  It will require the use of the Play Aid ‘Battle Screen’.

Point ii. is the only aspect where it differs from the normal rule.

i. a unit gets a number of attacks equal to its attack rating, each of these attacks

has a chance of success equal to a roll on a 1D10 being less than or equal to

that attack rating (normal exceptions apply).

ii.
attacks are individually allocated to target units before attack rolls are made.

ii. units have a Defense rating which can range from 1 up to fairly high numbers

 – for combat ships up to 8 for some units.

14.2.1.1.2
INTERMEDIATE POSITION TO THE NORMAL RULE AND THE

ORIGINAL CONCEPT OPTION

i. and iii. remain same, but ii. is replaced with: each side rolls for its units the total #

of successful hits, and the Attacker allocates this among opponent units as he chooses.  This differs from the normal rule only in that the attacker, not the defender, allocates successful damage hits.

14.2.1.1.3
THE PRE-INTERMEDIATE SYSTEM

This can be used as a simple variant to the normal rule. 

In this, the Defender still allocates the damage but subject to certain conditions.

Damage must be assigned to destroy units where possible instead of dispersing the damage. eg. Have 3 ships each of Defense 3.  If receive 6 damage from opponent

force, must destroy 2 of these ships.  If receive 7 damage, one of them gets 1 point

of damage but if you also had a 1 point target then must instead destroy it.  This could

be an actual 1 Defense unit or a previously damaged unit with 1 Defense remaining.
14.2.1.1.4
SIMPLIFIED COMBAT SYSTEM

[NOTE: IS RECOMMENDED NOT TO USE THIS AS IT GOES AGAINST THE UNIQUE FLAVOUR OF THIS GAME AND DISTORTS WHAT HAPPENS]

Each unit has only 1 hit point.

Unit can only shoot once in a round, at its Attack value

[Exception: RA gets 2 attacks].

Fighter Attack value becomes 2.

Unit costs are altered:-








FOR NON-BASIC GAME UNITS

UNIT
NEW COST
ATTACK VALUE
OPTIONAL RULE REFERENCE  #

Ftr

1

2

FF

3

4

DD

3

5

CA

4

6

BB

5

8

CV

3

4

RA

7

6 + 6

GS

4

6

GBDS

2

5

MI

1

4@

SY

8

0



TT

1

0

MF

½

1

14.2.3.4

SFtr

2

4

14.2.3.1.1.2  &  14.2.3.1.2



CL

3

5

14.2.3.1.1.1  &  14.2.3.1.2



CVC

4

6

14.2.3.10.1   &  14.2.3.1.2





TTQ

2

3

14.2.3.3



FtrX

2

3

14.2.3.5.2

FtrR

1

1

14.2.3.5.3

CS

4

6

14.2.3.10.1

BS

4

9

14.2.3.10.1

Scout

3

0

14.2.3.8

ScoutA
4

4

14.2.3.8

With this system CVs, etc. can only substitute 2 MFs (14.2.3.4) for 1 Ftr

14.2.1.1.4.1
VARIANT ONE OF THE SIMPLIFIED COMBAT SYSTEM

Attack and Defend [‘Parry’] System
· Each unit has only 1 hit point and only does 1 attack in a round of combat.

· If hit, it can roll its Defense Rating or lower to nullify the hit.

· Versus multiple attackers, it can do Defense rolls at a cumulative –1.
eg. if its Defense is 4, it needs to roll 4 or less to avoid being hit by a successful attack roll.
If a second ship also successfully hits it in same round then it needs 3 or less, and if a third ship it needs 2 or less, against a fourth ship it needs a 1, and no defense versus a fifth successful hit against it in same round of combat.


14.2.1.1.4.2
VARIANT TWO OF THE SIMPLIFIED COMBAT SYSTEM
Defense Splitting System

· Each unit has only 1 hit point and only does 1 attack in a round of combat.
· Can apply its Defense Rating as an add modifier to opponent hit roll.
eg. Opponent has an Attack Rating of 6, and your ship has a Defense of 4;
whatever opponent rolls on die you can add 4 to this, and if the result is higher
than 6, then that hit becomes a miss. ie.If opponent rolls a 3 or higher you are

safe.
· Versus multiple attackers, can split Defense Rating amongst them. Note that
only need to do this after an opponent has one or more hits that would be a

normal success. eg. again your ship has a Defense of 4.  Four enemy ships,

all with an Attack of 6, attack your ship.  They have rolls of 7, 6, 5 and 3.
Do not need to use any Defense vs the ship that rolled 7; you can prevent two

of the other rolls from hitting by splitting your Defense but one shot will get through to destroy you.  If rolls had instead been 7, 6, 6 and 5, one could stop

all three successful hits by adding respectively 1, 1, and 2, to the attack rolls.


NOTE:
With both 14.2.1.1.4.1 and 14.2.1.1.4.2 , these require that attacker and defender ship(s) are matched up with each other [as occurs in many traditional wargames], and each player has an attack phase and a

defense phase [and one can match up ships differently in your attack

phase to the way the opponent matched up in his attack phase].

In attack phase, attacker chooses which units is attacking with what.

This makes CVs an obvious and vulnerable target, especially if not using screening

rules, therefore must have this addendum if using one of these two variants – CVs in

such a battle are not in thick of battle but launch their fighters from outside battle

[this can also be used by a CV that has no fighters that simply wish to protect for 

future use].  

Attacker must assign at least one attacker to every other unit [including fighters] 

involved in battle before can assign any to CV(s).

The CVs themselves can still attack normally.

14.2.1.1.5
TRADITIONAL WARGAME METHOD
In this the strength of the two sides is added, a roll made and the result determined

on a Combat Resolution Table [CRT].

Combat Resolution Table

When 2 fleets meet [must also consider 3 or more races meeting – declarations of sides] each ship has a value – add the values for each side –take the difference, and on a table

a result is picked based on one die [example shows use of a 1D6; 1D10 may be

preferable as allows a greater spread of possible results].

THIS TABLE STILL TO BE DONE AT ALPHA TEST STAGE

	D6 ROLL
	DIFFERENCE IN FLEET STRENGTHS

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9+

	1
	
	
	
	
	
	
	
	
	
	

	2
	
	
	
	
	
	
	
	
	
	

	3
	
	
	
	
	
	
	
	
	
	

	4
	
	
	
	
	
	
	
	
	
	

	5
	
	
	
	
	
	
	
	
	
	

	6
	
	
	
	
	
	
	
	
	
	


14.2.1.1.6
VARIABLE SYSTEM
Some games use a system whereby the number of attacking units and defending units doesn’t matter, but the attacker rolls say 5 attack dice, and the defender 3 defense dice, and certain numbers [say ‘6’ on a die] indicates a successful kill, and continue rolls until one side eliminated [or retreats if able].  

STILL TO BE DONE – AFTER ALPHA DEVELOPMENT

14.2.1.1.7
INTERMEDIATE LEVEL ALTERNATE COMBAT METHODOLOGY
In this one designates a type of target, and what one must roll depends on type of target; eg. if have a squadron of fighters that choose to tackle a Battleship, then roll to hit for each fighter is not 4 or less but 2 or less.



STILL TO BE DONE – AFTER ALPHA DEVELOPMENT
NOTE THAT ABOVE TWO ARE PRELIMINARY CONCEPTS ONLY AND ANY ACTUAL DETAILS MUST COME FROM PLAY TESTING.

14.2.1.2
ALTERNATE DAMAGE RESOLUTION METHODS

14.2.1.2.1
DAMAGE RETENTION
Damage a unit receives is retained to end of the turn, and then it is automatically

removed.

14.2.1.2.2
TOTAL DESTRUCTION [EXPERT LEVEL RULE]

With this , doing damage equal to a unit’s defense does not destroy it, just makes it

combat ineffective.  To really destroy a unit requires overkill damage, equal to its

defense; ie. it takes damage of twice its defense to really kill it.

This rule can be further complicated by giving units whose defense is 0, limited

offensive &/or defensive fire.

14.2.1.2.3
ZERO HIT POINT SYSTEM

In this, when a unit has exactly 0 hit points remaining, it is not destroyed, but can no longer engage in combat.  Additional damage will destroy it; a 0 hp unit can

self-destruct to avoid capture.

14.2.1.3
RAMMING [EXPERT LEVEL RULE]

If a unit rams, it does damage equal to its size, and takes damage equal to ½ size of

target.
Chance to successfully ram is 1-2 on a 1D6.

14.2.1.4
ACTIVE DEFENSE [ADVANCED OPTIONAL RULE]

14.2.1.4.1
ACTIVE DEFENSE

Any unit that has greater than 1 Defense, can reduce its permanent Defense rating

by 1 and thereby gain the special capability of Active Defense.

How Does Active Defense Operate?

In each round of combat that unit rolls 1D10 – if it rolls in the range 1 – 4 the number

of hits that successfully hit it are reduced by that number.  If it rolls 5 – 10, then its

active defense had no effect that round.

What is Active Defense?

A unit has anti-missiles and other defensive systems; in the basic rules the effect of

these is represented by having extra Defense.

Active Defense reduces the operating unit’s Defense rating but has the advantage that

it operates every round whereas once a point of normal Defense is gone it is gone

[until repaired after battle if the unit survives].  On average active defense reduces

the amount of damage a unit takes each round of combat by 1 point.

14.2.1.4.2
DOUBLE ACTIVE DEFENSE

Certain large, powerful combat units eg. BB may have Double Active Defense which means that they can roll twice each round and gain benefit of both rolls, but it costs 2 permanent Defense to have this capability.

Only Capital ships/units may choose this option.

14.2.1.5
SURPRISE AND INITIATIVE RULES

When two fleets meet they may not be equally prepared.  This reflects that possibility.  Do not roll for carried units.

Each player involved in the combat rolls a 1D6 – that is the number of his units that are surprised.  

Surprised units can not fire in first round of combat.  

If a CV (or any unit carrying fighters or MFs) is surprised, they can not launch (ie use) fighters in first round of battle.

14.2.1.6
RETREAT FROM BATTLE

14.2.1.6.1
SIMPLE RULE

After each round of combat, attacker units [some or all] get chance to retreat.  Then Defender gets choice.  Retreated ships do not actually leave that hex [space is big]; one flips unit counter upside down [damage is removed also]; Fighters cannot retreat [unless aboard another unit that can retreat].  Speed 0 units cannot retreat.

14.2.1.6.2
PRE-EMPTIVE “RETREAT”

It is possible for a unit either not to engage in a battle [this is especially true of CVs, which would prefer to stay out of harm’s way, so that there is a carrier that surviving fighters can return to], or to withdraw from a battle [eg if a unit is considered of importance and therefore considered it should no longer be risked in combat arena], subject to certain conditions. [Naturally with Basic Combat rule this is unnecessary & counter-productive].

Such retreat does not involve movement into another hex [for one thing this could be going out of the frying pan into the fire].  Instead, if successful [to be determined how success and failure determined], it merely means co-occupancy of a hex (but not control).

For purposes of the basic rules, we will say that if a unit attempts such uninvolvement or withdrawal from battle, then success is automatic.

For a unit that is not involved, yet has not done an actual retreat (such as the CV mentioned) we could use a special marker to show it is merely a ‘reserve’.

This means that if the player wishes, he can have it get involved in the battle – meaning that it can both shoot and be shot at – activating it at start of any combat round by removing its ‘reserve’ marker.

To do an actual retreat of a unit one simply places its counter upside down – that unit is still in that hex but has evaded further contact with the enemy.

Units with unused movement points, can use these after a battle.

14.2.1.6.2.1 It is also possible for certain units to “move through” a potential combat zone.  This is either because they are a special unit with a special ability or because of some special condition.

THIS PARTICULAR SUB-RULE STILL TO BE DETERMINED.

14.2.1.6.3
COMPLEX RULE ON RETREAT

During a battle, several possibilities can arise in regard to retreating activities:

1. Both sides wish to retreat all its engaged units.

2. Either or both sides wish to disengage specific engaged units.

3. One side wishes to retreat all its engaged units.

4. Either or both sides wish to disengage reserve units [some or all such units].

5. Both or either side wishes to disengage all its units.

Disengaging includes the desire to go forward/move through.

Case 1. is a matter of mutual agreement.

In Case 2. – the other side may allow or oppose the action.  In this case the opposed

side must allocate at least one of its units to each unit it wishes to prevent retreating.  Whilst engaged, a unit cannot retreat.  However, a more powerful unit has a chance to disengage from a less powerful unit – if it rolls on 1D10 a # less than or equal to its

attack value minus attack value of opposing ship.  If more than one opposing ship,

simply add their attack values.  For this purpose, treat 4* as 2, 6+6 as 8.

New note: This can also give rise to concept of harrying, ie. a ship attempts to move

away but is harassed by opposed units.  Note that as fighters do not have strategic

speed thay can not harry if opponent goes to strategic speed.  Must consider how long

it takes to go from tactical speed to strategic speed.  This opens a whole can of worms,

as what if one fleet going along at strategic speed and is attacked by big bunch of 

ighters and it doesn’t want to fight, then surely it can easily outrun them as it has 

strategic speed and they don’t?  The solution must be that tactical speed is as fast as strategic speed but simply occurs over a much smaller distance – a kind of cheetah

and gazelle situation.  But if it is so fast how can combat occur near planets? Simple,

the combatants of necessity are forced to slow down so as to be able to engage.

Then how does ship escape harrying fighters?  Fighters lack the endurance for a long chase, so if they can’t destroy it or stop it, then it will get away.

But wait, hold it there hombre – isn’t strategic speed many times that of light? 

How could combat occur at such speeds?  Their relative speeds are much lower. 

But that is only if have same velocity [ie. speed and direction].  This is where tactical speed comes into the equation – fighters have higher tactical speed than ships, so can actually do attack runs.

Tactical Speed is actually a bit of a misnomer as it does not include simply raw

speed but also ability to maneuver.

Another possibility about why combat is so possible is that each ship’s mass creates a bubble around it that affects the space around it and also ships nearby, so that they are drawn into a common volume where its speed determines the speed of nearby objects

also; therefore fighters would actually normally be slower than ships, but the ship or

ships themselves give the fighters speed.  This also means that if have two ships near

each other of different speeds their speeds would tend to move towards that of the

other, but the more massive ship has a greater effect. eg. a BB is fighting 2 cruisers

– it is moving at speed of 2 as it is willing to engage and for reasons of its own wants

the combat to occur at a lower speed as some advantage for it in this say, and cruisers initially moving at speed 4; even if cruisers didn’t deliberately slow their speed, the presence of the greater mass of the BB would tend to reduce their speed towards its, 

and their mass tends to raise its speed towards theirs.  So combat occurs at speed 3.

This idea requires much more consideration as pretty tricky in its possibilities.

In Advanced Rules can have that combat can only occur at sub-light  [tactical]speed, but that units can drag other units from FTL mode to this lower speed, using some kind of field, so a fleet can force another fleet to engage in combat if it can successfully perform this, and possibly it will fail to completely do this and some units can escape by staying at FTL and are therefore not forced to engage in battle.

Another posiibility is that high tactical speed ‘0’ speed units are also capable of FTL travel but can only do it over relatively small distances.

Such concerns about rationale of how units can engage in conflict is not of concern when dealing with Basic Level Rules.

14.2.1.7
BATTLESHIP SPECIAL ABILITIES

14.2.1.7.1
BATTLESHIP LONG RANGE/SHORT RANGE FIRE

This is an Advanced Level rule that players might want to have at Basic Level.

Use of this increases the cost of BBs by $1 to $10.

LR/SR Fire Control  [LR = Long Range  :: SR = Short Range]
Only units with the special targeting hardware/software required as well as the heavy long range weapons required can shoot at LR.  Similarly, special targeting systems required to obtain SR bonus, and suitably modified weapons.

BBs mount the heaviest weapons; these not only can do more damage but they can optionally in any battle be shot at long range and/or short range [as also have amongst the heaviest defenses].

This requires use of a Range System
This would assume all units in a fleet are close together in same range bracket vis-à-vis any opponent [as a general rule, individual ship factors will vary as shown below].
In this ships have Range Capabilities.  These are Long Range, Medium Range and Short Range.
eg. BB has LR capability and can therefore shoot before a ship with only MR capability can shoot back.


However, shots fired at LR are less accurate.  LR modifier to each shot is –2 to hit; also it takes longer to acquire target, therefore only half your allowable shots can be fired at max range. eg. Two cruisers approach a BB; the BB has a normal combat rating of 8, ie. 8 shots each with 8- to hit.  It can fire 4 shots at 6- to to hit at the cruisers, at Longe Range.


Short Range bonus is +2 to hit; however, at short range do not get any additional shots, and a case might even be made that again there be a penalty for quantity of shots as harder to keep target in arc.



14.2.1.7.2 
WHICH UNITS HAVE LONG RANGE FIRE CONTROL?
As a general rule, only units with an attack rating of 8 or higher can use long range fire

[in Basic Game this is only the BB (and one rare Optional Rules unit – the BS)].

Any exceptions are separately listed.

14.2.1.7.3
BATTLESHIP FIRST STRIKE ABILITY

Instead of firing 8 shots at 8- to hit; BB can fire 4 normal shots @ 8- hit chance,

and 2 prior [first strike] shots @ 6- to hit [ie. sacrifices 2 total shots].

Normally this would provide no benefit with standard basic combat system, except in

rare circumstances – eg if had a lone BB versus a squadron of unsupported fighters.

It has more usefulness if using optional combat rules where when attacker has

targeting options.

14.2.1.8
OTHER UNITS WITH SPECIAL ABILITIES

14.2.1.8.1
BattleRaider [costs 1 Stellar more than normal CA, ie.$7]

A prerequisite for this rule is that are using rule 14.2.1.7.1.


This looks like a normal cruiser, but has LR fire capability normally associated with

super-heavy capital units [BB].  However, does not have the full 8 (4-6) but does not

have the –2 penalty  either, nor the full shot reduction; ie. would expect it to go from

6/6 to 6 (3-4) but it is actually 6 (4-6).


When wish to fire at LR flip counter to show that it is a BR, not normal CA, then fire.  Uses special counter that has CA on one side and BR on the other side.

14.2.1.9
SCREENING

A player can screen one or more units with other units; details given in PK/SS rules [14.2.1.10].

[Note: One can use just screening rules w/o Priority Kill System, but using both is recommended].

Screening is a method whereby if using the 14.2.1.1.1 or 14.2.1.1.2 alternative combat methods wherein the attacker allocates damage one can protect a particularly valuable

unit, eg. a CV.

Screening will also be necessary or desirable with normal combat rules if using the

Priority Kill option.



Units with Attack 0 cannot screen.

Immobile units cannot screen.

If using Screening Rules, then advisable to use special play aid – Combat Screen.

14.2.1.9.1
ADVANCED SCREENING

If using this option, not only can one or more units screen a particular unit, but 

screening units can themselves be screened by other units.

14.2.1.10
PRIORITY KILL/SCREENING SYSTEM

14.2.1.10.1
PRIORITY KILL/SCREENING SYSTEM FOR USE WITH NORMAL
COMBAT RULE

1.
Designate Priority Target.

2.
Designate one or more attacking units dedicated to attacking Priority Target only in this round, ie. they fire at that target and only that target.

3.
If designate more than one Priority Target, then each has separately selected dedicated unit(s) attacking it and only it.

4.
Defender can choose to Screen Priority Target by designating one or more defending units as Screening Units for that target.
All dedicated attacking fire is assumed to hit them, and cannot be allocated by defender to other defending units.  If they are all destroyed by that fire, any remaining points of damage go to Priority Target.

5.
Any points in excess of that required to destroy Screened unit are lost.

The fire from remaining attacking units, and from all defending units, is applied normally – ie. allocated by each player amongst his own units.

6.
It is possible for both sides in the battle to have Priority Target(s) and Screening Units. However no unit can be both a dedicated attacking unit and a screening unit.


[There may be introduced later some special units that may ignore this rule – at this stage none].

14.2.1.10.2
PRIORITY KILL/SCREENING SYSTEM FOR USE WITH  14.2.1.1.1 OR
14.2.1.1.2 ALTERNATE COMBAT RULES

1. Defender allocates Screening Unit(s) to one or more of his units.

2. Attacker can designate any screened unit as a Priority Target.

3. Designate one or more attacking units dedicated to attacking Priority Target only in this round, ie. they fire at that target and only that target.

4. If designate more than one Priority Target, then each has separately selected dedicated unit(s) attacking it and only it.

5. All (successful) dedicated attacking fire is assumed to hit the Screening Units.  If they are all destroyed by that fire, any remaining points of damage go to Priority Target.  Any points in excess of that required to destroy Screened Unit are lost.

6. The fire from remaining attacking units, and from all Defending units is applied normally – ie. allocated by each attacker.

7. It is possible for both sides in the battle to have Priority Target(s) and Screening Units.
However no unit can be both a dedicated attacking unit and a screening unit.

[There may be introduced later some special units that may ignore this rule – at this 

  stage none].

14.2.1.10.3
ADVANCED PRIORITY KILL RULE

This is a further option one can use if using Priority Kill/Screening System.

In this, screening units fire is only at units that are using Priority Kill fire on specific unit they are screening.

14.2.1.11
DAMAGE IMMEDIATE REDUCTION TO ATTACK RATING

Each point of damage allocated to a unit reduces its attack rating by 1.

This can make things interesting, as a player might prefer to eliminate some of his units

to prevent a particular heavy unit of his having its attack rating significantly reduced.

14.2.1.12 GROUND RAIDS [ADVANCED OPTIONAL RULE]

MIs can attack GBDSs [with limited success; ie it is difficult].

To do this must first do a successful combat drop – this is landing on the planet whilst orbital battle is occurring.

Can not attempt this until after GBDSs get their initial free shot.

Roll 1D6 for each MI unit attempting a combat drop:

on a 1-3 success; on a 4-6 die.

Then must defeat any defending MI units.

Then if any of your MIs survive, each of them gets only one 1D6 roll:

on a 1-2 success – neutralize one GBDS for each successful roll.

An MI unit can choose to evade defending MIs and do direct attack on a GBDS, but

in that case success only occurs on a 1 on 1D6, and after that one opponent MI unit

gets a free round of attack on it.

Note however that an enemy MI unit only gets this free attack against one of your MI units; if opponent has more than one MI unit then each of them gets a free attack IF at different MI units of yours.

14.2.1.13
MI EMERGENCY PLANETFALL
If your fleet, some ships of which are carrying MIs, are involved in an Orbital Battle,

and you expect your fleet to be destroyed or nearly so [or it is destroyed], then the MI

units can attempt emergency shuttling to planet.

For each unit making the attempt (& can do this from a still surviving unit or a just destroyed unit), roll 1D6:

1 – 2  make it to planet
3 – 6  die.

Note that this differs from 14.2.1.12 just above as these MIs can not attack GBDSs,

and also that these MIs can land from destroyed ships whereas the ones in 14.2.1.12

can not do that.

14.2.2
MOVEMENT RELATED RULES

14.2.2.1
ALTERNATE MOVEMENT SCHEMES

14.2.2.1.1 ALTERNATE MOVEMENT POSSIBILITIES

14.2.2.1.1.1 Standard Wargame System

(M1)
Player A moves all his/her units up to their movement allowance [can choose not to move some or all units, or move them less than permitted].
Battles are resolved.
Player B has their turn, etc.

14.2.2.1.1.2 Modified Standard Wargame System
(M2)
As 1. but after a battle, the active player has a second movement phase.


14.2.2.1.1.3 Simultaneous Movement System
(M3)
This is current basic method in GD; similar to that used in SFB.


14.2.2.1.1.4 Alternating Movement System
(M4)
Combines aspects of M1. and M3.
Player A moves units 1 hex, then Player B moves units 1 hex, then Player C, etc.
Two sub-categories:-

14.2.2.1.1.4.1 Combat occurs if in same hex.

14.2.2.1.1.4.2 Combat occurs only if in same hex after all Players have had their movement.

Then players have second hex of movement, etc.

As stated, M4 does not allow for variant movement speeds.

Could extend it to each player moves his units up to their movement limit in his movement phase, and then after all movements done, resolve battles as per sub-category 2).

Rationale for this is that space is big, so can pass each other in one hex, and that you do not really know opponent ships are there, or only approximately where they are.

Ending movement phase in same hex implies that were actively seeking the enemy and found them, hence the battle.

This is simpler than simultaneous movement system, but gives an advantage to player who moves after other player(s).



However, could have either:-

(1) each turn, the order rotates, OR

(2) each turn, the order of movement is in same order as a determination of who is most powerful, etc. ie. least powerful gets advantage of moving last.

This determination would have to be based on mobile units only, and not count non-mobile units and fixed defenses [ie, units that are mobile, but are restricted to non-movement, eg. home fleets].  However, if two races are allies, would treat as being one empire for determination of this value.

Only units of known value would be counted, ie. exclude Unique units, ghost ships, secret unrevealed units, etc.

Alternatively, and more simply, base movement on economic might, VPs, or some other measure of who is leading, coming second, etc.

Another possibility is to auction off positions – players secretly bid and reveal and 

then pay  bid amount – to choose where they come in order.

eg. Player A bids 7 Stellars, B 5 Stellars, C 3 Stellars, D 0 Stellars.

A chooses first and decides to go 2nd last; then B chooses last, etc.  Ties resolved by

die roll.

This could mean ‘richer’ empires having the perceived move advantage, but it costs

them money they could have used for more ships, and there won’t  always be an advantage.



Variant of M4:

Movement has phases:-

In first phase, all players may move any of their units that have a speed of 1 or higher,

1 hex.

In 2nd phase, all players may move any of their units that have a speed of 2 or higher,

1 hex.

In 3rd phase, all players may move any of their units that have a speed of 3 or higher, 

 hex.

Continue this until all movement has been resolved.  Then have Encounter Phase.

Rationale for this is firstly that for units of lower speed it is easier to predict their

course.

Secondly, faster units can during their movement avoid conflict with slower moving

units, thereby mandating that combat does not occur until all movement 

finalised/resolved.



Note of 20/04/03

Above has been given proposals that combat not occur until all movement completed.  This denies having combat occur when units meet in transit to their destinations.

It should be fairly easy to incorporate the concept that if units do meet then they can

battle, but one doesn’t have to make it an automatic process, but rather of player 

agreement [if both or all players with units in shared hex want a battle they can] or if 

one player wants a battle and another doesn’t then a system whereby they roll dice or

one player pays a fee [to be determined if one who wants battle or one who doesn’t

should pay] or some other method can be used.

With this idea, it is possible that can have three races units in one hex but only two

of them want to fight [or one of them won the right to force one other one to battle].

The third race will then just be observers.

Now it might seem that if two of the races battling and they are exhausting each other’s strength that the third race might want to finish off the remaining fleet(s).  This would

have to be forbidden, or subject to certain restrictions.  The rationale would be that the battle zone is a dangerous area due to all the debris of battle, and the actual participants have a much better idea of where this is and how to avoid it then a passive, distant observer.  If they are not passive and distant, then the other fleets might attack them

during their own battle.

Although movement is simultaneous; there is a player turn order and the player whose

turn it is determines the order battles he/she is involved in are played.  The player

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

Should the choice of who “goes next” be reversed, so that the player whose turn is last chooses the order of battles after the player whose turn it is does. eg.

Say 5 players A, B, C, D, E; order of turns goes clockwise, and is therefore

players A, B, C, D, E, in that order.  Say it is A’s turn.

[A]  Order as in first paragraph above as regards who chooses order of battles; then A chooses, then B, etc, producing this situation:-

TURN
ORDER TURN
1ST CHOICE
2ND CHOICE
3RD CHOICE
4TH CHOICE
5TH CHOICE
1
A,B,C,D,E

A

B

C

D

E

2
B,C,D,E,A

B

C

D

E

A

3
C,D,E,A,B

C

D

E

A

B

4
D,E,A,B,C

D

E

A

B

C

5
E,A,B,C,D

E

A

B

C

D

14.2.2.2 SECRET MOVEMENT

14.2.2.2.1
Method 1

A certain card will allow a player to secretly move one of his fleets undetected in its journey – its departure point is known and when it arrives at its desired destination it is revealable subject to detectability rules.
When use card, do not move designated fleet as normal in that turn, nor is it actually present in that hex.  During next turn – select its destination hex, which can’t be further than 2 x its movement allowance.

14.2.2.2.2
Alternate:  When use card, do not move designated fleet as normal in that turn, nor is it any longer in departure hex.  Choose a destination hex and route, secretly record this information.

When arrive at that hex, can reveal fleet and the secret record.  During route, if at any point you are in a hex you can break your journey to reveal yourself but this terminates your secret movement, eg.a secret fleet is intending to travel 4 hexes, however in its journey an enemy fleet happens to move into the hex it is currently traversing – it could choose to continue on in its secret journey but instead decides to reveal itself and attack that enemy fleet.  Secret journey can last up to 2 turns.

14.2.2.3
MORE ENCOUNTERS
These occur when one goes on a particular hex; or go on a hex and encounter roll made, then one of these or other listed encounters occurs.

14.2.2.3.1 Ghost Fleet  

Temporary encounter only. After you encounter, remove this hex piece.



Presumably, this is a hostile encounter.  Apparently it consists of 3 alien ships.



Would need to create some kind of reward for encountering this, or just tough luck?

14.2.2.3.2 Serendipitous Ship 

Encounter a ship that can add to own fleet, on a permanent basis.  Counter exists.  

CX  Attack 6, Defense 6, Speed 3.

NOTE THAT AT THIS PLAYTEST STAGE THIS RULE IS INCOMPLETE

EXPLORATION RULES

(1) When one enters a hex, must spend a turn exploring it to find any worthwhile stellar

systems to determine its value before can exploit it.

(2) Must spend resources to explore hex.

(3) Minimal size and type of ship to do such exploration – specialist exploration/survey unit

or scout or a # of ships.  One rolls for what one finds; you or another player who later

enter that hex might find more useful planets [or other items – like derelict ships].
Each hex contains a number of stellar systems but only a small # are worth more than

nominal value – for resources, colonization or strategic location.
Each scout or general ship has a certain exploration value.
One totals the Exploration Value of Units in that hex [Roll each movement point stay in hex].

	Exploration

Value Total
	Random Die Roll Result – 1D10

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1
	A
	A
	A
	A
	A
	B
	B
	B
	C
	C

	2
	A
	A
	A
	A
	B
	B
	B
	C
	C
	C

	3
	A
	A
	A
	A
	B
	B
	B
	C
	C
	C

	4
	A
	A
	A
	B
	B
	B
	C
	C
	C
	D

	5
	A
	A
	A
	B
	B
	B
	C
	C
	C
	D

	6
	A
	A
	B
	B
	B
	C
	C
	C
	D
	D

	7
	A
	A
	B
	B
	C
	C
	C
	C
	D
	D

	8
	A
	B
	B
	C
	C
	C
	C
	C
	D
	D

	9
	A
	B
	C
	C
	C
	C
	C
	D
	D
	D

	10+
	B
	C
	C
	C
	C
	C
	D
	D
	D
	E

	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	


A, B, C, D, E – are Tables of what is found there.  Do not automatically find systems

that are settled, etc. by another player; but your agents might find out or that player

may make a Propaganda Announcement about it [that gives location?].

One also might find a system occupied by another player by secretly following cargo

ships transporting supplies and goods between the new planet/base and another

established world/ base, but it is not simply a matter of picking a ship and following

it as it could simply be going to another known world/base.

TABLES A, B, C, D, E – TO BE DONE

Exploration values of scouts, normal ships,etc

survey ship

exploration vessel

NOTE THAT AT THIS PLAYTEST STAGE THIS RULE IS INCOMPLETE 

14.2.2.5
ENCOUNTERS NOT AUTOMATIC

In standard play, when two fleets of different empires meet, then a battle must occur.

The following options provide alternate possibilities.

14.2.2.5.1
‘PASSING IN THE NIGHT’

Two modes – Basic and Enhanced.

With both, encounters of two fleets in same hex are not automatic.  

14.2.2.5.1.1
Basic: When 2 fleets of opposed nations in same hex, roll 1D6:


On 1 – 3, do not detect each other, on 4 – 6 do, and therefore must fight.

14.2.2.5.1.2
Enhanced: Each fleet chooses a mode – passive detection (-1 mod), normal (0 mod),





active detection (+ 1 mod); the mod is applied to die roll result.

Add mods for both players to 1D6 die results.

14.2.2.5.2 VARIANT TRAVEL MODE
Each fleet chooses a mode of travel – stealthy, normal, hunting.

Each side separately rolls a 1D6:-

If in stealthy mode, then –1 on their detecting modifier and also –1 on their detectability modifier; this means their own 1D6 roll receives a –1 modifier, and so does their opponent’s 1D6 roll.

If in normal mode, no modifiers.

If in hunting mode, then +1 on their detecting modifier and also +1 on their detectability modifier; this means that both they and their opponent receive the benefit of a +1 to their 1D6 roll.

If on the modified 1D6 roll a player obtains 1 – 3, does not detect opponent fleet, and if obtains 4 – 6 does detect opponent fleet.

14.2.2.5.3 COMBINED MODES

The two variants above can be combined – ie can choose both of them.

14.2.2.5.4 EFFECTS OF NON-DETECTION OF OPPONENT FLEET
If both fleets do not detect each other then each side behaves as if it alone were in  that hex.

If both fleets do detect each other then they follow the normal encounter rules.

If one fleet detects the opponent fleet but is itself undetected, then that player has the option of choosing whether to keep itself hidden or reveal itself.

If stays hidden then the opponent can not attack it; however if wishes to engage the enemy, then it must reveal itself.

In basic rules this choice is the only benefit received for this unilateral detection, unless also using Surprise/Initiative rules [14.2.1.5].

14.2.2.6
TRANSPORTABLE GBDS

As a general rule, once a GBDS has been built it remains where it was built.  This

Optional Rule allows them to be transported to another world.  An empty CV [ie. one without any fighters on board] or a BB, TT, GS or RA that has no MIs on board can

be used to transport one GBDS.  It takes 1 movement point to pick up the GBDS and another 1 movement point to relocate it on another planet. eg. A CV [speed 3] picks

up a GBDS from a planet and moves it to another planet one hex away; this uses all

3 of CVs movement points.  If it used an extra turn it could instead transport the

GBDS to another planet up to 4 hexes away.
14.2.2.7
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, BBs with first strike and GBDS].

When movement commences, leave Invisible Ship in the starting hex, but move 3

dummy counters around – numbered I, II, III.  

To indicate which ship is invisible put that ship’s counter in the hex as mentioned

above, and put an ACTUAL SHIP counter on top of it.



Secretly record which is actual ship [this is done via use of a counter that says

REAL SHIP and has number corresponding to number of one of the 

DUMMY SHIPS [I, II or III], that place upside down near you.

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 [that was

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 ship from.



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

14.2.2.8
SECRET FLEETS

This is an idea whose initial inspiration was as a means of allowing control by a player

of the counters representing the ships in their fleet, but that immediately had the idea realized that it could also be used to conceal the makeup of a fleet [or even static units].

The idea is to use miniature boxes to contain the counters of a fleet – this enables 

stacking without risk of counters being scattered by a slight knock, etc.  Can be 

top-loading or end loading or side-loading or can have a hinged top and part side.






Another method is to have upside down counters and where each counter represents

an unknown number of ships, eg 3 BBs.

NOTE THAT AT THIS PLAYTEST STAGE THESE LITTLE BOXES DO NOT EXIST AS ACTUAL COMPONENTS.

14.2.2.9
SPACE HOLES

In first 3 turns of game these have an effect; after that the races have figured out how

to avoid their effects.  Study of the effect later leads to development of Stargates.

In first 3 turns of game, whenever a fleet moves into a hex, roll 1D6.  On a result of 

4 – 6 your fleet has gone through a spacehole.  This means that it is unwittingly transported to another hex.

Direction of this hex is along a line between where it is and your Capital World hex.

Distance travelled is 1D10 hexes.

This is designed to bolster encounters between the empires’ fleets.

14.2.2.10
STARGATES

Type
Cost
Size
Speed
Attack
Defense


SG
  15
 10
    0
    0
     10

An empire needs at least two of these to be able to use them.

A unit of your empire that enters a stargate of your empire can exit from any other

stargate of your empire.

Enemy ships can not use your stargates.

It takes 1 movement point for a unit to go through a stargate.

Stargates operate in both directions. 

Must be set in a particular hex to be operational; can be in any hex.

There is no limit to the number of ships that can pass through – any ship in same hex

and with at least 1 movement point.

It may be possible for allies to use your stargates [this means that ships of both allies

can enter and exit any stargate of either empire – note that allies is not currently a

Basic Rules Option – however it is possible that a new Tactics Card may allow such].

Stargates are constructed at Shipyards.

In higher level rules they are transported using tugs.

If using this option in Basic Rules that does not have tug, then it requires a BB, that is restricted to movement at only Speed 1, to move a stargate.

Stargate is not useable in transit.  

Once BB drops off stargate, then it becomes useable.

14.2.3
UNIQUE CLASS OF SHIP FOR EACH RACE

14.2.3.1
RESEARCH AND DEVELOPMENT

This allows expending Stellars in Construction Phase to, instead of or in addition to  constructing units to develop new units or allowed actions.

It comes in two separate categories, and therefore players can choose to adopt one

category and not the other:

14.2.3.1.1
DEVELOPMENT OF NEW SHIP DESIGNS

With this a player spends certain amount of Stellars to allow construction of new

types of units.

The new unit type can not be built till turn after it was designed. ie. one turn after you spend the Stellars to create the unit.  Only the player(s) who paid for the development

of the new design can build units of that type.

The types of new unit possible is a limited range –  CL or SFtr, and it costs

10 Stellars to get one of these designs.

[NOTE: In Expert Level rules it will be possible for players to have joint development projects where two or more players share the cost of developing a new unit type.

Also that a player who develops a new design can sell that design or units of that 

design to other players].

14.2.3.1.1.1 THE LIGHT CRUISER [CL]

This is the speed 3 equivalent as an escort unit that DD is for speed 2 units.

14.2.3.1.1.2 THE SUPERFIGHTER [SFtr]

This unit can not be built if using Basic Level standard combat rule as it then has an advantage over normal Fighter [can be used with any of the 

14.2.1.1
  ALTERNATE COMBAT METHODS].

All rules for fighters also apply to superfighters, unless specifically stated otherwise.

On any unit that can carry Ftrs, can replace 2 Ftrs with 1 SFtr.

14.2.3.1.2
NEW UNIT VALUES

UNIT

SPEED
ATTACK
DEFENSE
SIZE
COST



SFtr

1

4

2

1
2



CL

3

5

4

4
5



CVC^^^
2

6

6

?
7

^^^ can carry 4 fighters.

CVC is a racially unique unit – see 14.2.3.10.1.
14.2.3.2
ADVANCED TECHNOLOGY
This allows your units or economy or whatever to do things that no one else can.

The cost depends on the particular technology.



NOTE THAT AT THIS PLAYTEST STAGE THIS RULE IS INCOMPLETE
14.2.3.2.1
TYPES OF ADVANCED TECHNOLOGY

+1Attack, +1 Defense, -1 Size [conditional], +1 Speed [counts as 2 levels], -1 Cost [conditional], all your units built in future have stealth ??, certain add on tech cheaper, certain special units cheaper [eg. Stargates], etc.

14.2.3.2.2
NEW ADVANCED TECHNOLOGY

Reduced Production Time [if using Advanced Construction rules].

Advanced [Pseudo-organic] Armor – damage from any [ie each & every] source

is reduced by 1.

14.2.3.3
Q-SHIPS

The Q-ship is a concept from the Advanced Game that applies to Cargo Ships.

These are ‘warships’ built on cargo hulls.

These units do not exist in the Basic Game, but it is possible to apply the Q-ship

concept to the Troop Transport [TT], which is actually a high-speed variant of the

medium cargo ship.  TT varies in another way from cargo ship, it has a warship hull.

The procedure outlined here refers to cargo ships, but it is identical for TTQ.

To get one of these and to indicate a ship is a Q-Ship [yet keep this secret from an

enemy until they attack, and you choose to respond], the following must occur. 

One can spend Stellars to buy cards – these cards include cards for Q-Ships.

So buy the appropriate card, and so it can be proved it applies to a particular Cargo

ship, put a “Secret Cargo” marker on Cargo ship – these are available in a number of types:- Null [ie.blank], Q-ship, and various other; each of these is backed by a bought

card as proof of its existence.  Once a Q-ship is exposed, it is known thereafter as

what it is and secrecy no longer is required [in Basic Rules; in Advanced Rules it can continue posing as a normal Cargo ship].

The cards can simply be ‘Stellar Credit Cards’, so you spend say 2 Stellars  that could

be to turn a cargo ship into a Q-ship, or is simply a card that can be traded in for

2 Stellars or act as 2 Stellars.

Because they do not have actual purpose-built warship hulls, not as battleworthy as

true warships [not so for TT and TTQ that do have warship hulls].

The Q-ship version of the TT is the TTQ.

UNIT
ATTACK
HIT PROB
DEF
COST
SPD
# of Attacks per round
TT

0
00 %

3
2
3

NA

TTQ

3
30 %

4
3
3

3

Note that the TTQ sacrifices part of its ability to carry MIs and can only carry 3 MIs instead of 4 MIs as the regular TT can.

NOTE THAT THE ABOVE IS A RATHER COMPLEX PROCEDURE – 

A SIMPLER PROCEDURE TO USE IN BASIC RULES IS SIMPLY TO WRITE

ON A PIECE OF PAPER THAT A PARTICULAR TT IS A TTQ – AND WRITE

ID # FOR THE ASSOCIATED TT [there are 10 numbered TTs for each player race].

14.2.3.4
COMBAT SHUTTLES

You want to use those dinky little fighters that are found in other games, TV shows

and movies.

You shall go to the ball – if you must use those poxy little units, here are the rules

you want:

Incidentally, even the Shuttles in GD are much too big for this role, so a special completely new unit is required:

MiniFighter [MF]– Att 1, Def 1, Spd 0, Siz 1/6 , Cost: get 3 for 1 Stellar.

If in space without support after a battle they immediately die.

MFs can land on planets.

MFs are built at Shipyards.

Most units can carry these:

SHIP
MF CARRY CAPACITY
FF
1

DD
1

CA
2

BB
3

CV
36 * + 3

TT
2

*  can substitute 3 of these for 1 fighter in carrying capacity of CV.

In addition can carry up to 3 extra of these that can not replace or be replaced

by fighters.  ie. could carry 12 fighters + 3 MF, or 36 + 3 = 39 MF, or a combination of fighters and MF that adds up to less than or equal to 6 size

[Ftrs are Siz ½ ] + up to 3 MF on top of that.



Carrying or posting of MFs at or by non-standard units:



SHIP
MF CARRY CAPACITY


CS
2



CVC
2 plus can use substitution rules in a similar manner to CV

[for its 2 Size of Carrying Capacity of  Ftrs].



BS
can station 6 MFs at one of these.



The race [the Gromar Empire] that uses RAs and GSs and that has no fighters does

not use MiniFighters either.

Unsupported MiniFighters
If a MiniFighter is not present either inside, or docked to, an appropriate support unit,

as applicable, [other than during combat], then it is removed from the map, UNLESS

such a support unit can reach it in the same turn.  MiniFighters can land on planets

[on which they do not need support].

Units that can support MiniFighters
Each unit that doesn’t already have its full quota of fighters and/or minifighters, may

use any spare MF capacity to support the appropriate quantity of minifighters.

If using 14.2.2.6 [Transportable GBDS] the BB and CV can still carry 3 MFs and the GBDS, and the TT can still carry 2 MFs and the GBDS.



MFs can obtain the benefit from Tactics Card Strike Force.

14.2.3.5
FIGHTER VARIANTS

14.2.3.5.1
PLANET BASED FIGHTERS
not yet developed in Basic rules

Type A

Standard Fighters with Orbital Support Base

Type B

Based on planet, with special Planetary Support Facilities, including Launch Booster.

Type C

Situated on planet, with integral planetary launch booster ring.

14.2.3.5.2
SUPER ATTACK CRAFT [FtrX]

As well as its standard NS Drive, this has a special engine, that is very fuel guzzling (energy intensive) that gives unit fitted with it a higher tactical speed [for a short

period of time, due to fuel consumption].

FtrX  Cost 2  (Tactical Speed 8)  Makes it Defense 2 and Attack 6* [6* - still only 2 attacks, but greater to hit chance].  Standard Speed [ie Strategic Speed] is still 0.

SIZ as per standard Ftr (½).

14.2.3.5.3
RECON FIGHTERS [FtrR]

A fighter can be “permanently” designated as a Recon Ftr (use specific counter for

this unit type).

During Exploration Phase, prior to Movement Segment, can convert Ftrs into Recon

Ftrs OR vice-versa. [It is an exchange of some onboard modules/pods of ftr (easily accomplished)].  This has no cost.  A Recon Ftr has a reduced attack of 2*.

In first 3 turns, if have a Recon Ftr in a Fleet then if an Encounter Card roll gives a

result of No Encounter, one can if wish roll again on that card.  Each Recon Ftr 

present allows a reroll of a No Encounter result.

In turns 4 – 6 – to be determined

In later turns – TBD

[If Stimulus Card PIRACY SUPPRESSION is in play, then a Recon Ftr can treat a

roll of Pirate Fleet as a No Encounter roll result].

14.2.3.6
FIGHTER INTERCEPTION

With this rule, if two fleets encounter, and one has Ftrs, the Ftrs can attack and be

attacked by the enemy fleet [not relevent with standard Basic Combat Rules, only

if use special combat rules also in Optional Rules].  This is for one round.

If both fleets have Ftrs, then if both so choose, the Ftrs can fight each other before

other ships fight.  For one combat round only.

14.2.3.7
RAIDERS

A ship may be permanently designated a Raider, by either paying 2 extra Stellars

when you build it, or at any later stage by paying 3 Stellars to so designate it.

Raider movement is concealed.

At start of each turn, one reveals where your Raiders are, but their movement is not

shown, and you can have them turn up anywhere within their movement range for

that sub-turn at beginning of any sub-turn.

14.2.3.8
SCOUTSHIPS
If decide to use the Scoutship Concept, then this is how they operate:

A Scoutship [Scout for short] when it enters a space hex can roll a 1D6 to see if it

detects anything:-

1 – Empty World

 
2 - Free World

3 – Neutral World

4 – Pirate Fleet

5 - Special

6 – Nothing

If it finds a Neutral World roll 1D6:  on 1 – 4 Scoutship escapes






on 5 – 6 it is destroyed

If it detects a Pirate Fleet, roll 1D6: on 1 – 2 it is undetected, on 3 – 4 detected but

escapes, on 5 – 6 destroyed.



Scoutship  

Cost 6  Spd 3  Att 0  Def 2



Armed Scoutship
Cost 8  Spd 3  Att 4  Def 3

With Armed Scoutship, on 5 – 6 Destroyed rolls it is not automatically destroyed, 

instead it fights [this is likely to have same result].

If a Scoutship detects a hostile force, then hostile force is there for rest of that turn

and next turn.

14.2.3.9
MILITARY OUTPOSTS

If encounter a Free World, instead of making it a resource providing Empire World,

one can instead designate it as a Military Outpost [MO].  If this is done, then each

turn it provides a free MI unit [this represents recruitment from other worlds of 

MI soldiers who come to that world by various means – cadging a lift in a warship

or on a civilian ship, etc. How doesn’t matter in the Basic level rules]. 

This is placed in Units Placement Phase, and can not be prevented by any means.

Also, it accumulates Stellars each turn for itself  in a cycle that follows a 1, 2, 3, 4,

pattern. ie. on first turn it gains $1, on the second $2 for a total of $3, on the third turn

$3 for a total of $6 and on 4th turn $4 for a total of $10, then on 5th turn starts over

again at $1 making total $11, etc.  

These can be traded in at any time to have a ship or ships appear at that world.

eg. A player designates a world an MO; 3 turns later he has accumulated 3 dedicated Stellars that he uses to have a FF appear at that world.  eg. a player designates a world

an MO; 5 turns later he has a CA and a FF appear there [with $1 remaining].

14.2.3.10
RACE/EMPIRE UNIQUE ABILITIES
If one chooses this option then each player race can have one special ability.

There are two ways this can be done – each race has a unique ability associated with

it only, as laid down here:

Race A has ability A. Race B has ability B, etc.

Or players can, after picking their race, then select an ability.  Each player must 

hoose a different ability, and if players wish to have the same ability, then must 

have a die roll to see who gets to choose that ability.

14.2.3.10.1
THE RACIAL SPECIAL ABILITIES
[NOT SPECIFIC TO RACES AT

 THIS TIME]

Race A – gets an extra Tactics Card each turn.

Race B – gets a free CA each turn.  Or can get a subsidised BB each turn [for $3]



Can switch between these options each turn.

Race C – due to its strong economy, your race is immune to effects of Stimulus

Cards that have the logo - % - in upper right corner.  ALSO, in any

Voting situation, you have 2 votes instead of 1.

Race D – yours is a militant race; anytime one of your MI units is killed, roll 1D6: 

on a 1 – 3, you receive a replacement MI at nearest other world

controlled by you.  Also your CAs can each carry 1 MI unit.

Race E – every 3rd turn, starting with Turn 4, your race receives a free Shipyard.

Race F – this race receives $5 extra per turn from its Capital Planet.

Race G – yours is an explorer race; you find more planets [procedure TBD].

Race H – you believe in Diplomacy.  Do not need to conquer Neutral Planets – they

join your marvellous Empire voluntarily.  Their fleet cannot leave their

planet.

Race I – your race are masters of tactics; three times in the game you can decline

battle.  When used, as long as you do not have new units of yours

appear in that hex, that enemy can’t attack you in that hex.



Race J – three times in the game you can counter any Tactics Card.

Race K – your race has found two ancient Stargates.  Any time in the game, you can

place these two units where you currently have a fleet in a space hex.



Race L- your race can build BattleStations [BS]. These are Att 9, Def 10,

Size 10, Speed 0, Cost 10.  You can build these in any space hex that

is within 3 hexes of a planet controlled by you, or in a planetary hex 

of yours as an orbital defense platform.



Race M – your race has two unique warships [that are not standard in Basic Game

Rules, being units from Advanced Game] – the CVC and the CS.



Race N – your race is from another galaxy [scary!]
SO WOT!!  Woop-de-doo.

14.2.3.11
NATURE OF EMPIRES

In the normal Basic Rules there is little differentiation between races/empires from 

each other – basically all cut from one mold.  The Racial Abilities option above in

one way of giving them some distinction from each other; this is another approach

that can be used instead of, or in conjunction with, the Racial Abilities rule.

An Empire can be Aggressive, Natural or Benevolent.

An Aggressive Empire [AE] will not use Persuasion on a Neutral World but only Conquest.

A Benevolent Empire [BE] will not use Conquest but only Persuasion.

A Natural Empire [NE] will use whichever it thinks suitable.

Persuasion requires a successful 1D10 roll, and if it fails then must wait till next turn

to try again [on a particular world].

Each persuasion attempt on a world is treated separately from that on another world

in same turn.

NOTE – NEED TO DO MORE THINKING ON THIS

A Benevolent Empire needs to roll a 6 or less and if it fails its next roll improves 

[ie. next turn 7 or less, turn after 8 or less, etc].  Its base chance increases until it 

gets a successful roll, then reset to ‘6’ again.

An Aggressive Empire cannot do a Persuasion Roll. [Special Circumstances may

allow this on rare occasions].

A Natural Empire must roll a 5 or less, and if it fails its next roll deteriorates

[ie. next turn 4 or less, etc.].

Each time a Natural Empire persuades a planet its base chance improves by one, 

but each time it conquers a planet it deteriorates by one. [Its base chance can not

go above 6 nor below 2].

If attempt Persuasion and fail, cannot attempt Conquest until next turn

[on the particular planet that attempted to persuade].

14.2.3.12
INVITATION TO EMPIRE
If you control all the hexes around a Neutral World, ie. one has military units in all

6 hexes adjacent to it, then one can make an offer to that Neutral World to join your Empire without a fight.  Roll 1D6:-

1 – 3
it accepts your offer

4 – 5
it rejects your offer

6
it decides to ally with an enemy of yours

If it accepts your offer, its military forces remain at that planet, cannot be moved 

away by you, but you can send and remove additional units there.  It will contribute

½ its Resource value [rounded down] to your economy.

You can build a Shipyard there if you wish, but cannot build or station GBDSs or MIs there [however, if there is a battle you are allowed to send down MIs, but these must

be removed after battle as quickly as possible].

If it rejects your offer, then that is permanent rejection of you; another player who

visits it can still make a successful offer.

If it decides to ally with an enemy of yours, one of your opponents is selected at

random, and then that planet is treated like one that has accepted an offer from him.

A neutral world that has accepted an offer has a special status as an ally.  

If conquered by an opponent then you will no longer receive anything from it

[it becomes a normal conquered and/or occupied world].

14.2.3.13
AUTOMATIC RESERVE [the SPACEGUARD]

At beginning of each turn $4 is accrued at your Homeworld, that represents the value

of your Homefleet [excluding any additional units you place or move there in the

normal way].  This accrued income is inviolable, can be spent anytime, does not

count as income.

This special accrued reserve can be used at anytime to purchase a fleet – it does not

require building [represents movement to home world of retired naval units, etc.].

This fleet cannot leave Home Hex. eg. After 5 turns accumulate 5 x $4 = $20;

at beginning of 6th turn becomes $24.  An enemy fleet approaches your homeworld. 

You can immediately ‘cash in’ the $24 to get say 6 DDs.

14.2.4
SPECIAL USE PLAYER UNITS

NAME OF UNIT
UNIT TYPE

Cost
Size
Speed
Attack
Defense
   

Berserker

Doomsday Weapon
  8
  6
   3
   6
     8
   

Richworld

Special Planet

  8
 na
  na
   8
     8


14.2.4.1
General Rules of Purchase and Placement

Players can buy these and place them as they wish.  There is one of each type available

for each player in their empire’s colours, and you buy one of them without revealing

which one it is.  One places them upside down so that opponents do not know which particular one(s) you have purchased.

14.2.4.2
Berserker

Once revealed as a Berserker, replace Berserker hex piece with Berserker counter.

Is first encountered in a particular hex.  After it is initially encountered, it can start 

moving as per the method detailed below.  When it is encountered it will commence combat with discovering unit(s).  If it is not destroyed in the initial encounter, then it 

will either chase any fleeing survivor unit, or if all intruding units are destroyed,

it will move to another hex in a random pattern.

Roll 1D6 for direction, move it 1 hex in that direction.  It will fight any space unit it encounters [but not planetary units, unless they attack it].  After moving it 1 hex, and

any encounter it has is resolved and it still survives, repeat procedure of rolling 1D6

for direction and moving it 1 hex, until it has used its full movement entitlement.

If it encounters a planet, it will commence to attempt to destroy that planet [the planet 

is considered to have 10 hit points; each successful attack on planet by Berserker

does 1 point of damage; each 1 point of damage permanently reduces the planet’s

resource value by 1].  When planet has 0 hit points left it is destroyed, and is an

asteroid belt [note that asteroid belts have no special role in Basic Game].

14.2.4.3
Richworld
This has a Resource Value of 6 Stellars per turn.  However, it is guarded by an

automatic space-based defense system.  A player who enters this hex does not have

to engage in combat with this guard system.  But if you want the resources you must

defeat it in combat.  Strategically, one could allow an opponent to destroy this

[losing no doubt several ships in the process], and then take the world away from

that opponent.



14.2.5
INCORPORATING UNITS OR RULES FROM HIGHER

LEVEL GAME

NOTE THAT AT THIS PLAYTEST STAGE THIS RULE IS INCOMPLETE
14.2.5.1
BASIC METHOD

14.2.5.2
HIGHER TURNS CONCEPT

With this idea, at turns 10, 15, 20, etc. [if the game goes that long] a rule from the Advanced game is incorporated into the Basic game being played [or if only have

Basic Game, one of the Optional Rules is adopted].  Procedure to be determined.

14.2.6
SHIPYARD CONSTRUCTION LIMITS

Shipyards have a Building Capacity: each SY has a capacity of 24 combined per turn

[ie. 24 combined SIZE of units built].

Note that starting ships are not considered to have come from Shipyards [they did 

but before player was involved, ie. old builds], so can be of any total size.

If buy units that exceed the construction capacity of your Shipyard(s), then can not

place the excess units but must return them to your stockpile and receive Stellars back from bank {as have not actually built them, but simply proposed to build them

(budgeted to build them) and so do not incur an actual loss, EXCEPT that the 

returned Stellars can not be used for any other purpose in that turn [as a penalty for

your error (or in game terms, the error of your treasury bureaucrats)]}.
14.2.7
MORE ON RELATIONSHIPS BETWEEN EMPIRES
This is a range of possibilities at this stage undetailed.

There may be special relationships between specific empires based on historical or 

racial reasons.

eg two races could have an antipathy or empathy based solely on race.

eg two empires may have been historically allies or enemies

eg two empires may have always had friendly or hostile relationship historically but

yet had little interreaction

eg two empires may have a common enemy or ally yet otherwise themselves no 

special relationship

eg one empire may distrust another empire for reasons unknown to the other empire

or even unknown to general populace of distrusting empire

eg two empires may have a strange friendly and hostile towards each other at same

time relationship or alternately frequently between the two conditions

eg many possibilities both in real history, alternate history, stories

14.2.8 ALTERNATE VICTORY CONDITIONS
Not developed at this stage – in progress of development.

14.2.9 ALTERNATE MAP 

It is possible to use a map that is created of squares instead of hexes – due to the

offset placement of the squares it is topographically identical to a hex map.















14.3

OPTIONAL RULES SELECTION

INDICATION CHART
This is used to show which Optional Rules being used, and also which Standard Rules

that are not being used.
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ALTERNATE COMBAT METHODS

14.2.1.2
ALTERNATE DAMAGE RESOLUTION METHODS

14.2.1.3
RAMMING [EXPERT LEVEL RULE]

14.2.1.4
ACTIVE DEFENSE [ADVANCED OPTIONAL RULE]

14.2.1.5
SURPRISE AND INITIATIVE RULES

14.2.1.6
RETREAT FROM BATTLE

14.2.1.7
BATTLESHIP SPECIAL ABILITIES

14.2.1.8
OTHER UNITS WITH SPECIAL ABILITIES

14.2.1.9
SCREENING


14.2.1.10
PRIORITY KILL/SCREENING SYSTEM

14.2.1.11
DAMAGE IMMEDIATE REDUCTION




TO ATTACK RATING

14.2.1.12
GROUND RAIDS

14.2.1.13 MI EMERGENCY PLANETFALL

14.2.2.1
ALTERNATE MOVEMENT SCHEMES

14.2.2.2
SECRET MOVEMENT

14.2.2.3
MORE ENCOUNTERS

14.2.2.4
EXPLORATION RULES

14.2.2.5
ENCOUNTERS NOT AUTOMATIC

14.2.2.6
TRANSPORTABLE GBDS


14.2.2.7
INVISIBLE SHIPS

14.2.2.8
SECRET FLEETS

14.2.2.9
SPACE HOLES

14.2.2.10
STARGATES

14.2.3.1
RESEARCH AND DEVELOPMENT

14.2.3.2
ADVANCED TECHNOLOGY

14.2.3.3
Q-SHIPS

14.2.3.4
COMBAT SHUTTLES

14.2.3.5
FIGHTER VARIANTS

14.2.3.6
FIGHTER INTERCEPTION

14.2.3.7
RAIDERS

14.2.3.8
SCOUTSHIPS

14.2.3.9
MILITARY OUTPOSTS

14.2.3.10
RACE/EMPIRE UNIQUE ABILITIES

14.2.3.11
NATURE OF EMPIRES

14.2.3.12
INVITATION TO EMPIRE

14.2.3.13
AUTOMATIC RESERVE [THE SPACEGUARD]

14.2.4

SPECIAL USE PLAYER UNITS

14.2.5.1
INCORPORATION
 BASIC METHOD

14.2.5.2
INCORPORATION
 HIGHER TURNS CONCEPT

14.2.6

SHIPYARD CONSTRUCTION LIMITS

14.2.7

MORE ON RELATIONSHIPS BETWEEN EMPIRES
14.4

OPTIONAL RULES ORDER OF PLAY 

Re: The Order of Play and Time   [NOTE OF APRIL 2004 – THIS NEEDS REVISION]

If we look at the order of Events in terms of time it seems that following is occurring:

A. Variable amount of time taken.

B. Say takes 1 day.

C. Say 0 days

D. Say 7 days

E. Say 1 day

F. Is ~~ 21 days

G. Say 0 days.

H. Say 1 day

I. Say 0 days

J. Say 0 days

K. Say 1 day

L. Say 0 days

M. Say 1 day

N. Say 7days

O. Say 0 days

P. Say 0 days

14.5

FURTHER INFORMATION AND

CONTACTS FOR QUESTIONS


My Email address is ljam@westnet.com.au

Website is http://rebelmage0.tripod.com/galacticdomination
14.6

INDEX
Active Defense [Advanced Optional Rule]

14.2.1.4

7

Advanced Priority Kill Rule
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Advanced Screening
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Advanced Technology
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23

Alternate Combat Methods
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3

Alternate Damage Resolution Methods
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Alternate Map
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32

Alternate Movement Possibilities


14.2.2.1.1

14

Alternate Movement Schemes
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Alternate Victory Conditions
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32

Alternating Movement System (M4)


14.2.2.1.1.4
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Automatic Reserve [the Spaceguard]


14.2.3.13
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Basic Method
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BattleRaider
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Battleship First Strike ability
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Battleship Long Range/Short Range Fire
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Battleship Special Abilities
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Berserker
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30

Combat in same hex
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Combat Related Rules
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Combat Shuttles  [MF]
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24

Combined Modes
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Complex Rule
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