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!

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.

MOVEMENT TABLES

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


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


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

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.

11.13
PIRATE FLEET ENCOUNTER

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

	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER
	RESULT
	ENCOUNTER

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

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

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

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

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

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

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


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

11.14
HOSTILE ALIENS’ FLEET ENCOUNTER

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

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

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

11.15
SPECIAL ENCOUNTERS

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

ROLL 1D6:

1
Ally

2
Ship

3
Secret Shipyard Experiment

4
Hyperdrive Improved Engine Device

5
Bribe or Blackmail

6
Rapid Response

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

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

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

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

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

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

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

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

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

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

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

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

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

Roll 1D3 if your fleet Speed 3.

Roll 1D3 + 3 if your fleet Speed 2.


1
3 FFs

2
1 CV + 4 Ftrs
**

3
1 TT + 2 MIs + 2 FFs



4
2 DDs

5
1 CA + 1 DD

6
1 BB + 1 MI




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

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

11.17
SPECIAL HEXES

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

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

Warped Space [A]

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

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

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

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

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

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

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

Dead Space [C]

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

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

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

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


count as being in adjacent normal hex.

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.

 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.

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.

PLAYER RESOURCES REGISTER – USE EXAMPLES

[image: image1.wmf] 

RC

 

$20

 

 


WHAT ALL PLAYERS HAVE AT


A PLAYER WHO HAS AS WELL AS

START OF GAME




THEIR STARTING WORLDS, ALSO $12

OF OTHER RESOURCE WORLDS

GIVING THEM A TOTAL OF $32 OF

RESOURCES – MEANING THAT DURING

NEXT INCOME PHASE THEY WILL RECEIVE $32 IN STELLARS.

RC = RESOURCE CHIT – THESE ARE FOUND IN BANK BAG ALONG WITH THE 

STELLAR CHITS.



EMPIRE:






EMPIRE RECORD SHEET

MAIN CAPITAL



R
1 ODS

2 GBDS
2 MI (HG)

SECONDARY CAPITAL


R


2 GBDS
2 MI (HG)

SUB-CAPITAL



R


1 GBDS

EMPIRE WORLD



R

TOTAL




R20
1 ODS

5 GBDS
4 MI (HG)

NEW BUILDS – PLANETARY UNITS
	NEW

GBDSs
	
	NEW

MIs
	
	NEW

SYs
	
	NEW

SHIPS
	
	New FF

for 

SSE Hex
	
	


FLEETS – BASIC MANAGEMENT RECORD [NEW AND EXISTING FLEETS]

	SPEED 3

1ST FLEET


	
	SPEED 3

6TH  FLEET


	
	SPEED 3

21ST  FLEET


	
	SPEED 2

11TH  FLEET


	
	SPEED 2

16TH  FLEET


	
	SPEED 1

41ST FLEET



	

	SPEED 3

2ND  FLEET


	
	SPEED 3

7TH  FLEET


	
	SPEED 3

22ND   FLEET


	
	SPEED 2

12TH  FLEET


	
	SPEED 2

17TH  FLEET


	
	SPEED 1

42ND  FLEET



	

	SPEED 3

3RD  FLEET


	
	SPEED 3

8TH  FLEET


	
	SPEED 3

23RD   FLEET


	
	SPEED 2

13TH  FLEET


	
	SPEED 2

18TH  FLEET


	
	SPEED 4

43RD  FLEET



	

	SPEED 3

4TH  FLEET


	
	SPEED 3

9TH  FLEET


	
	SPEED 3

24TH  FLEET


	
	SPEED 2

14TH  FLEET


	
	SPEED 2

19TH FLEET


	
	SPEED 4

44TH  FLEET



	

	SPEED 3

5TH  FLEET


	
	SPEED 3

10TH  FLEET


	
	SPEED 3

25TH  FLEET


	
	SPEED 2

15TH  FLEET


	
	SPEED 2

20TH  FLEET


	
	SPEED 5

45TH  FLEET




GETTING GDDG MEMBERSHIP

Be an official member of the GDDG – Galactic Domination Development Group – for the

playtesters and players of GD.

“The playtesters and the players are one”
[because all players are playtesters]

GDDG – Cost to join $1,000,000  FREE

Simply Email (or Whirlpool) a copy of the following (actually only need the raw data not the keywords) to me to become a member in good standing (or sitting member):-

GDDG APPLICATION FORM

Name:

Email (or other contact):

Suburb:

City/Town:

State:

Country:

Moniker [like a nickname/username you would like to be referred to by]:

Other [Anything else you want to reveal (eg gaming experience, etc)]:

EXAMPLE

Name:

Lindsay Jamieson

Email

ljam@westnet.com.au

Suburb:
Yokine

City/Town:
Perth

State:

W.A.

Country:
Australia

Moniker:
none – use name

Other:
SF fan/addict [of the ‘old school’, ie read Asimov, Clarke, Heinlein, Campbell, 

E.E. ‘Doc’ Smith, Cordwainer Smith, Williamson, Mack Reynolds, A.E. van Vogt, Priest, Hoyle, Blish, etc, etc, as well as many modern SF authors, in addition to watching the TV shows & movies; & I have also heard some SF like the original radio series of HHGG (the original & best version)];

game designer & analyst; 

interested in science, technology, philosophy, history, maths, military;

[like good docos about wild animals and anthropology];

& skeptic.

Favourite games – M:TG, Bridge, Twilight Imperium, Settlers of Catan, SFB, etc.,

and , of course, GD.

SPECIAL INTRODUCTION TO ALPHA TWO EDITION OF GALACTIC DOMINATION

In 1997 I with 3 others played a game of  Twilight Imperium [1st edition].

It was an enjoyable game; however, I could see it had some flaws.

One noticeable feature it had was the geohexes system map like those in a game regularly played by our 

group of players - Settlers of  Catan, though operating slightly differently of course.

Anyhow, I had the JolNar, and due to my buying of a number of Tech Advances was leading the

game.  On my right was the Hacan, who I decided I would attack and destroy – I sent two fleets 

towards them – one of Dreadnoughts and a later one of cruisers – due to the DNs being slower than 

the cruisers.

Now I found out something about the game that swung it away from me – the Hacan played an

Action Card called Signal Jamming that prevented my cruisers from moving to the same hex that

the DNs were in – and he then attacked and killed my DNs – this was a second lesson I learned 

from 1st edition TI – that DNs were weak as only had 1 damage point just like other ships.

After this, the player opposite me – the owner of the game, got ahead, and due to time we arbitrarily 

decided to end game.

Although there were things I liked about this game – enough to buy my own copy, there were things 

I thought could be improved, so I started working on my own design for such a space empire board 

game.

I decided that cards of game-altering power such as Signal Jamming, or all encompassing effect 

such as Sabotage wouldn’t be allowed [this means that any similar cards I created could only 

counter particular other cards not any other (ie of every) card].

I didn’t know it at the time, but I would spend many years off and on working on my own game.

It grew and grew, having many new rules and units.

One of the innovations it had [at least compared with TI 1st edition] was that players started off with some units [TI 2nd & 3rd editions also have this].

One of its most innovative aspects was its combat system – whereas in TI each ship had (& still has with some rare exceptions) just one to hit roll and 1 hit point, my ships had more hit rolls and more hit points if they were a bigger class of ship.

Another thing I did was to make more realistic the concept of what a fighter was – I did this by running counter to the concept in most TV & movie SF of fighters being small, and having fighters being genuine ships – of course this doesn’t show up in actual game but more as effect of game background design.

One thing I dislike with many games is that certain things are forbidden on arbitrary grounds [now it could be considered that this is done for play balance, but I believe there are better ways], so I attempted to have ideally none, in practice almost none, arbitrary rules or restrictions.

I do not mind if there is a certain restrictive rule, provided there is a commonsense reason for it both in terms of game design and in terms of the game as reflection of a real situation/simulation.

This game can be considered in some ways an improved version of TI (1st & 2nd editions).

TI3 is radically different from both prior editions, and at this stage I haven’t looked at it closely.

Perhaps in future I also may do some similarly Germanic influenced style changes to GD, but don’t bet on it.  Most likely, if I do have any such it will be as an optional alternate version.

GALACTIC DOMINATION

PLAYTEST REPORT

DAY: _________

DATE: _______


STARTING TIME: _______
FINISHING TIME: _______

SESSION LENGTH: ________
# OF GAMES PLAYED: ____
  PLAYING TIME EACH GAME: ____ ____ ___

# OF PLAYERS:  ________


PLAYTEST GROUP NAME [IF ONE]: ___________________________

PLAYTEST GROUP MEMBERS: 





_____________________
_______________________





_____________________
_______________________





_____________________
_______________________





_____________________
_______________________





_____________________
_______________________






_____________________
_______________________

VERSIONS PLAYED AND HOW MANY GAMES OF EACH AND HOW MANY PLAYERS PLAYING EACH AND WHICH EMPIRES USED [USE ID #] AND VARIANTS/OPTIONAL RULES USED [USE RULE #S]:

[note: if too many Optional Rules used to list here, list on a separate sheet and attach to form].

VERSION
GAMES PLAYED     # OF PLAYERS    EMPIRES  (ID#s)    VARIANTS/OPTIONS
    
______
___________    ___________
   ____________     _____________________

______
___________
  ___________
   ____________     _____________________

______
___________
  ___________
   ____________    _____________________

______
___________
  ___________
   ____________     _____________________

GAME RESULTS

GAME # 1




GAME #2

PLAYER

EMPIRE

SCORE

PLAYER

EMPIRE

SCORE
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

GAME # 3




GAME # 4
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

GAME RESULTS

GAME # 5




GAME # 6

PLAYER
  
EMPIRE

SCORE

PLAYER  
EMPIRE

SCORE
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

GAME # 7




GAME # 8
PLAYER
  
EMPIRE

SCORE

PLAYER   
EMPIRE

SCORE
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

GAME RESULTS

GAME # 9




GAME # 10

PLAYER
  
EMPIRE

SCORE

PLAYER  
EMPIRE

SCORE
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

GAME # 11




GAME # 12
PLAYER
  
EMPIRE

SCORE

PLAYER  
EMPIRE

SCORE
_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____

_______
_____

_____



QUERIES AND AMBIGUITIES

PLAYTEST REPORT

PLAYER ASSESSMENTS  PART A  INDIVIDUALS

GENERAL GAME

PLAYER


PLAYABILITY
RULES CLARITY
ENJOYMENT
COMPLEXITY
UNIVERSE 

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

____________
_________
___________
________
_________
_______

GAME COMPONENTS

PLAYER


MAP
CHARTS

CARDS

COUNTERS
DICE
OVERALL
____________
___
_____


  
______
___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

____________
___
_____

_______


___
_______

SPECIFIC GAME ELEMENTS
PLAYER


VICTORY CONDITIONS
CHROME

MECHANICS
GAME OBJECTIVES

____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




____________
_______________
______
________




INDIVIDUAL OPINIONS SUMMARY

PLAYER


LIKE GAME
WOULD PLAY AGAIN
PREFERRED VERSION


____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

____________
_______
______________
_______________

INDIVIDUAL COMMENTS

GUIDE TO ANSWERING QUESTIONS
EMPIRE ID #s
ID #
EMPIRE



_1_
Terran Empire
_2_
Brimari Convex
_3_
Gazegi Expanse
_4_
Gromar Empire
_5_
Harxonic Empire
_6_
Introkian Polity
_7_
Paladic Empire

_8_
Subanid Federation
_9_
Trimonarh Empire

10_
Terran Empire using alternate unit types
___




PLAYABILITY
Rate this using:

0 = unplayable

1 = hard to play

2 = average difficulty to play




3 = easy to play

4 = very easy to play
U = do not know

RULES CLARITY
Rate this using:

0 = rules incomprehensible


1 = rules hard to follow




2 = rules of average ease to understand

3 = rules easy to use




4 = rules very easy to use


U = do not know

ENJOYMENT
Rate this using:

0 = hated this game
1 = did not like
this game
2 = it’s OK




3 = liked this game
4 = liked it a lot

5 = loved it
U = do not know

COMPLEXITY
Rate this using:

0 = far too complex
1 = a bit too complex
2 = right complexity




3 = not complex

4 = simple
5 = too simple

U = do not know

UNIVERSE

This is asking what you think of the background universe of the game setting – things such as the various empires, races, general feeling not specifics

Rate this using:

0 = hated the universe

1 = didn’t like the universe




2 = it’s OK


3 = liked the universe




4 = really liked the universe
5 = loved the universe




U = do not know

CHROME
MECHANICS
INDIVIDUAL ASSESSMENTS OF VERY SPECIFIC ELEMENTS

SHIP CLASSES

SHIP COMBAT

GROUND COMBAT

MOVEMENT RULES

CONSTRUCTION RULES

WORLDS

INDIVIDUAL GENERAL COMMENTS, IDEAS, SUGGESTIONS

PLAYER ASSESSMENTS  PART B  THE GROUP CONSENSUS

GENERAL GAME

PLAYABILITY:

RULES CLARITY:

ENJOYMENT:

COMPLEXITY:

UNIVERSE:

GAME COMPONENTS:

VICTORY CONDITIONS:

LIKING OF GAME:

PLAYING GAME AGAIN:

PREFERRED VERSION:

CONSENSUS COMMENTS

SUPPLEMENTARY INDIVIDUAL QUESTIONNAIRE

WOULD YOU LIKE:

1) a card game based in GD Universe?
2) a RPG based in GD Universe?
3) a PC game based in GD Universe?
4) novels set in GD Universe?
5) a magazine for GD players? [Printed? Electronic?]
[Galactic Revelations – sample included]
6) GD Universe merchandise? [posters, models, etc, etc]
7) a miniatures version – Plastic?
-  Metal?

-  Painted?

-  Unpainted?

8) a CCG based in GD Universe?
9) boardgame variants/supplements – new races, new Stimulus Cards, new Tactics Cards, etc?
10) a PBM  or Internet play version?
11) a Grand Campaign version?
12) a tactical level version? –[ship on ship]
13) a crossover game/game versions:
(a) these rules applied to a different universe?

(b) this game’s universe, but with rules from a different game?

14) an even more complex level – SupremeMaster Level rules?
15) new types of units?
16) Tech Manuals – ship layouts, details of the background universe, detailed history of the races, etc?
17) a GD Players Guild/League?
18) GD Tournaments?
19) Game Strategy Manual?
20) Scenarios Manual?
21) a Convention?
WOULD YOU LIKE ALSO:

22) to offer rules input, ideas for variants, etc?
ALSO:


· Do you think you [and/or your friends] would be interested in owning a Production Version of this game?

· What Strategic and Tactical advice can you give to other players?

· Are you interested in continuing to be a playtester for GD and any related items?

· Do you have any other suggestions along the lines of what this special questionnaire is dealing with?

If you wish to receive any further information about developments in or of GD please send me contact details – your name, and address &/or internet address &/or Email address – to:  ljam@westnet.com.au

THANK YOU FOR YOUR PARTICIPATION IN PLAYTESTING GD AND ANSWERING THESE QUESTIONS.
GD COMBAT SUMMARY SHEET

Units have an Attack Rating, that is a number n that generally range from 4 to 8 [can be less or greater].

This Attack rating represents the number of attacks that unit has in each round of combat AND also the number that must roll equal or less than on a 1D10 to succeed in having a hit, for each of those attacks, so for example a mighty battleship with an Attack of 8, gets in each round of combat 8 attacks and each requires a roll on 1D10 of 8 or less, so therefore it has 8 D10 rolls!

[An exception is Fighter (& some other special units) which receive a lesser number of attacks than their Attack rating indicates – this is clearly shown in the descriptions for the individual units concerned; another exception is the Raidship that has 12 attacks at 6- each!].

Now doing 8 dice rolls for just one unit is a lot – but there are alternative equivalent methods:

Firstly, one can roll just a 1D20 for each unit – and consult the D20 Battle Result Table, or

if you prefer can use the % Battle Result Table that requires roll of % die [2 D10s].

Or, you can pick a Battle Card.

Or (& this alternative is not yet available as requires manufacture of special dice), can roll a 1D20 whose faces emulate the results on the D20 Battle Result Table.

BATTLE TABLE FOR GENERAL UNITS

ADAPTATION TO A SINGLE 1D20 ROLL OF UNIT ATTACKS

TABLE OF NUMBER OF HITS SCORED BY ATTACKING UNIT

ATTACK ROLL & UNITS USING

	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

	
	
	FF
	GBDS
	CA
	
	BB
	
	
	
	
	
	RA
	MBS

	
	
	CV
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	2 MI
	
	3 MI
	
	

	
	1 Ftr
	2 Ftrs
	
	
	
	
	
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	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
	4
	5
	7
	1
	2
	2
	3
	5
	11

	4
	0
	1
	1
	2
	4
	5
	7
	1
	2
	3
	3
	6
	11

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	0
	1
	2
	3
	4
	6
	8
	1
	2
	3
	4
	6
	12

	6
	0
	1
	2
	3
	4
	6
	8
	2
	2
	3
	4
	6
	12

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	0
	1
	2
	3
	4
	6
	8
	2
	3
	3
	4
	6
	12

	8
	1
	1
	2
	3
	5
	6
	8
	2
	3
	3
	4
	7
	12

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	1
	1
	2
	3
	5
	6
	8
	2
	3
	4
	5
	7
	13

	10
	1
	2
	2
	4
	5
	6
	8
	2
	3
	4
	5
	7
	13

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	1
	2
	3
	4
	5
	7
	8
	2
	3
	4
	5
	7
	13

	12
	1
	2
	3
	4
	5
	7
	8
	3
	3
	4
	5
	7
	13

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	1
	2
	3
	4
	5
	7
	9
	3
	4
	4
	5
	8
	13

	14
	1
	2
	3
	4
	6
	7
	9
	3
	4
	5
	6
	8
	14

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	1
	2
	3
	4
	6
	7
	9
	3
	4
	5
	6
	8
	14

	16
	1
	2
	3
	5
	6
	7
	9
	3
	4
	5
	6
	9
	14

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	17
	1
	3
	4
	5
	6
	7
	9
	4
	4
	5
	6
	9
	14

	18
	2
	3
	4
	5
	6
	8
	9
	4
	5
	6
	7
	9
	15

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	19
	2
	3
	4
	5
	7
	8
	9
	4
	5
	6
	7
	10
	15

	20
	2
	4
	5
	6
	7
	8
	9
	5
	6
	7
	8
	10
	16

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	4*
	4
	5
	6
	7
	8
	9
	4* x

3
	4* x

4
	4* x 5
	4* x

6
	6+6
	8+8

	
	
	FF
	GBDS
	CA
	
	BB
	
	
	
	
	
	RA
	MBS

	
	
	CV
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	2 MI
	
	3 MI
	
	

	
	1 Ftr
	2 Ftrs
	
	
	
	
	
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.65
	2.5
	3.6
	5.0
	6.4
	8.15
	2.4
	3.2
	3.95
	4.9
	7.2
	12.8

	DIFF
	0
	+0.05
	0
	0
	+0.1
	0
	+0.05
	0
	0
	-0.05
	+0.1
	0
	0

	THEO
	0.8
	1.60
	2.5
	3.6
	4.9
	6.4
	8.10
	2.4
	3.2
	4.00
	4.8
	7.2
	12.8


BATTLE TABLE FOR GENERAL UNITS

ADAPTATION TO SINGLE ROLL OF % DICE OF ATTACK ROLLS

ATTACK ROLL & UNITS USING THAT ROLL

	HITS
	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
	MBS

	
	
	FF
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	CV
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	2 MI
	
	3 MI
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	0
	01-36
	01-13
	01-03
	-
	-
	-
	-
	01-05
	01-02
	01
	-
	-
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	1
	37-84
	14-47
	04-19
	01-04
	-
	-
	-
	06-24
	03-11
	02-05
	01-02
	-
	-

	2
	85-00
	48-82
	20-50
	05-18
	01-02
	-
	-
	25-55
	12-32
	06-17
	03-09
	-
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	
	83-97
	51-81
	19-45
	03-12
	01
	-
	56-82
	33-60
	18-39
	10-23
	01
	-

	4
	
	98-00
	82-97
	46-76
	13-35
	02-06
	-
	83-96
	61-83
	40-64
	24-44
	02-05
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	
	
	98-00
	77-95
	36-67
	07-21
	01
	97-00
	84-95
	65-84
	45-67
	06-15
	-

	6
	
	
	
	96-00
	68-92
	22-50
	02-05
	
	96-99
	85-95
	68-85
	16-33
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	
	
	
	
	93-00
	51-83
	06-22
	
	00
	96-99
	86-95
	34-56
	-

	8
	
	
	
	
	
	84-00
	23-61
	
	
	00
	96-99
	57-77
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	62-00
	
	
	
	00
	78-91
	01-02

	10
	
	
	
	
	
	
	
	
	
	
	
	92-98
	03-08

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	
	
	
	
	
	
	
	
	
	
	
	99-00
	09-20

	12
	
	
	
	
	
	
	
	
	
	
	
	
	21-40

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	
	
	
	
	
	
	
	
	
	
	
	
	41-65

	14
	
	
	
	
	
	
	
	
	
	
	
	
	66-86

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	
	
	
	
	
	
	
	
	
	
	
	
	87-97

	16
	
	
	
	
	
	
	
	
	
	
	
	
	98-00

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	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
	MBS

	
	
	FF
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	CV
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	
	
	
	
	
	2 MI
	
	3 MI
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.61
	2.50
	3.62
	4.92
	6.39
	8.11
	2.38
	3.18
	3.96
	4.76
	7.24
	12.82

	VAR
	0
	+0.01
	0
	+0.02
	+0.02
	-0.01
	+0.01
	-0.02
	-0.02
	-0.04
	-0.04
	+.04
	+0.02

	THEO
	0.08
	1.60
	2.50
	3.60
	4.90
	6.40
	8.10
	2.40
	3.20
	4.00
	4.80
	7.20
	12.8


BATTLE TABLE FOR FIGHTERS AND FIGHTER VARIANTS

ADAPTATION TO SINGLE ROLL OF % DICE OF ATTACK ROLLS

ATTACK ROLL & UNITS USING THAT ROLL

	HITS
	4* x

1
	4* x

2
	4* x 3
	4* x 4
	4* x 5
	4* x 6
	
	
	
	6* x 1
	6* x 2
	6* x 3
	6* x 4
	6* x 5
	6* x 6

	
	
	4 x 1
	
	4 x 2
	
	4 x 3
	4 x  4
	4 x  5
	4 x  6
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	1 Ftr
	2 Ftrs
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	
	
	
	1 FtrX
	2 FtrX
	3 FtrX
	4 FtrX
	5 FtrX
	6 FtrX

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 SFtr
	
	2 SFtr
	
	3 SFtr
	4 SFtr
	5 SFtr
	6 SFtr
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	2 MI
	
	3 MI
	4 MI
	5 MI
	6 MI
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	0
	01-36
	01-13
	01-05
	01-02
	01
	-
	-
	-
	-
	01-16
	01-02
	-
	-
	-
	-

	1
	37-84
	14-47
	06-24
	03-11
	02-05
	01-02
	-
	-
	-
	17-64
	03-17
	01-04
	01
	-
	-

	2
	85-00
	48-82
	25-55
	12-32
	06-17
	03-09
	01-02
	-
	-
	65-00
	18-52
	05-18
	02-05
	01
	-

	3
	
	83-97
	56-82
	33-60
	18-39
	10-23
	03-07
	01
	-
	
	53-87
	19-45
	06-17
	02-05
	01

	4
	
	98-00
	83-96
	61-83
	40-64
	24-44
	08-17
	02-04
	01
	
	88-00
	46-76
	18-40
	06-16
	02-05

	5
	
	
	97-00
	84-95
	65-84
	45-67
	18-33
	05-11
	02-04
	
	
	77-95
	41-68
	17-36
	06-15

	6
	
	
	
	96-99
	85-95
	68-85
	34-53
	12-24
	05-09
	
	
	96-00
	69-89
	37-61
	16-33

	7
	
	
	
	00
	96-99
	86-95
	54-72
	25-41
	10-19
	
	
	
	90-98
	62-83
	34-56

	8
	
	
	
	
	00
	96-99
	73-86
	42-59
	20-33
	
	
	
	99-00
	84-95
	57-77

	9
	
	
	
	
	
	00
	87-94
	60-75
	34-49
	
	
	
	
	96-99
	78-91

	10
	
	
	
	
	
	
	95-98
	76-87
	50-65
	
	
	
	
	00
	92-98

	11
	
	
	
	
	
	
	99-00
	88-94
	66-79
	
	
	
	
	
	99-00

	12
	
	
	
	
	
	
	
	95-98
	80-89
	
	
	
	
	
	

	13
	
	
	
	
	
	
	
	99-00
	90-95
	
	
	
	
	
	

	14
	
	
	
	
	
	
	
	
	96-98
	
	
	
	
	
	

	15
	
	
	
	
	
	
	
	
	99
	
	
	
	
	
	

	16
	
	
	
	
	
	
	
	
	00
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	4* x

1
	4* x

2
	4* x 3
	4* x 4
	4* x 5
	4* x 6
	
	
	
	6* x 1
	6* x 2
	6* x 3
	6* x 4
	6* x 5
	6* x 6

	
	
	4 x 1
	
	4 x 2
	
	4 x 3
	4 x  4
	4 x  5
	4 x  6
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	1 Ftr
	2 Ftrs
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	
	
	
	1 FtrX
	2 FtrX
	3 FtrX
	4 FtrX
	5 FtrX
	6 FtrX

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 SFtr
	
	2 SFtr
	
	3 SFtr
	4 SFtr
	5 SFtr
	6 SFtr
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	2 MI
	
	3 MI
	4 MI
	5 MI
	6 MI
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.61
	2.38
	3.18
	3.96
	4.76
	
	8.06
	9.60
	1.20
	2.42
	3.62
	4.82
	6.04
	7.24

	VAR
	0
	+0.01
	-0.02
	-0.02
	-0.04
	-0.04
	
	+0.06
	0
	0
	+0.02
	+0.02
	+0.02
	+0.04
	+0.04

	THEO
	0.08
	1.60
	2.40
	3.20
	4.00
	4.80
	
	8.00
	9.60
	1.20
	2.40
	3.60
	4.80
	6.00
	7.20


BATTLE TABLE  GENERAL UNITS  VARIANT DESIGN

ADAPTATION TO D20 ROLL USING # OF HITS AS BASIS FOR TABLE AS WITH % TABLE

	HITS
	4*
	4
	5
	6
	7
	8
	9
	4* x

3
	4* x

4
	4* x 5
	4* x

6
	6+6
	8+8

	
	
	FF
	GBDS
	CA
	
	BB
	
	
	
	
	
	RA
	MBS

	
	
	CV
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	MI
	
	
	
	
	
	
	
	
	
	
	

	
	1 Ftr
	2 Ftrs
	
	
	
	
	
	3 Ftrs
	4 Ftrs
	5 Ftrs
	6 Ftrs
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	0
	1 - 7
	1 - 3
	1
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	1
	8 - 17
	4 - 9
	2 – 4
	1
	-
	-
	-
	2 - 5
	1 – 2
	1
	-
	-
	-

	2
	18- 20
	10 - 16
	5 - 10
	2 - 4
	-
	-
	-
	6 - 11
	3 - 6
	2 – 3
	1
	-
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	
	17 - 19
	11 - 16
	5 - 9
	1 – 2
	-
	-
	12 - 16
	7 - 12
	4 – 8
	2 – 4
	-
	-

	4
	
	20
	17 - 19
	10 - 15
	3 – 7
	1
	-
	17 - 19
	13 - 17
	9 - 13
	5 – 8
	1
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	
	
	20
	16 - 19
	8 - 13
	2 – 4
	-
	20
	18 - 19
	14 - 17
	9 - 13
	2 – 3
	-

	6
	
	
	
	20
	14 - 18
	5 - 10
	1
	
	20
	18 - 19
	14 - 17
	4 – 7
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	
	
	
	
	19 - 20
	11 - 17
	2 – 4
	
	
	20
	18 - 19
	8 – 12
	-

	8
	
	
	
	
	
	18– 20
	5 – 12
	
	
	
	20
	13– 15
	-

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	13 - 20
	
	
	
	
	16– 18
	1

	10
	
	
	
	
	
	
	
	
	
	
	
	19–20
	2

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	
	
	
	
	
	
	
	
	
	
	
	
	3 – 4

	12
	
	
	
	
	
	
	
	
	
	
	
	
	5 – 8

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	
	
	
	
	
	
	
	
	
	
	
	
	9 – 13

	14
	
	
	
	
	
	
	
	
	
	
	
	
	14–17 

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	
	
	
	
	
	
	
	
	
	
	
	
	18–19

	16
	
	
	
	
	
	
	
	
	
	
	
	
	20

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.65
	2.5
	3.6
	5.0
	6.4
	8.15
	2.4
	3.2
	3.95
	4.9
	7.2
	12.8

	VAR
	0
	+.05
	0
	0
	+0.10
	0
	+.05
	0
	0
	-0.05
	+0.10
	0
	0

	THEO
	0.8
	1.60
	2.50
	3.60
	4.90
	6.40
	8.10
	2.40
	3.20
	4.00
	4.80
	7.2
	12.8


	BATTLE TABLE FOR UNITS EXCLUDING FIGHTER VARIANTS

	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

	
	
	4* x 2
	
	
	
	
	
	
	4 x 2
	
	4 x 3
	
	

	
	
	FF
	GBDS
	CA
	
	BB
	
	
	
	
	
	RA
	MBS

	
	
	CV
	DD
	GS
	
	
	
	
	
	
	
	
	

	
	
	MI
	
	
	
	
	
	
	
	
	
	
	

	
	1 Ftr
	2 Ftr
	
	
	
	
	
	3 Ftr
	4 Ftr
	5 Ftr
	6 Ftr
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	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
	4
	5
	7
	1
	2
	2
	3
	5
	11

	4
	0
	1
	1
	2
	4
	5
	7
	1
	2
	3
	3
	6
	11

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	0
	1
	2
	3
	4
	6
	8
	1
	2
	3
	4
	6
	12

	6
	0
	1
	2
	3
	4
	6
	8
	2
	2
	3
	4
	6
	12

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	0
	1
	2
	3
	4
	6
	8
	2
	3
	3
	4
	6
	12

	8
	1
	1
	2
	3
	5
	6
	8
	2
	3
	3
	4
	7
	12

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	1
	1
	2
	3
	5
	6
	8
	2
	3
	4
	5
	7
	13

	10
	1
	2
	2
	4
	5
	6
	8
	2
	3
	4
	5
	7
	13

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	1
	2
	3
	4
	5
	7
	8
	2
	3
	4
	5
	7
	13

	12
	1
	2
	3
	4
	5
	7
	8
	3
	3
	4
	5
	7
	13

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	1
	2
	3
	4
	5
	7
	9
	3
	4
	4
	5
	8
	13

	14
	1
	2
	3
	4
	6
	7
	9
	3
	4
	5
	6
	8
	14

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	1
	2
	3
	4
	6
	7
	9
	3
	4
	5
	6
	8
	14

	16
	1
	2
	3
	5
	6
	7
	9
	3
	4
	5
	6
	9
	14

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	17
	1
	3
	4
	5
	6
	7
	9
	4
	4
	5
	6
	9
	14

	18
	2
	3
	4
	5
	6
	8
	9
	4
	5
	6
	7
	9
	15

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	19
	2
	3
	4
	5
	7
	8
	9
	4
	5
	6
	7
	10
	15

	20
	2
	4
	5
	6
	7
	8
	9
	5
	6
	7
	8
	10
	16

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.65
	2.5
	3.6
	5.0
	6.4
	8.15
	2.4
	3.2
	
	4.9
	7.2
	12.8

	THEO
	0.8
	1.60
	2.5
	3.6
	5.0
	6.4
	8.1
	2.4
	3.2
	
	4.8
	7.2
	12.8

	DIFF
	0
	+0.05
	0
	0
	0
	0
	+0.05 
	0
	0
	
	+0.1
	0
	0


	BATTLE TABLE FOR FIGHTERS AND FIGHTER VARIANTS [SFtr, FtrX]

ALSO USEABLE FOR MI UNITS

	D20

ROLL

	4*

 x 1


	4*

x 2


	4*

x 3
	4* 

x 4
	4* 

x 5
	4*

x 6
	
	
	
	6*

x 1
	6*

x 2
	6*

x 3
	6*

x 4
	6*

x 5
	6*

x 6

	
	
	4 x 1
	
	4 x 2
	
	4 x 3
	4 x 4
	4 x 5
	4 x 6
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	1 Ftr
	2 Ftr
	3 Ftr
	4 Ftr
	5 Ftr
	6 Ftr
	
	
	
	1 FtrX
	2 FtrX
	3 FtrX
	4 FtrX
	5 FtrX
	6 FtrX

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 SFtr
	
	2 SFtr
	
	3 SFtr
	4 SFtr
	5 SFtr
	6 SFtr
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	1 MI
	
	2 MI
	
	3 MI
	4 MI
	5 MI
	6 MI
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	1
	0
	0
	0
	1
	1
	2
	3
	4
	5
	0
	1
	1
	2
	3
	4

	2
	0
	0
	1
	1
	2
	3
	4
	5
	6
	0
	1
	2
	3
	4
	5

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	0
	0
	1
	2
	2
	3
	4
	5
	7
	0
	1
	2
	3
	4
	5

	4
	0
	1
	1
	2
	3
	3
	5
	6
	7
	1
	2
	2
	4
	5
	6

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	0
	1
	1
	2
	3
	4
	5
	6
	8
	1
	2
	3
	4
	5
	6

	6
	0
	1
	2
	2
	3
	4
	5
	7
	8
	1
	2
	3
	4
	5
	6

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	0
	1
	2
	3
	3
	4
	6
	7
	8
	1
	2
	3
	4
	5
	6

	8
	1
	1
	2
	3
	3
	4
	6
	7
	9
	1
	2
	3
	4
	6
	7

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	1
	1
	2
	3
	4
	5
	6
	8
	9
	1
	2
	3
	5
	6
	7

	10
	1
	2
	2
	3
	4
	5
	6
	8
	9
	1
	2
	4
	5
	6
	7

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	1
	2
	2
	3
	4
	5
	7
	8
	10
	1
	3
	4
	5
	6
	7

	12
	1
	2
	3
	3
	4
	5
	7
	8
	10
	1
	3
	4
	5
	6
	7

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	1
	2
	3
	4
	4
	5
	7
	9
	10
	1
	3
	4
	5
	7
	8

	14
	1
	2
	3
	4
	5
	6
	7
	9
	11
	2
	3
	4
	5
	7
	8

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	1
	2
	3
	4
	5
	6
	8
	9
	11
	2
	3
	4
	6
	7
	8

	16
	1
	2
	3
	4
	5
	6
	8
	10
	11
	2
	3
	5
	6
	7
	8

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	17
	1
	3
	4
	4
	5
	6
	8
	10
	12
	2
	3
	5
	6
	8
	9

	18
	2
	3
	4
	5
	6
	7
	9
	11
	12
	2
	4
	5
	6
	8
	9

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	19
	2
	3
	4
	5
	6
	7
	9
	11
	13
	2
	4
	5
	7
	8
	10

	20
	2
	4
	5
	6
	7
	8
	10
	12
	14
	2
	4
	6
	7
	9
	11

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	AVE
	0.8
	1.65
	2.4
	3.2
	3.95
	4.9
	6.5
	8.0
	9.5
	1.2
	2.5
	3.6
	4.8
	6.1
	7.2

	THEO
	0.8
	1.60
	2.4
	3.2
	4.0
	4.8
	6.4
	8.0
	9.6
	1.2
	2.4
	3.6
	4.8
	6.0
	7.2

	DIFF
	0
	+0.05
	0
	0
	-0.05
	+0.1
	+0.1
	0
	-0.1
	0
	+0.1
	0
	0
	+0.1
	0


ORDER OF PLAY [SUMMARY]

PHASES
[A – L]
A. Major Marker Move

B. Stimulus Card Draw

C. Tactical Card Draw

D. Discovery 

E. Diplomacy

F. New Units Placement

G.
     Exploration

(
H.      Income

I.      Special Purchases

J.      Expenses [New   

     Construction]

K.      Victory

L.      Reset ‘Movement Point

     Use Chart’

ORDER OF PLAY [SUMMARY]


PHASES
[A – L]
A.      Major Marker Move

B.      Stimulus Card Draw

C.      Tactical Card Draw

D.      Discovery 

E.      Diplomacy

F.      New Units Placement

G.      Exploration

(
H.      Income

I.      Special Purchases

J.      Expenses [New   

     Construction]

K.      Victory

L.      Reset ‘Movement Point

     Use Chart’

ORDER OF PLAY [SUMMARY]


PHASES
[A – L]
A.      Major Marker Move

B.      Stimulus Card Draw

C.      Tactical Card Draw

D.      Discovery 

E.      Diplomacy

F.      New Units Placement

G.      Exploration

(
H.      Income

I.      Special Purchases

J.      Expenses [New   

     Construction]

K.      Victory

L.      Reset ‘Movement Point

     Use Chart’

Exploration Phase:

i.
Movement Segment

Ω
Movement Point Use Chart chit movement

Ω
Movement

ii.
Encounters Segment
(
iii.
Resolution of Encounter Effects Segment

iv.
Removal of Forces Carried by Destroyed Units

v.
Encounter VP Determination Segment

vi.
Carried Units Transfer 

vii.
Repeat from i.

Exploration Phase:

i.
Movement Segment

Ω
Movement Point Use Chart chit movement

Ω
Movement

ii.
Encounters Segment
(
iii.
Resolution of Encounter Effects Segment

iv.
Removal of Forces Carried by Destroyed Units

v.
Encounter VP Determination Segment

vi.
Carried Units Transfer 

vii.
Repeat from i.

Exploration Phase:

i.
Movement Segment

Ω
Movement Point Use Chart chit movement

Ω
Movement

ii.
Encounters Segment
(
iii.
Resolution of Encounter Effects Segment

iv.
Removal of Forces Carried by Destroyed Units

v.
Encounter VP Determination Segment

vi.
Carried Units Transfer 

vii.
Repeat from i.

Encounters Segment

Ω
Encounter Cards

Ω
Space Combat

Ω
Orbital Combat

Ω
Invasion

Ω
Occupation

Encounters Segment

Ω
Encounter Cards

Ω
Space Combat

Ω
Orbital Combat

Ω
Invasion

Ω
Occupation

Encounters Segment

Ω
Encounter Cards

Ω
Space Combat

Ω
Orbital Combat

Ω
Invasion

Ω
Occupation

BATTLE DAMAGE MANAGEMENT DISPLAY SHEET – SINGLE FLEET

Place individual Ship Counters on line corresponding to amount of damage that they have received.

	DAMAGE
	ONE FLEET

[OR ONE FLEET OF EACH COMPETING PLAYER]

	0
	

	1
	

	2
	

	3
	

	4
	

	5
	

	6
	

	7
	

	8
	

	9
	


BATTLE DAMAGE SHIP STATUS DISPLAY TABLE

On this table one puts ships on table in position to show how much Defense each has remaining.

‘0’ = destroyed.

	DEFENSE

REMAINING
	ONE FLEET

[OR ONE FLEET OF EACH COMPETING PLAYER]

	0
	

	1
	

	2
	

	3
	

	4
	

	5
	

	6
	

	7
	

	8
	

	9
	


BATTLE DAMAGE SHIP STATUS DISPLAY TABLE

On this table one puts ships on table in position to show how much Defense each has remaining.

‘0’ = destroyed.


THIS TABLE MAY BE USED FOR MORE THAN ONE FLEET ALSO, as each player’s fleets uses different colour counters, can place units of more than one race in same column.

	DEFENSE

REMAINING
	FLEETS A
	FLEETS B
	FLEETS C
	FLEETS D

	0
	
	
	
	

	1
	
	
	
	

	2
	
	
	
	

	3
	
	
	
	

	4
	
	
	
	

	5
	
	
	
	

	6
	
	
	
	

	7
	
	
	
	

	8
	
	
	
	

	9
	
	
	
	


OPTIONAL RULES USE CHART

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]


ALTERNATE DAMAGE RESOLUTION METHODS

RAMMING [EXPERT LEVEL RULE]

ACTIVE DEFENSE [ADVANCED OPTIONAL RULE]

SURPRISE AND INITIATIVE RULES

RETREAT FROM BATTLE

BATTLESHIP SPECIAL ABILITIES

OTHER UNITS WITH SPECIAL ABILITIES

SCREENING


PRIORITY KILL/SCREENING SYSTEM

DAMAGE IMMEDIATE REDUCTION

TO ATTACK RATING

GROUND RAIDS

ALTERNATE MOVEMENT SCHEMES

SECRET MOVEMENT

MORE ENCOUNTERS

EXPLORATION RULES

ENCOUNTERS NOT AUTOMATIC

TRANSPORTABLE GBDS


INVISIBLE SHIPS

SECRET FLEETS

SPACE HOLES

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
OPTIONAL RULES USE CHART

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]

[
]


ALTERNATE DAMAGE RESOLUTION METHODS

RAMMING [EXPERT LEVEL RULE]

ACTIVE DEFENSE [ADVANCED OPTIONAL RULE]

SURPRISE AND INITIATIVE RULES

RETREAT FROM BATTLE

BATTLESHIP SPECIAL ABILITIES

OTHER UNITS WITH SPECIAL ABILITIES

SCREENING


PRIORITY KILL/SCREENING SYSTEM

DAMAGE IMMEDIATE REDUCTION

TO ATTACK RATING

GROUND RAIDS

ALTERNATE MOVEMENT SCHEMES

SECRET MOVEMENT

MORE ENCOUNTERS

EXPLORATION RULES

ENCOUNTERS NOT AUTOMATIC

TRANSPORTABLE GBDS


INVISIBLE SHIPS

SECRET FLEETS

SPACE HOLES

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
FEEDBACK FORM
NOTE: There is a detailed Playtest Form available in the loose forms for this game – collected with other forms into the file – USEFUL FORMS.

This Feedback Form is a simple template that you can use for a brief input about the game, or you can ignore this and simply write your own thoughts.

If I have a brief profile of who/what you are, I can then evaluate your response so as to take into account that responses from certain similar groups of people may yield useful data about how particular groups feel about the game.  That way may be able to tailor variants of the game to suit specific groups.

NAME:

GD RESPONSE NAME (**):

LOCATION (^^):

CONTACT (##):

MATRIX (++):

AGE:

SEX (optional):

OTHER (anything else you wish to add):

FEEDBACK (YOUR COMMENTS):

FEEDBACK (YOUR QUERIES):

** if you do not wish to use your real name, you can use a name you have made up specifically for this 

purpose or your Username from a favourite Website Forum.

^^   your country and state, and preferably also city/town/suburb.

##  your Email address or some other way to answer your input, if you want a reply.

++  this is a way of letting me know where you are coming from with your response, so list some of 

your favourite movies/TV series/books/authors/games/hobbies/whatever, AND/OR your 

experience with gaming – particularly space games &/or board games &/or wargames

[may also add favourite game authors/creators/designers/critics/reviewers/game groups/game websites &/or forums].

SEND ME YOUR FORM VIA EMAIL.  My email address is ljam@westnet.com.au
EXAMPLES OF USE OF THE TURN MARKER AND MOVE MARKER

NOTE THAT TURN MARKERS ON SIDE WHEN USING ON CHARTS

TURN RECORD CHART
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SHOWS THAT CURRENTLY IN THIRD TURN
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	MOVEMENT POINT USE CHART
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SHOWS THAT HAVE USED TWO MOVEMENT SEGMENTS
PLAYER RESOURCES REGISTER








�





PLAYER RESOURCES REGISTER





RC


$10








RC


$20








RC


$1








RC


$1








PLAYER RESOURCES REGISTER














PLAYER RESOURCES REGISTER














PLAYER RESOURCES REGISTER














PLAYER RESOURCES REGISTER














PLAYER RESOURCES REGISTER














PLAYER RESOURCES REGISTER




















TURN


MARKER








MOVEMENT


MARKER








