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2 INTODLCTION

Welcome to the Advanced Rule Book This book covers the rest of the
general rules that the Beginner Rule Book does nat cover. These will
become inportant as players progress to round three and beyond

You only need to look at rules as you came upon them Use the index and
the indications within the beginner’s guide to help you find out what you
need to know

Rules of particular interest include the Uhrest and Rebellion rules for the

CGvilian phase, Aggressive actions for the Intel action, Conbat rules in the
Moverent action, and the Sole Ruler end ganme.

Copyright @ MatthewHatchen 2025
All rights reserved
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Introduction Book

IV. Ranets 2,3, Planet Narme and Population Number-

Soe terrain types nodify a planet’s tatal population capacity.

a Reguar, one nurber and No brackets- this is the

planet’'s population total. Eg ‘6 E

One nurrber;, but it is bracketed-'(#): This means

that this planet cannot be colonised until the E
proper life suppart technologies have been
researched, such as Weather Control. Eg. ‘(6)

2 number is bracketed-#(#): If the first
nuber is without brackets, but the second m
nurber has brackets the first number

indicates the current population total and the

second is the full population total. The first number is about half the
second Eg. ‘3(6)- ‘3 is how much of the planet can be lived on
without any life-supporting technology, while ‘6 is the tatal liveable
space once the proper techndlogies have been researched

Both nurrbers are bracketed-'(#/#): The planet cannat be colonized at all
until the proper life support techndlogies have been

researched Hwmever, the first nunber, ‘4,
indicates how much of the planet can be colonized

with rudimentary techs (such as weather contral), and the second nuber,
‘8, indicates how much nore may be cdonized after advanced
technologies have been researched (such as terraforming). Eg (4/8)

45HB

Negative FP. See advanced rues  Some planets will display a
negative AP nodifier. These are equal to the planet’s total population
capacity. This is to emulate the fact that this planet cannat support
any agriculture without the proper techndlogies This also sinulates
that planet’s need for food, and its effect on the enpire as a whole. So
be careful when yau first begin to colonize ather worlds or you might
find yourself with a starving and rebellious population.

e Mnerals may also have a negative value, representing poor
mineral resource ar a heed for higher maintenance and upkeep
for colonies on that planet.

i. Bracketed Negative Values see

advanced rules Some planets, as
discussed above have two
population numbers. The first being
the start popuation linit, the
second being the potential max.
When these planets have negative FP values, the PIBwill also display
two negative values, each caresponding to the actual and patential
population lints. For exanple, a planet with a 1(3) population may
have a -1(-3) FP value, the first corresponding to the planet’s current
population limit, the second to the full population limit.

7- Moral and Space station Track

Moral starts off at “4” far home worlds, 3 on colonized worlds;,
and may be decreased to “1”, after which the planet will rebel

The Space Sation chit is placed on the nurber that
coresponds to its curent level, thus a level 1 space station
(the lowest) will be placed on top of the “I”. The Space Station
represents all local defence in an entire system so only one
can be built per system



B OMLIANPHASE
3 Provisions Check

i. Insufficient Provisions If the enpire does nat have enough FP to
feed its population, the player may opt to scrap any #rogg Infel,
suace statian ship ar leader unit for CRto buy FP. He nay also
saap his Actian ar Pilitical cards far 1 AP each Sarapping is
discussed in further detail belowin Production. If there is nathing
to scrap or no extra CR to spend, the player loses 1 GA and nust
undergo an unrest check see below.

a Buying Food hen “buying” food, the cost is1 CRfor 1 FP.

ii. Sarvation if the dvilian tatal exceeds the tatal FP, that
amount must be removed fromthe population tatal and the job
assignment tracks The enrpire will choose which jobs will take
losses. When removing civilian chits off from the planets, the
enpire and the player to his left will take tums, altermating
back and farth, choasing which planet will suffer the population
loss up to the tatal number of lost CP. Keep these civilians
beside their planets. This will aid in determining which planet
Will undergo unrest.

¢ Planets with One Qvilian: players cannat choose from
colonies that only have ane civilian unless there are no
more choices left. Should this become the case, that
planet reverts to neutral and the calony is lost. It will
need to be re-colonized

¢ Remuining Troops If a ilitary presence remains when
a colony loses all it's civilian chits, the colony becomes
an outpost.

o Space Sations Space stations remain when colonists
are lost, but are nat gperational. If the cdony reverts
to neutral, and anather enpire colonizes it, the space
station becames theirs They will replace the space
station chit with their own, and move the station down
one level toa minimumof 1.

Far exanple 4 famers feed eight dvilian units: themselves and seven
ahers At if there were 10 avilians units and still anly 4 farmers tvo
avilian units would perish due to starvation Thus the player and the
person to his left will take tuns removing these chits fram the board
Since two units have perished the curent player will remove ane and'the
player tohis left will rerrove the ather:

4 lhrest Check For every planet that loses at least one civilian to
starvation, the player must rdll a d10 for each of those planets Ona 1-
8 unrest occurs and the Moral decreases by 1. Gtherwise nathing

happens
o AJEthat whenever a colony loses one noral to unrest, the
uvest may soread to ather Colaies

i. Influence of Uhrest: Whenever a colony fails its Lhrest
Chedk all his ather cdlanies in the same system and in all
adjacent systerms, must nowmake an Lhrest Check

a Same system Onh a1-6 the Moral track will decrease by
one.
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b Adjacent Systems After the extra planets in the same

system have been resolved, adjacent planets will lose 1
moralona’l-4

C.  Rebellion: Should the noral drop below 1, that planet goes
into rebellion. See Rebellion Rules below

ii. Muitiple Unhrest Chedks It is possible that the unrest of one planet
can affect ather planets that have already made an unrest check
If a planet goes into rebellion, more unrest checks will fallowand
can cause wider discontentrent throughout your enpire.

Therefore, take care of your pecple!

iii. Rebellions If the noral falls below 1, the colony will go into
rebellion. As explained below

7. REEELLIONS

If the unrest causes the Moral to go below 1, a rebellion occurs. If nore
than ane rebellion happens far any reason, flip the noral chit aver tothe
rebellion side and resolve each rebellion separately.

Procedure

1. If Troops/Ships Present: Attenyot to quell rebellion

2 If rebellionis nat quelled, reduce tatal civilian units on admin
charts, population tatals, and job tracks, these are nat useable
ditizens. Bracket the planet information (job and population
numbers)

3 Stop Rebellionr Use troops, ships, diplomat, and CRin the next
couple rounds

4  Fail toSop Rebellion: Goes to anather player, becomes a ninor
enpire (optional), or reverts to neutral.

1. Troops/Ships present:

Troops Present: If one troop is present, the enpire may rall to prevent
the rebellion. The enmire will rall against the number of civilian units
present on that planet to a mininum of 3. If more than one troop is
present, the defending enpire may add 4 to its die roll up to the
nurber of dvilian units present on that cdony. On a rdl of 1, two
troop chits are lost. Anatural roll of 10 quells the rebellion

The player must keep ralling until either he repels the rebellion or all
his troops perish. If he repels the rebellion, moral goestol.

Thus an a planet with 3 aivilians the enpire nust rall 4+to succeed Since
there are tvo trogos present, the player gains a # fo the trogos favaur;
anly a 3+ana di0is necessary. Aradll of 2will destroy ane trogg and a roll
o 1 will destroy two trogps Bven if a player had 5 trogps against 3
avilians they could anly rall 3+

o Troop Death and Tech Some techndlogies give troops a chance to
avaid death. These are applicable here.

Ships Present: If there is at least ane ship paint (SP) in that system
(.e. a scout), the enrpire may stop a space station from gaing rogue.
The enpire must ral up to double the space station's level, to a
minimumof 3. For every 2 SP beyond the first ship paint, up to the
Space station's level x 2, the enpire will gain + tohisrall. Arall of 1
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always fails and loses two ship paints waorth of ships. Anatural rdll of
10is always successful.

Far eanple a level ] space station requires a rall of 5+ to overcane it
That is the level (1) multjplied by 2 is 2 The minimumrall to succeed is 3+
| add 2 which gives us 5+ Thus if 2 scauls (2P together) and a
adestroyer (25F) were present, they wauld have a tatal of 4 SP gaining a 1
advantage to their rall, changing the 5+toa 4+

e Ship Raint Use One SP does nat have to come from a scout.
Should some ather class be present, their first paint allows them
toinitiate the attenmpt.

o Falure If the ship fails the rdl, unless it has ammour to take
some of the damage, it will be destroyed All ships that partake
Wwill lose 1 armour paint if they fail.

Far exanple basic destroyers db nat have any paints of armour: If they
are dareged they will be destroyed Bt Qruisers and Peace Makers have
1 pant of amour; and so take ane paint of danege instead of being
aestroyed  If a peacerraker was used fo pacify a space station but fails
the rdl, it will take ane damage If multiple scauts were used each ane
used wauld take darmage if thy fail- but they would be destroyed since
they have noarmour paints

Oiplomet Present: If there is only a diplomet in a system where a
rebellion begins, on an 8+ the diplomat stops the rebellion. Ardl of 1
will kill the diplomet.

Nb Troops ar Ships: If there are no troops ar ships present by the end
of the next game round, that area goes to the highest roller in contact
range of that player. If there is no one able ar willing to take it, it
reverts to a neutral planet, keeping all its civilians and space station
Replace the civilian chits with a generic white chit, and the space
station chit with a white “0" chit.

Optional: There is also an option to tum these planets into a ninor
Enpire if players decide to use these rules befare starting the gane.
See reference book for details on how Mnar Brpires operate.

o Nb Ships Space stations no langer defend the cdlonies from
invaders, but rather add points in favour of the rebellion. H for
levels 1-2, +2 for levels 3-4. This can add up beyond 9+ but
enpires may still quell the rebellion an a natural 10,

2 Rebellion- Reduce Population paints: Because the calonies are
now in rebellion, the enpire may nat count them toward
population growth, gaining GA or vating at the senate.

Reduce the Population tatal by the nunber of civilians present
on that calony. Then choose which job assignments take the
loss until a combined tatal of paints equals the amount of the
new Population Total, alternating between the player on the Left
and the afflicted player. Do this procedure one planet at a time
for each planet that rebels that round.

Banple if a cdany has 7 avilian units on it when it goes info rebellion
thase 7 avilian units will be removed framthat enpire’s papulation tatal.
Sarting with the player to the lefi, the two players will choose which jab
assignments will suffer lass The ather player will take an even amount of

each aspassible The afflicted ermpire may focus an any jab as they seefit.
They db this until a cambined tdtal of 7 avilian units have been removed
fram the jab assignment track For exanple 4 fram Indistry, 2 from
Agricdlture and 2 fran Science

e Rebellins from Intel ar starvation due to blocking
dffending and target enrpires will alternate, starting with
the dffending player.

3. Squash an existing rebellion: If the initial attenyt at squashing
a rebellion fails, either because there was no one to make the
attenmt, or all perished trying, so long as some troop presence
is found on that calony, or shipsin that systemby the end of the
next game round, the rebellion will nat progress any further.
Ctherwise, the colony will split away.

In order to squash an existing rebellion the player may nove in
troops, spend CR ar send a diplomst.

4 Faled to stop Rebellionr The enrpire fails to suppress the
rebellion when there is no troop, ship, or diplomatic presencein
the system or colony of the rebellion All ather players must
ral, with the highest rdller gaining that colony. If they refuse,
the second highest may take it and so forth. Taking the calony
does nat cause any Causa BAlli.

If all players refuse to take the colony it becames a neutral
enmpire or a minar enpire. Replace all divilians with generic
white chits and the space station, if one, to a generic “0” chit,
placing it on its ariginal level. Any player may choose colonize
it if there is room If nat, it is full, unless its population is
mysteriously reduced..

5  Cther Ways to Remove Rebellions: After the initial rebellion, so
long as the enrpire can keep a certain amount of troops or ships
on the calony, they can squash the rebellion by the end of the
moverent action

| Troops: If there are at least as many troops as half the
cvilian total present, rounded up, the rebellion is
automatically squashed

Il. Ships If a space stationis present, there must be at least
one ship paint per space station level x 2 This is to
neutralize the space station's effect on the rebellion

. CR An enpire mey choose to spend CR to alleviate the
need for man power. 10CR gains H, 20CR far space
station revalts. The usual bonus limits apply. Hwever, CR
cannat cover all the costs He may only spend up to the
anmount of troop or ship points present in the area.

IV. Diplomat Leader: +3 paints against any citizen and space
station revalt. CR costs are halved If the diplomet is
there without troop support, a rall of 1 will kill him

o CGeneral Mual Costs A diplomat may also increase
the moral by one per tum on a 7+ and halve the
noral CRwhile in the system
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C ACTIONPHASE

1. 2 “Wld’ Action: Refer to the Advanced Rules. The wild action may

be used as any action chit, including one already chosen The
player only needs but flip it over when one of the actions has
been called out. This grants him flexibility when he is unsure
what he ought to play, nat having to commit to any particular
action

But it is a double edged sword Depending on how one uses the
Wid Card will determine what sort of penalty the player may
undergo. There are two ways to use the Wld action chit.

. WId Actior The Wild chit may be used to play as any action

even torepeat an action. However, as a consequence the player
will nat be able to play bath the Wild action and the chasen

action next round, and he vill /ase ane actian next round

Thus they will lose the use of two actions (the wild chit and
whatever action the wild chit was played as) and may only
choose 2 actions next round instead of 3.

o  Repeat action: if it is used to play the same action, flip it over

with your action It will be resolved after all other players
have finished their actions

ii. The Fourth Action Advanced- Ganes with 18+ rounds may

enploy a desperate nove, the Fourth action This will renove 1
GAand you lose two actions next round

e  NDGA? You canndt play the “Fourth Action”

e NJE This rule only cores into effect in games where

players choose 3 actions instead of 4. Game where players
have four actions use the wild card normally.
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| PRODLCTION

b) Upgrade Lpkeep Costs far Ships Troops, and Space statians: the
highest level tech yograde found in each ship is used for
calculating maintenance costs Take its tech level and divide it by
2 raunding down, even to 0. That nurrber will be added to the
basic maintenance cost of a specific shipdass

Far exanple if the highest tech level upgrade fromon a ship was 1, there
would be no maintenance cost. Bt if it were 4, it would be a 2 CR cost to
it.

II. UPKEEP AND REPAIR COSTS:

¢) Ships: Damaged ships spend half of their upkeep cost (rounded up) to
repair each point of damage.

d) Space Sations Space stations use the same rules as ships they
pay half the upkeep (rounded up) in order to remove one damage.

ii. Forced Sorap: Should the LP fall below zero, remove as much
upkeep paints worth of units or CR equal tg or greater than,
the negative number. If you exceed that nurber for any

reason, you regain the difference through CR Players may
alwaysuse (R

Banple if an enpire has 8 LR, but 9 GRwarth of ypkeey the player will
agjust his LPdown to -1 LP F& has to meke up for it in sore way. If he
has no (R he will have to sarap saething to meke up far the difference If
he decides to scrap a Destroyer ship (2 QR scrap value), he would pay for
the -1 GRaebt and recaive 1 (R back to make yp the difference

o Debt: Refer to Qvilian Phase above

iii. Voluntary Scrapr Enrpires may choose to scrap any unit during this
phase and receive its upkeep cost. They may also choose to “Half
Scrap’ Qruisers and Peacemakers, as well as Space Sations.

a) Half Scrapr Enpires may choose to danmege units that have
amour points to “Half Scrap” them for quick CR without
destraying the ship. Flace a damage token on the ship and
gain half of the upkeep cost (rounded up) for each point of
damage to that unit. Only one damage chit per ship, and only
worksif it does nat destroy that unit.

b) Space Station Darmage and Scrap: Like ships, Space stations
may take damage and gain its ariginal level's upkeep cost. The
first danege chit will be placed one level below its curent
level on planet track The next damege chit can be placed
below the previous danmege. The Epire can continue daing
this until the level 1 spaceisfilled

o Danaged Space Station: space station's capahilities will
be based on the lowest level with a damage chit on it.
The space station will use all the attributes of that
level, including the tech dlat- losing some o its
functions until it is conpletely restored

Far eanple If a level 4 station had a damege chit an the level three
section) the tech slat allonance wauld be lonered to faur lats rather than
five since the level three Sation anly has faur tech Slofs available to it
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e Hilf-Scrap CR Retums You can keep Half-Scrapping
down to level 1, but you may only gain half the upkeep
cost for the level of Space station the danmage token is
on

For exanple a level 3 Sation can take 2 damage auring valunteer
sarapoing The first damage chit will go anto the level 2 space and the
anmpire will receive 3 QR The secand chit will go an the level 1 space,
gaining far that enpire 2 nore (R a tdlal of 5 (R Later; the enpire can
regair the damage, starting framthe chit an the level ane space then yp
tothe ane an the level 2 space

iv. Debt: Refer to Gvilian Phase, Uokeep, far further details
lIIl. BULOING LNTS

Ongaing builds  An enpire may choose to partially build up to 4 units,
keeping them in reserve in the “Ongoing Projects” section of the Enpire
Card, in the Manufacturing subsection. The enrpire does so by spending at
least one LP for each reserved unit. As discussed above, a player may
choose to pay part of the cost using CR up to half (rounded down) of the
tatal cost, the rest must be in LP.

__Ongoing Projects:

Banple If a unit were tocast 5 LF, the enpire may sped up to 2 (R If he
aves s that player must spend 3 LPin arder fo finish bullding that unit

Tracking Payments:

i. Place the unit on one of the “Manufacturing” squares.

ii. Place a Prod chit ontop.

iii. Place CRchits equal to half the total LP cost (rounded down).
Reduce this nunber- by the amount of CRthat you have already
used for this unit.

iv. Place the white nurbered chits for the remaining cost. These

Ndoter An enpire may always pay far everything in LP, but anly half
may use CR

As payments are made, reduce the CR and LP accordingly. The
initial LP spent on the unit in reserve is reduced fromthe tatal.

Aplayer may choose to spend CR or LP the next production phase in
order to conplete these builds The build /72 be canpleted before
placing any newunits into reserve.

BEanple (he player choases to reserve a Destroyer dass ship Arst, he
pays ae LP to reserve the ship Having paid ane LP an the [estroyer;
which costs 5 LR, this leaves 4 nore paints left to pay off. FAIf the talal of
5 LProunded down is 2 so the player may spend yp to 2 GRan the prgiect.
Thus 2 CR chits will be placed in reserve with the unit. Likewise since 1 LP
was used to reserve this unit, anly 2 nore LP nust be paid This will be
rewresented by a ‘2" generic white chit This will be placed below the
same unit



Il  RESEARCH
RESEARCHING TECHNOLOGIES

Il. Gther Means to Gain Researcht Flayers may gain tech through
Trade, Theft, War, Bvents or Leaders. These do nat count against
their research linits. This will allow them to research any ather
tech available in that tech level of that research category.

If this techndlogy is higher than their current level of research,
once the player has reached that level of tech, they may research
the other tech before moving on to the next level. They cannat
come backif they choose to skip ahead

Players should nate when they gain a new Tech through any of
these means. The best practice is to put an “E’ (Event research-
but also for war, theft, leader) by the acguired tech

lla Ongoing Researchr. Player’'s may choose to pay instalments for
research over a series of rounds rather than paying for it all at ance. They
will pay at least 1 RP to being then research Then they will write “R°
beside the tech listed on the Tech Tree, as discussed above.

Ongoing Projects: |
Manufacturing | ;

liésearch

Next, take an “Reg” chit, and place CR chits under it equal to half the cost
rounded down, and place a white chit with a nunber correspondiing to the
remaining RP tatal, like in the production phase. For RP tatals larger than
9, add any cther chit necessary to make the correct tatal.

Fareanple Trogp Fods a level 7 Gonstruction research progiedt, will cost
the player 46 RP The player may pay yp to half (rounded dowr) the RP
cost using GR thus 13 (R can be used) but 13 RPmust be spentt. The player
will spend 1 RPto initiate the project, making the requisite P12 Since the
genaric ahits anly go yp fo 9 he will take ane that will bring his RPto 12 a
3chit Thus he will have a 9and a 3 fomake tnelve

a) Mutiple Ressarch Prgects The Player may start up to
three research projects

[ Thefirst project always uses the base RP cost. Wte “RI”
beside the research project on the Tech sheet. Wheniit is
an ongaing project it uses the “REST” chit.
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ii. The Second prgject’s tatal cost is the RP cost + half.
Whte “R2’ on the tech sheet, and use the “RES2” chit to

track ongoing payments.

iii. Anally the third is double the RP cost of the ariginal. Use
“R3” on the Tech sheet, and “RES3" totrackits payment.

Within the same categary, no research can be initiated within the sanme
level as any ather research project. Nor can they be one level above. This
does nat affect research of a different category.

Far eanple a player dedides to research Gaund Fghter Syppart (R,
Construction level 4 18RF), He cannat start any more prgjects in the same
level as the Ground Fighter Syppart techy nar can he start anather prgject
ae level ahead of it. H will have to choase to research samething else in
sae dther categary.

So with his second research he decides to dedicate tovard the Solar
Uhiversity (R2 Qulture level 2 8 RP- but is actually 8+ =12 RB), and his
third into Fusion Rifle (R3. Rysics level 2 6RPx 2= 12RP), Hs first prgect
requires at least 9 RP6 RPfarthe secand and 6 far-the third H will write
Rl besice the first research an the Tech page and then R2 and R3 far the
ather anes respectively.

The player decides to make his first research project, the Gound Fighter
Sypart, into an againg research e pays 2 RP info i, reducing the
required payment of 18RP to 16, The player must spend at least half the
tatal RP cast in RE which is 9 Having already paid 2 R, the player anly
needs to pay 7 RP more. the rest mey be paid using RP ar R Uhaer the
it “ResT, the player will place as many generic white dhits as
necessary to indicate this (ane ‘6, two “3’s etc). Then he will place as
many QRchits he might use if he so choases whichisyp to 9 CR
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DIFLOMACY

Once contact range has been determrined, he may now trade with any
enmire within range.

1.

i. Same Adtior When initiating Trade and Diplomacy, if the other
enpire chose the same action, it does nat use its action in that
trade, instead the enpire may choose one of two options

a Separate trade He may contact someone else in range in
his own tum if he can
¢ If nooneisin range proceed b.
b. Forfeit his trade action and rdll a di0 twice. The first rdll is
for + CR the second for +RP. In the second casg, if there is
no ongoing research, the enpire may now start one

There are a variety of actions that may be carried out during this
phase:

1. Sell Cards (Action and Senate Cards)
2 Trade (Senate cards, techs, action cards, units; planets, CR)
3. Oiplomatic Relations: Treaties

a Fiendy Trade Route Scence Treaty, Shared

Conmrunication Frequencies (qutianal)
b. Confident: Non-confrontation Act
c Ally: Alliance
d Break Treaty

e Enemy. Dedare war/end war/annexation
4. Cther Oplometic Actions

a BreakTreaty

b Tribute

¢ Ehenry
5. INEL

Sell Cards: A player may sell his Action or Senate Cards. The first
card will be sold for 4 CR the second for 2 CR the rest for 1 CR

2 Trade The player initiating the trade may trade Seate cards

technalagy, action cards units OR and colanies They do nat have
to show ather players what they are trading and may even leave
the table to negatiate their deals They may also make undfficial
deals, such as vate pramises or conditional trades- At these are
nat binding GAor Leaders cannat be traded

e  Trading Tech Can anly trade one tech per trade action

e HBnding Official trades are binding and nust be carried out
immediately.

e Space Statians Cannat be traded, unless it belongs to a
colony that is being traded away.

e Favous Favous are nat binding Lhlike trading actual
goods, colonies;, ect., these are conditional. They may do so
secretly away from the table. hile no GA will be lost, that
enpire's confidence in anather’'s could be. Much worse than
losing GA

3 Dplaretic Relations-Treaties. Bpires may choose to establish dfficial
treaties with ather enpires up to 2 diplomacy levels in each Trade and
Oplomecy action with any enpire in range.  Players may ask the
initiating en-pire to sweeten the deal in any way he sees fit. Each treaty
may be established only once with each enpire, such as having only one
trade treaty per enpire, not two or nore.

Thus if there were three enpires in range of a player’s enpire he may
have yp to three againg treaties o the same s, such as three
separate tradk treaties

¢ Al dffidal treaties are binding

Requisites There are no requisites for establishing the first level
of Oplomacy. Afterward, each level requires that the previous
level has been established For exanple, in order to have a level
2 diplomacy, you need to have the first level established

Penalties: treaties braken without a farmal declaration during
the Trade and Diplomacy action incur GA penalties and a Yellowor
Red Causa Balli.

Automatic War: autside of certain dircuetances (see Movement,
Reet rules, blocking), war happens when one enpire attacks
anather. The defending enpire may choase to enter into this war
without penalty, giving the hostile enpire a Red Causa BHlli. The
defending player will lose double the penalty of breaking any
treaty and dedlaring war, while the attacker will incur a penalty
for breaking a treaty (if there are any) and attacking without
fomal declaration of war. Gther details may be found in the
treaties themselves

Loss of Contact: If bath players lose conmunication, they are no
longer in range of each ather. All treaties are “stalled’. Backet
the enpire and deduct all the bonuses from these treaties until
conmunication resumes. So long as one enpire can re-establish
contact range, the treaties may resume.

Foreign Intelligence INFEL): Soe Intel actions may cause a treaty
to break Thase are listed in the Fareign Intelligence, Aggressive
action, found in the Advanced Rules manual.

Causa Blli: When an official agreement has been braken through
undfficial means, the dffended enpire may retaliate in certain
ways without penalty. When this happens, the Causa BHlli is
placed in the dffending player’s hame system There are two sides
to each Causa Belli chit, a yellow side and a red side. The gravity
of the offense determines which side it will be flipped ta

1. Yellow Causa Belli: The enpire has broken a treaty without
using dfficial means, either through a failed aggressive INTH-
rdl or by withdrawal from a treaty without gaing through
Galactic Relations first. Hfects last for 1 round, that is, until
the end of the next round

i.  INTH: Penalties are dependent on the aggressive action
taken They only occur if the intel action failed Go to
Foreign Intelligence Aggressive actions for more detail.



ii. Other: Dependant on the treaty broken \When
broken, the dffending enpire loses GA accarding to
the Treaty's penalty, and ather players may cancel 1

diplomecy level without a diplomacy action so long
asthe Yellow Causa remains.

Thus if a player nere to lose any aggressive INIEL action that gives
them a Yellow Gausa Bl any other player that has a trade relation
with himcan negate 1 diplormacy level with that player:

2 Red Causa BHli: The enpire has broken a treaty through
some act of aggression, by attacking through force or
through some serious Intel action (like paisoning a calany).
The ofended enpire may inmediately declare war,
cancelling all ather agreements without penalty.

Cther enpires may inmediiately cancel 2 levels of diplomacy
highest agreement with that enpire and ancther one for free
each round thereafter while the Belli remains

o Allies Those allied with the dffending party do nat
cancel their agreements with him and they do nat
autoratically enter the war, unless, of course, they are
theill-fated party.

Those allied to the insulted party nmay go to war
without penalty.

OPAOMATIC LBHS:  All treaties begin with the first level of diplomatic
relations if bath parties agree to establish it. If they do, they exchange
their diplomatic chits so that each receives the ather’s calour. Then they
put this on the first level on the Diplomacy track on their enpire board

They may negatiate for higher levels of treaties

o (Chits per game There are 2 diplomacy chits used for 3 player

games, 3 chits for four player games and 4 chits for 5+ player
games Also see setup.

o Intel Bonus Soe treaties increase INTH- defence. These are nat
stackable. They replace all prior intel defence bonuses

GA bonus: Like the Intel bonus, GA bonuses are nat stackable. Each
level that increases GA per round will replace any prior ones

Each treaty gives a GA or Intel bonus per round as long as that treaty
stands

1. Qpen Trade Route: +2 CR/round, 1 GA/round. Braken: -1 GA
2. Science Treaty: +3 RP/ round (actual). Broken: -1 GA

3. Friendly+] Intel Defence, +2 GYRound Broken: Yellow
Causa Balli and -3 GAIf broken

4.  Confident: +2 Intel Def, Shared Conmrunications Broken
YellowCausa Balli and -5 GAiif broken

a  Shared Conmunications Brpires may now use
each ather's conmunication lines to contact
ather enpires. Those with this treaty, so long
as they remain in contact range with each
aher, may now share each aher's
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conmunication ranges for the sake o
diplomacy.

b.  One Way Range As above, treaties can still be
established through one-way ranges. Only the
enpire that has the requisite range may
initiate the diplomacy action with that other
enpire.

Non-Confrontation Act: Players agree nat to attack each
ather and they can now cross each dther's Zones o
Contral, as found in Moverrent, without being hindered or
causing a battle. No nore than 4 ship points of fleet size
may (Movement, Reet supply) freely nove within each
system without permrission or being blocked -5 GA if
broken. Gain 4 GA (single amount)

Aly:+3 Intel Defence +3GA Red Causa Belli.

a Aliance: May only be formed if all cther treaties have
been made. Any fleet size may move through each ather’s

systerrs, and they may use each ather’s supply lines and
conmrunication ranges.

-10 GA for any enpire that breaks an alliance during
Trade and Diploecy, -20 GAto the enrpire that breaksiit
without using Trade and Diplomacy- he gains a Red
Causa belli chit and cannat performTrade and Diplomacy
next round +10 GA

o Battler Allies cannat fight in the same battle, but
they may occupy the same space as their ally.
Once one party does battle their ally may
immediately follow up, breaking off retreating
fleets

o WA If anally is attacked and they declare war, all
the ather allies must declare war as well or lose
the alliance, as well as -10GA

o EBhd Game Score: In an alliance, enpires will
average their Total GA scores for end game
puposes They win together or lase together. But
within the alliance, the highest GA scare wins as
leader of the alliance.

iv. OTHER DIPLOMATIC ACTIONS

1. Break Treaty: This is a formel way of removing a treaty with

any ather enpire. Brpires may break all treaties at once, only
reducing their GA score accarding to the highest treaty's
penalty. The highest level of treaty must be broken before a
lower one is broken (that is Non-Confrontation Act befare a
Trade treaty, a Confident treaty before the Friendly ones). These
penalties are small when conpared to the penalties of a
sudden attack, which can cause Causa Balli.

Enemy:

a Dedare War/Bnd War Enpires will be penalized for
surprise attacks. But those who farmally declare war
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suffer little to no penalty for doing s However, they may
nat re-establish any treaty until the war has concluded-
either by conplete domination or through diplometic
means, which may only happen 1 tun after the end of the
war. Thisis also used to dfficially Endawar.

b. Annexationt an enpire may demand a full surrender of
ancther. If an enpire accepts it has a chance to save their
tatal GAfor end game purposes
W they risk losing all their points to save face and gain
personal glory, or save GA by allowing their culture to
survive under ancther ruler?

3 Tribute Bwpires may demand tribute from other enpires
Enpires who are allies or at confident level of relations may
refuse. Allies may give thema red Causa Balli, and confident a
yellow one. Tributes may be demanded when negatiating an
end of war. They may include RP, CR colanies; LP, units; action
or palitical cards, tech They can execute their leaders. Tribute
may last for a certain amount of rounds or as a one-time deal.

If a tribute is agreed upon, should the tributing enrpire try to
leave, the ather enpire may immediately declare war. No
Causa Belli chits are used

i.  Combining Intel: When an enpire commits nmore than the
requisite Intel paint to any action, that action will gain H to its
INTH attack for each extra INTEL spent, up to +2 paints. The
defending enrpire must conmit an Intel chit to defend against
any attack He may alsoallat one nore chit to gaina # bonusto
his defence roll. Defensive Intel is described below:

. Resalving Actions: For the sake of this tutorial, you will only use
INTE. to scan new systens. Snce this will be done
automatically, you will only need to spend your intel to enact
the action See advanced rules for more information

Once an action has been called and bonuses have been added,
the enrpire will now use the attadk number; found at the top Left
of the chit, and make an Intel check using a dlQ. If the resulting
number is the same as ar below the attack nuber,, the action
Will be successful and the enpire may keep all its Intel chits
Bonus points Will increase the chances of success by
increasing the attack nuntber to be rolled under.

Thus if the player carmits 2 nore intel, giving a +2 banus to his
Intel action he will have to ral 7 a below far a success

If, however, the rdl fais the Intel was faulty, and all bonus
chits will be lost.

jii.  Defending If the other enpire decides to use defensive Intel,
and succeeds, the aggressar will lase &ll Intel if he fails hisrdl,
ar all bonus Intel if the aggressor makes his roll.

Thus, if the defender is successful, even if the aggressor wins
his rdlll, the aggressor will lose all his bonus chits

Hme Wrlds and Systems: Homeworlds and Home Systerrs gain +2 Intel
Def against any Intel action against it.

Passive Actions: When a player perfams any passive intelligence actions
(listed below), no treaties will be broken, no Causa Belli (see Trade and
Dplomacy: Causa Belli) will be placed against him nor war enacted
against him Any who wish to declare war o break a treaty against sucha
one must either go through dfficial channels o suffer the full
consequences as explained in the Trade and Diplomacy action below:

Cther Passive Actions: These actions may be played once one enpire is in
range of ancther.

i. Intelligence Gathering Payers may gather information
concerning the Target enpire

o Hypire Sheets-
One Intel: May ask about any one specific thing from the
player's tech tree or Colony informetion. Such astatal tech
level, whether one has a certain tech, what is their total
Actual paints for Production. Bc.
Three Intel: May ask for three things.

o Heet Load out-
One Intel: The player may look at any one tech slat from
any chit dass Call out the slat nuber that you want



revealed If there is nathing then the action is over.
Three Intel: may reveal up to two technology slats fromany
combination of chit class

Banple If a player chooses to spend three intel (Without ackiing bonuses
to improve fts chances of success) he may choose to reveal ane
technology Slat froma Seaut Qass ship (sall) and on froma Destroyer
Qass (medium). Coversely, he cald look at two slats within a single ship
dass such as ot 1 and 3 of a Lestroyer dass ship e will make sure to
all ait what slat he wants revealed far exanple Soat 1 of the Scout
dass and slat 3 in the Destroyer class

o Research - It is amazing what you can find in the public domain
Conpletely legal, but highly annoying when the pieces are put
together.

One Intel: gain 2 RP per intel dedicated to this action- regular
intel restrictions apply.

Three Intel: an enpire may find out what the secondary ongaing
research of anather enpire is, atherwise they may find out the
primary research

Player’s Haind-

One Intel: a player may look at any one randomcard frananather player's
hand- their action or pdlitical cards

ThreeIntel: a player may look at up to 2 randomcards.

IASSA. NOTES  Random Card ook this can still be done. Just private
message the informetion, just like you would with any of the other
informration. If you are using the same conrputer;, ar in the same room) just
look at their screen and they wills howyou

ii. Reduce Intel:
One Intel: Reduce the cther player’s Intel by 2, and reduce 1 nore
for each Intel added toaid The ather player may defend against this
attack If successful, the player only loses 1 Intel.

iii. Defensiver Intel may be used defensively. It is nat an action per se,
but it is ane way an enpire may enploy his Intel. When an Adtion
Card o intelligence action has been played against an enrpire, he
may choose to spend up to two Intel paints to cancel them The first
Intel spent is to initiate the defence rdll, the second grants a #
bonus to the intel’'s defence. The player must roll equal to or below
his chit's defensive nurber (on the top right of the chits) to
succeed

a If he succeeds he keeps his Intel.
b Ifhefadls

i. Against an Action Card or defending against 1 Intel paint: he
loses one chit

ii. Against 2 or more Intel paints: he loses bath chits

Aggressive actions are used as a tod of war: players mey outright
steal researched techndlogy ar subvert enermy RP resources toward

their awn enpire's needs; they may sabatage ships, troops, colonies
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and subdue leaders; they may indite rebellions and unrest through
prapagandsa; they may even go head to head wit

h anather enpire's agencies and uproat their sources. All this is
handled through Intel Paints.

b. Aggressive Adions Aggressive actions are those that directly
corflict with ancther enpire. If the enrpire falls its action, GA
Wwill be negated and a Causa Belli placed against it. If already at
war, no GA will be lost nor treaties broken (They have nonel).
The narmal rules far breaking treaties and starting a war apply
(see below in Diplomacy). May spend 20 CR/GA to reduce GA
loss, to @ minimum of 1 GA lost. Aggressive actions cannat be
used against an enmire's ally.

i. Steal Researcht A means to keep up to date besides reading
acaderric jounals and public articles
One Intel: Steal RP up to 1d10 result +5. The player must write
down their RP deficit. Yallow Giusa (Research Treaties) -3G4

Three Intel: Steal one techndlogy at random Roll a dl0. 1-8
coresponds to a tech categary. Ardl of 9 allows the enpire to
choose a categary. Anatural rall of 10 allows the enrpire to choose
any two categaries -5 &4 -2 dplaracy levels

o Gaining Techt may only gain the lowest available tech first. If
the player already hasiit, then the next, and sofarth

o NbTech The target enrpire has nat researched anythingin a
chaosen tech category, player receives 10 RP.

o Level 5 Techs and Above: If any level 5 techs ar greater are
being stolen, but the enire failsits rll, /f lases 5 GAand the
target enpire may start a war; but anly give a Yellow Gausa
(Qeher players may reduce their diplaracy with this player
ty2)

o | already have that tech..See Research Action for nore
details

/i Sabotage Mlitary: The gun misfired..
One Intel: A Dng to any ane unit ar space station upon success See
belowin production phase in regards to repairs -7 plamacy level -
3
Three Intel: +2 Dg to any one wnit, o Tdng to two wnits. -5 & -2
Oplaracy level

/i, Sabotage Productiont Faulty screw..

One Intel: Choose a Job assignment and the target enpire has to
remove two civilian chits and reduce that job from his sheet.. -2
LOplaracy, Yellow GGuss. -3

Three Intel: Any combination of three job assignments may be
chosen, lasing that enpire 3 civilians Renmove themfromthe board
and the target enpire will update his adnin sheet accordingly. A
Gusa BHlli and -5GA

iv. Bibe/Assassinate: Somehow the man died from lead poisoning.. in
his sleep... through the window..
Two Intel: Bibe Choose a player’s leader to bribe over to your side:
if successful ral dI0 again: 1-3 triple cost, 4-8 double cost, 9-10
nomel cost. Ralue Gmndt hire a leader this round -3GA
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Vi.

Vi,

Four Intel: Assassinate- Choose a leader. If successful, that leader
is dead Failure Aed Gusa Bl failure reduces the GA by the
Maintenance level of a Leader; Gannat hire anather leader far two
rounds -2 diplamacy level.

. BreakTreaty: All you are trying to doiis to create more oppartunities

for ohers to be your friend.. by force if necessary.
3 Intel: Reduce the diplomacy level between two players by 1.
Filue Ylow Gusa Bl and -1 dplamc-3#A
5 Intel Break two levels of DOplomacy of one player.
Falure Yallow Gusa Belli -3 Oplomacy levels The aggressar's
Galactic Relations action is canceled thistum - -5GA

Incite Rebelliot Sending professional agitators to “instruct” the
population on what they really want...

3 Intel: may choose any cdlony and rdl to incite a rebellion If
successful, that calony lases one level of noral. This action cannat
be played more than ance that round on the same calony.

Yellow Gusa Blli if the action fails -3 G -2 Oplaracy levels

3 Intel: may choose any cdlony and rdl to incite a rebellion If
successful, that cdony loses 2 levels of moral. This action cannat be
played more than once that round on the same colony. Ay Gausa
Bli, -5G4 Lase Al diplarracy with the defending playey:

Lhrest Chedks: Colonies that go into rebellion effect the morale of
surrounding colonies. Consult the Lhrest Check rules found in the
Cvilian Phase (B3).

Rebellion See Qivilian Phase, 7. Rebellion for more details

Piracy. Some pecple have friends in high places, but in this case,
those in the low places will suffice to “supplement” your coffers.

1 intel: Steal 1d10-5 (R to a minimumdf 1 (R Yellow Qausa Al if
the action fals -2 Oplomey , Ydlow Gusa-364
3 Intel: steal 1d10 45 O fromanather enrpire, to a minimumof 10 CR
Yellow Gausa -3 diplarracy; -GA

Back

3 RESEARCH

a Mniatuization Many techs have a subcafegary, such as
“Shields I” and “Shields II". These diten have a ship size
requirements. When the subcategary level above it has been
researched, the player may now equip the previous tech on a
saller class of ship.

Wite an “M’ beside the tech on the Tech Tree sheet for each
level of miniaturization obtained

Thus If the player researched a “Shields IlI” techy which is higher than
Shields I which has a medium ship requirement, wite ‘M’ beside Shields
N an the Tech Tree sheet. Whether you have it ar nat this will indicate that
it's ship requirement has been reduced by ane when you do have it
Therefare sl dlass ships i.e scauts may nowequip shields |l

o Reduced Upkeep Ungrade Costs, Sat sizet Techs of a
lower sub category will reduce their upkeep (if it is
the highest tech slatted) and only take up % a tech
ddt. Certain techs like shields, cannat stack their
effects Tech upgrades cost half the tech level,
rounded up.

Cartinuing to use “Shields llI” as our exanple Shields 1, a level 5 Farce
FRelds tech, would namally have an yokeep of 2 CR (52 = 25> round
aown 2> 2) Nowthat it has miniaturized it will anly have an uyokeep of 1
QR (55 16> raund down=> 1) Shields Il also has a Medun Ship
requirement (Destroyer Qass)- but since Shields Il has been researcheq
1t will now be available to small sized ships (scauts). It takes yp half a
sla, allowing far anather miniaturized tech to be equipped



4 MOBMENE

ii. Transfer Troop For a certain amount of CR An enrpire may choose
to transfer troops to anather cdony in the sanme or adjacent
system

CR Cust: 1 OF/ 2 trogps to a colany in the same system ar CR
equal to the Taal Ostance fraom ane hex to anathery 2 trogus

Eanple: If ane hex side has a ] and anather a 2 it would cast 3
(Rtotransfer 2 trogos there

The cost is the same even if moving only one troop. Normmal
DOistance Chit rules apply.

Back
iii. FeetRules

g Muitiple Leaders: Because fleets may cobine into one fleet, it
is possible for there to be two ar more Leaders present. If there
is a battle only one leader may be used Any leader that is nat
in the battle must sit out with whatever ship he was assigned
ta If the main fleet loses he may retreat, along with any ships
that escaped from the battle, into any system available to
them

e  Nowhere to hide! If you cannat retreat into another
system inmrediately start ancther combat. The
leader that had to sit out, so long as no ather leader

is present, may now participate in the battle.

h Alies Reets may be in the same systens as their allies. They
cannat participate in the same battles. Eheries have to choose
whom he wants to fight. Allies may take tumns attacking the
same fleet if they bath travel to the same eneny location

i. Non-Aggression Pacts In non-aggression pacts, while these
enmpires are nat allies they may choose to block ancther
empire whom they do nat have a pact with, forcing them to
attack themselves, leaving themin a pasition to freely declare
war.

] Wi Hodtile Systems: All Systems owned by a hestile enpire
autometically blocks their enemy's fleet. When passing in or
through a hostile system the enpire must leave units behind
before proceeding into the next systemtile. He must leave at
least double the enemy's chit count.

Thus if the hadtile enpire has 1 ship chit an the baard If the goposing
anpire shauld wish to nove through it it would have to leave behind 2
shipchits If it had 3 ship chits 4 would be required

e  MPin Hutile Zones fleets have a harder time moving in enenry
zones of control: -1 MP when noving through each enenry
systemtile

k  Bockingand Bamricading

i
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i. Bockiing An enpire fleet may block other enmires from
sending their fleets into the area they occupy without
attacking. The fleet being blocked may attack If the blocking
fleet is nat in a zone of contral, the blocked fleet may attack
withaut penalty ar wer. Nor can they declare war without
fomally doing so in Trade and DOplomacy. The player
chaoosing to block anather calls out “blocked”

o Bock Supply Lines Afleet may block supply lines. As
above, it will nat cause a wer so long as it is nat in
ancther enrpire's zone of contral. The ather enpire may
choose to attack without consequence and without
starting a war.

ii. Bamricading Any colony surounded by hostile ships (.e. ships
belonging to an enyire the player is at war with), with no
opposing ships or space stations, are barricaded

Consequences: Brpires cannat use their stats or population,
nor can they use these colanies to vate or count for GA Each

round they must count all the citizens of that colony, and
using the cdony's FP nodifier;, to determrine if they can feed
themselves with their nunbers alone. Each divilian produces 1
P

If the food requirement cannat be net, they maeke an unrest
check rll at a -1, and a -1 more for every 2 FP below -1 FP. If
they can meet the eneds, they gain a 4, and + more for every
2FPthey are over their AP requirement.

Banple If a clany has 4 ditizens with no planetary negatives to R it
will be able to feed it calanists but will anly gain 4 toits urest rdll. If the
cday had at least +2 P pofential, that would give it anather + to their
uvest ral, far a total of 2 Again if the calany had a -2 FP nodifier; it
nould anly be able to feed 2 of its 4 atizens

o leaders Coony Leaders are still effective
unless captured or killed in ground cambat.

o Ruilding Wth, or without Space stations, any
leftover FP converts directly to LP. They can
build as normral, without CR to try to create an
oppasing farce of scouts or troops. If they do
have a space station, they might be able to build
ather shipsif they meet the requirements.

Far exanple if the cany had +2 FP over the required
amount to feed their barricaded ditizerry, the AP will tumn
into LP. It can then be turmed intfo trogps ar ships- in this
case anly ane trogp unit.

o |P Mudfier: half coony's pasitive LP nodifier
may also be used

e CR Pcantuminto CR and (Rinto LP on a 1-1
bases 2 CRcan be tumedinto1 AP, but the colony
nust rall a dice to see if it can sneak freighters
through on a rdll of 6+ If it fails, the CRis lost
Thus a player could save up CR to build up a
defensive force to weaken the blockade.
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CRis lost after the barricade has been lifted The
enermy does nat gain the (R for themselves if
they capture the colony.

V. Feet Supply.

e Corbat Penalties If a fleet does nat have enough supply
befare it enters combat, all ships half their MPand lose 1 acc/
def toa minimumof one.

Il. Eqploring Systerms and Engaging Battles
3. Colonize/ Create Outpost:

iv.

SOL: When the Sol System has been discovered it is
treated like a special event (ather events may ocaur an
tap). Roll events nomally first. If none affect the hex
directly (like a super nova..), cantinue on in this section

Take out from the SOL enpire stack- 4 scouts 4
destroyers, 2 cruisers, 1 Peacemaker; and place 3 troops
on each planet in SOL system Treat the Peacermaker like
a level 4 Space station, but use the Peacemeker’s stats
instead Reduce armour befare reducing space station
levels The track is reset if the player retreats or loses
the battle, except if the station was conpletely
destroyed befare retreat or failure.

When the fleet and the station have been destroyed Gain
3GA Gain 1 GA far each planet liberated AND colonized
The gains are listed in the GA goals section found in the
introductory book, the GNand this ane.

Why is Sol occupied? And by whon? Scientists have but
scant and vague records. These are the nost popular
theories It seers that during the Long Slence earth
was overrun by barbarous hordes by some tyrant,
endlaving the citizens and splitting the old country
demarcations into territaries, and then cutting it off from
the rest of the galaxy. Ancther theary suggests that the
Long Silence was caused for some leader to take over
the entire system Gthers claimthat a barbarous hoard
took the Long Silence as an gpportunity to plunder the
world and crown themselves king.but will we ever
know?

Iil. COMBAT:
Space Combat: Types of Combat and Setup

Space combat takes place between two opposing enpires. One side will be
the defender, and the ather will be the attacker. There are two types of
space corbats Tactical Cambat and Snrple Corrbat. Most combats use
the first, Tactical combat. The second is a nodified troop cambat system
meant to quicken smaller battles, or used against non-player enpires and
units.

a TACTICAL OOMBAT:
Tactical corbat takes several rounds to conplete. Each enrpire take
tums doing some action ar combination of actions with each of their
wnits, one at a time, until all their units have been used, or the player
decidestopass

That is, when ane enrpire has finished acting with one unit, the ather
player will do the same with his own, retuming back to the first
player when he is done. This will continue on until all units have
been used

l  Setting ux Payers will nove all units participating in the
combat off the map board and place them beside their end of
the Battle Grid Board From here each player will take tums
placing their ships on opposite ends of the battle grid. If a space
station is present, it will be placed in the middle back row of
that enpire's grid space.

a Sart Racemert the Lefender chooses who starts first:
This carries over to the actual combat.

Each enmire will place one chit in the middle of the back
row of their side, just in front of the retreat zone From
there the enires will altemate, building up their fleet
formation. Once all fleets have been placed, the players

may now begin battle.

o Heet Fomtiox The player may choose any
formation, so long as there are no gaps between the
ships in that formation... unless you only have one
ship. There must be at least ane ship adjacent, not
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diagonal, to it. If there is a Space Sation, place the stations have no front, so all sides may be treated as
first ship anywhere adjacent toit. forward
b. Space Sations Only the Defender may use a space station b. Lhused Actiont Lhused action points become defence points.
Space stations are placed at the middle back row: They are Track this by placing a generic chit number up to the value of
present in all battles taking place in the system they unused action paints.
belong ta They must be destroyed befare a ground combat This does nat count at the start of combat, where no MP has
nmay ensue. been used The defence paints are removed when that unit
takes a newaction
o (he System Mutiple Space Sations In some
cases hrore than one space station will be present o  Space Sations Since they donat have MP, Convert
in a system This will happen when muitiple all unused Ship slat spaces or equipment into
enpires have a cdony in that system and each of defensive paints. They may have up to 3 paints of
those colonies have huilt a space station defence.
However, only the target colony will use its space
station, even if the ather colony isan ally. Thus if a Space ation anly has 3 Sl 2 of which are dedicated to
wegpans and the third to amour: If they anly used ane weapan the
¢ Nbtranspart ships are placed on the grid They remain on unused weapan turns to ane pant of defence
the board until the end of cambat. If the main fleet has
been destroyed, the transports are autometically ¢. Movement: One square on the Battle Grid in any direction costs 1 MP.
destroyed If the ship's moverment is 5, then the player may move up to 5 MPs
warth in any direction, including diagonal. The ship may spend ane
d Techs All ship chits are revealed but enpires do nat need action paint to rotate to any one side, but 2 MP to ratate in the
to reveal their techs ar bonuses except when it will nodify opposite direction
the ather player’s ralls, defence, attack, or atherwise. For
exanple, a ship may be able to shoot twice, which may e Rotating Because
indicate that the enrpire has lasers. Or one might be nore weapons are
accurate. Regardless of the tech, the player is only obliged directional, ~ any
to tell the tatal result of his rdls (such as the tatal énemy can nove
accuracy or defence when rdlling) or the effects that he ot of any ship's
wishes to use (such as armour piercing, rolling to absorb drection o fire,
damege, or shoating twice) that is it is out of
range. If that ship
e. Scan If the player has any scanning techndlogy attached only has forward
to his ships, he may spend an entire round with that ship shodting weapans
to scan an enemmy ship. In this way they can discover what they become
techs an oppasing ship class may have on it. Consuit the ineffective against
GIN Reference book;, Technalogy section far nore details ships that nove to
on specific techndlogies: the side ar behind

lassal Noes

There are two ways that you can nove your fleet stack fromoff the main
mep board ar enrpire play area tothe Battle Grid

them Thus you will need to ratate your ship to face the in
order to bring themback into range.

o Retreating Ships that enter the retreating zone will
only do so if they rall a 9+ Their rall will be nodified

based upon their ships base MP.
The first is by dragging theminto the Battle Grid window
The secard is by right dlicking the stack and then chasing to Bittle Grid MOEMENT MOORER
Then choase which zane your stack will start in the Aftacker Zme ar the 1-2 |
Defercer Ze 3 0
45 4

Combat: This section details howtactical conbat plays out.

i. Actions Each unit's MPs are used as action paints in tactical
combat. MP may be used to move or attack with that ship.

a Space Stations do nat have MP. Their Space Sation level
dictates what sort of load aut is available to them Also ndte
that all directions are considered “forward to thend'. Direction
limits some ship weapanry to one direction- forward Cthers
allow more versatility, but with less effectiveness Space

o Mowvement Oirectiox Ships can anly nove favwerd ar
dagonal They must first Rotate if they would like to
nove in a different direction

o Mderids See asteraid restrictions in Planet Types,
Asteroids

o Debris Ships that have been destroyed leave debris
They will effect moverment and attacks More below:



Galactic Rising 16

o Mnar Brpirer Some minor enpires display their MP on
their unit chits. This is for in battle purposes. These
numbers are on the battomleft side of the chit.

a Atades Most attacks cost 1 MP. Some weapans allow far
multiple attacks within a single action at no extra cost. Once
aweapon is used, it may nat be used again until next round

o Stacked Weapans Enrpires may equip the same weapon
nore than once on their ships so long as they have the
tech slat space far them Each one uses1 MP.

o Accuracy and Defencer These numbers are on the player’s
Lhit sheet. Some hadtile enpires will display these on
their chit as well. The tap left nurber is defence, the top
right number is attack

When attacking ships have to rdl against their own
accuracy number, which may be nodified by its upgrades
This means that they have to rall their accuracy or below

b. When defending,

. The defending ship's MP may reduce the attacker's accuracy
by a certain amount. Alsg any unspent MP will nodify this

number. Consuilt the chart below,
MPTOTAL MOOAER
1-2 0
3 4
45 +2
6+ +3

Il. Then if the attacker’s shat mekes it through, the defender
will now rall his base defence tatal, plus any techs that may
effect this to see if he can absorb the shat. The defender
ralls belowthis defence nunber.

Thus if an attacker had an accuracy of 4 he wauld have torall 4 ar under
to hit the defending ship If the defending shjp has an MP of 3 (
modifier), and also had 1 unspent MR the defending ship wauld negate 2
framthe attacker's accuracy. The attacker must nowroll 2 ar below

o Base Weapons: All combat units have a base weapon load
out. These are replaced by techs. Use the stats of the base
weapon until you upgrade it to something else (see
Galactic Epire action, Upgrading). Like any weapon, the
base weapon only counts as one weapon If they are
nrissiles, you only have one shat per battle, atherwise you
can use them once per round

Base stats are shown on the unit’s chit and on the unit
sheets. Base damage is 1 unless stated atherwise.

ii. Range: Any opposing ship may attack any defending ship on the
Battle Grid solong asit isin the right direction and range.

o Direction isindluded with range- if a ship is nat in the right
direction of its weapons it is considered out of range.

o [iagonal shats These are considered forward, but with a -1
Acc penalty.

o [ssipation Rates: Some weapons lose effectiveness at long
ranges. This reduces the accuracy per square away from
the ship. If the number is reduced to 0, the player cannat
shoat in that box. Some weapons autometically hit, such as
missiles, unless counteracted by some techndlogy, like
missile jammers

iii. Order OF Flay.

Attadker; chooses his target, announces what weapon or weapans
he will be using before using it. He may use general tems like: Mssile,
beam mass driver; soas nat to reveal his tech- letting the effects tell the
rest of the tale. The attacker must rdl his accuracy or below (dl0) for
each weapon used

The Accuracy number is reduced by the target’s MP modifier and unspent
MP to a minimum of 1. 7 /s always a success 10 is alvways a failure If
successful, He then waits to see if the defender can defend against the
attack with tech. If he has none, or fails his defence, the attack has come

through and damage is applied

Muiltiple Targets If the ship has more than ane weapan, it can shoat more
than one target without penalty. If the weapon has repeated fire, bath
shats nust be at a single target. If the weapons allows for two shats; but
is not repeated fire, each shat must use an action, the player may chose
two separate targets.

a Redudng Acouracy: Accuracy is reduced by The MP nodifier and
unspent MP.

b. Obstade Ships canndt shoat through ather ships, and battle
debris will affect accuracy of shats.

¢ Mssile Vdleys Mssiles autoretically hit and have no range
limits but they may only be used once. A ship has as many
missiles as there are slat dedicated tothem [howto keep track of
missiles?] . They are counteracted by Mssile Jammers

d Mass Driver Attacks Mass Drivers have no distance restrictions,
but can iss, and are less effective against amnour.

e Laser Attacks They may dissipate over distance, but can pierce
through amour, but they are nat as effective against shields

f. Bdra Damage: Apply any extra damege that your unit can do.
Cruisers and Peace Makers can do +damage per shat.

e  Mnor Bpires display this number at the battomright of
their chit, along with the their ammour; shown like this:
1/1. The first nurber is their extra damage, the secondis
the amnour paints.

Defender may announce any equipped defensive technologies as each
enermy weapon is used against his own ships Like the attacker, the
defender only needs to announce the general categary of the tech used
amour, shield missile janmrer. If he successfully defends against an
attack, nodamage is applied



a Defending with Tedh: Defensive techs are used to either defend
against a shat ar to absorb damage taken. Soe of these require
a rall, which, if fails will allow the attack and damage to take
place. Some automatically absorb the first danmage taken

o [fferent Defences Some techndlogies are better suited
against a certain types of weapon: missile janmers v.s
missiles amour v.s nmaess drivers, shields for beam
weapons. Amour and Shields can reduce danege from
other weapaons at the higher levels, but nat as effectively.
Mssile Janmers only affect missiles It is best totry tofind
out your enenies load out before engaging in a major space
battle

b. Base Defence Base defence dictates if the defending ship
manages to escape critical damage to its hull. It rolls under its
defence number far every attack made against it. All successes
avoid danege, while all failures incur the weapon's stated

damage.

¢ Damage Once a shipishit it is damaged Uhlessit has amour, it
Will be destroyed Only large ships huge ships and space
stations fromlevel 2+ can take more than one hit. When hit, they
are given a damage chit.

e  Mnar Brpires Amour and extra damage is found at the
battom right of some minar enrpire chits. It is shoan like
this 1/1. The first number is any extra damage it will do
per shat, the second is its amour- how much dammage it
can absorb per shat.

Banple Mve A player choases o attack with hisa Destroyer: It has a
base accuracy of 3 a defense of 3 and 4 ME which means it can meke yp
to 4 actions during its tum FArst, the Lestroyer uses its missile /] repulse
missle against a scaut (2 accuracy; 2 defence SMP), The Lestroyer does
nat have to rdl to see if the mssile hits Instead the defending scout
e

I Redtice accuracy via MP nodifiers and unspent MP fram a previaus
round but it isa missile soit will autarstically hit

2 Rl his defence number (2) ar below

2 If the missile still gets through then a missile janmrer is used if ane is
equipped

3 If the missile sneaks past the janmmer; the see if the scaut has amour
to absarb 1 damage Ait the scaut has no base armour; so it would take

damage if hit

The scaut anly has his base deferce far pratection 2 ar below (2-). The
aefender rdlls a ] an autarstic success- the mssile valley fails

The attacking enpire has mass dhvers I, Sraonel shal,  equipped to his
Lestroyer; so the player dedides to use it against the scout. Mass dhvers
have no range restrictians it can snjpe at a distance Svapnel Shat does
have a directianal range restriction it can anly shodt favard- but the
scaut is within range.

Shraonel Shat grants a H to accuracy, making the Destroyer’s 3 accuracy
to 4 Yet the scout's MPis 5 a +2 nmodiifier against attacks It will negate
the [xstroyer’s 4 accuracy to 2 accuracy. The destroyer rdlls a 2 ana I
goad enough it hits!
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Since the scaut has no armour ar ather tech to negate this sha., it must
rall it's base defence again a 2 or below It ralls a 5 not good enough it is
hit far ane danage Bt since scouts have no base armour paints nar does
this ane have dther defensive techs atfached to it it is destroyed

d Dsbris Any ship destroyed in combat will
become debris Leave the ship and place a
debris chit on top. henever a ship tries to shoct
through debris that is between it and its
opponent, negate the ship size cost from the
accuracy of the attacking ship. If multiple ships are found within
a debris zone, use the ship size of the largest ship present.

e Muing Through Debris When trying to move through debris the
ship must spend MP equal tothe ship size.

If the destroyer would like to move through the scaut’s debris it will cast 1
MP more to nmove through it because the dass size of a scaut is 1. Thus it
will cast 2 MP fo move through Likewise if the destroyer would like to
shodt through the debris at another target it will incur a -1 to its
accuacy. [epending an the drcurstance it might be warth shodting
throwgh it, ar gaing around

Conpleted Tum: Once a ship has conpleted its tumn, the player will flip
that unit over. It cannat be moved again until next round. Once all ships
have been flipped, the round is over.

It is entirely possible far one player to conplete his round and the ather to
have some ships remeining. That player may continue to use his ships, ane
at atime, until he has conrpleted his round or until he passes.

o Pass At any paint a player may choose to call a “pass’ to skip
ashipstum It is then flipped over asiif it had been used Since
it has unused MP, place a generic chit with a number that
corresponds to the unused MP anount.

o Leader Ship Destroyed If a leader was in a ship that wes
destroyed he will not be killed immediately: on a di0-

1-5: the leader dies,

6-8 captured- he may be executed, or ransomed during
diplomacy.

9-10: escapes back to the enpire

This rdll only happens at the end of battle. 4 to the die rall if the leader
was defending his Erpire's system

f.  Boarding (QPTIONAL): Any ship that has been dameged but nat
destroyed may be boarded Scout or destroyers on the ather
hand, cannat sustain danege at the start, they must have at
least 2 ships surounding them and have some MP used 4l to
boarding for every 2 used MP, up to a bonus of 2 for any ship.
Likewisg, far every 2 unspent MP, that ship or station may gain
+ against boarding rdlls, up to +2 Roll a d10, on a 10 boarding
was successful. If successful, rall again to see the resuits

iv. 1-6 Afree build of a ship of the same dass, if ane has the
tech, atherwise, choose the highest dass you do have.
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V. 7-9: Achance of gaining an unresearched tech: lodk at the
ship class's tech, and for each newtech on that ship, rdll a
dI0, a 9+ means new tech was scavenged fromit. Choose a
slat nurber and the player will tell you the tech If the
attacker already has that technology, he gains 5+ ftech
level to his current research or towards his next.

vi. 1@ iandii

o Space Satior Space stations are sinilar- Stations at
level 2+ maybe be boarded if damaged, level 1 stations
may only be boarded if the player can nove two ships
adjacent to it and it has used at least one weapon. MP
bonuses apply for any level of space stations as
described abave.

o Bxception onardl of 1-6, players automatically capture
the Space Sation

o Captured Sations If it is captured, place the initiating
ship on top of the space station The station loses half
(rounded up) its levels but will have the captured
station's load out for it's level fo the remainder of the
battle- write it down It adds H for the purposes of
quelling rebellions that may occur when capturing a
colony. The space station may be kept if the enpire does
nat have one in that system Ctherwise, gain CR as if it
were full scrapped Also, take RP equal to the tech value
o each gtation, to a minimum of one, for each tech
available for it's current level.

Thus a level 2 space station would yield 2 (Rand yp fo 3 tech dlat's narth
ofRP

o Recaptuing Space Station There are two ways

1. push back the enermy without destroying the space
station, and the space station autometically reverts
back to that enpire's ownership.
2 Or destroy any adjacent ships and board the space
station Follow the regular boarding rules. Don't reduce
the station's level by half again, keep the level the
enermy had for it.

g Reeing The Retreat Zones are found at the back of each side of
the Battle Grid. All ships that enter this space and survive until
the end of the round must rall to see if they safely flee from
battle. Their MP + nodifier, found above, will determine what
they must rdll to escape. All ships must be able to flee to a
friendly or neutral systemin order to retreat successfully. If no
chain of supply has been established in the neutral space, the
ships become inmnohile. Space stations cannat flee. Transparts
will fallowthe retreating ships if combat is lost.

c¢ SMALECOMBAT:
Sinple combat is used far bath troops and ships. Troops always use
the sinple combat rules while space conbat may use either the

tactical combat ar the sinple cobat rules

Sinple cambat is particularly useful for smell fleet battles, one on
one hattles, or odds that are so grievously against one party that it
would be too much hassle to“game it out”

IV.Procedure: Players do nat take tums placing their ships on
a battle grid In fact, the grid is not used. Instead, players
will line up their ships in front of themselves. During
conbat, the attacker and defender alternate between their
ships, deciding which of their ships will attack one of the
opposing enpire's ships. They must still take into account
modifiers of defensive technologies: Speed will also modify
defence and escape rdlls

o  Uhused MP and Retreating This works the same asin the
Tactical Conrbat systemaboave.

V.Dissipation Weapons far space combat: Because there is no
battle grid dissipating weapons will work a little
differently.

i. Determrine The Ranger Roll dI0. The tatal nunber;, rounded
up, plus the enemy's unspent MP is the range tatal. Divide
this number by the beam weapon's dissipation rate. Then
like in regular combat, see how far you have to shoat, and
if your weapon can meke it, determine what its total
accuracy will be. If the total nurber goes below 0, the ship
Will nat lose any accuracy. You may roll on each enenry
ship once per round for each of your own ships to see if any
areinrange.

Far exanple a destroyer has bearrs | which has a dissipation rate of -1
accuacy every | square beyoxd the first square The first number
aetermmines how much accuracy is lost, the secand determines the range
the beam has befare it disspates Far the sinple combat system each
number above a rdl of 1 cants as a square far the pupases of
aetermining range Thus if a player rdlled 3 it is counted as two squares
beyad the first. Since the ship will lase -1 accuracy per square the
attack will have a -2 accuracy. He ey use 1 a more MP fo reduce this
number- moving daser fo the target nmeking its shat nore accurate

If the defender has any unused MP this will be adbed to the range
number: Thus if the ship has 2 unused ME the range of 3 becares 5- aut
o the range of any base destroyer stats The destroyer will either have to
spend nore MPar rdl against anather ship

ii. Cosing the Ostance: The attacking ship may use MP to
dose the distance between itself and the defender. The
attacker may use 1 MPto remove 1 square of distance, up to
as many MPis available. Be sure to leave enough MPfar to
attack

iii. Rotating Besides determining ship range, they must
determrine the ships direction, on a d1G: 1-2 sides; 3-4 back,
5-8front, 9-10 the sides If the attackis in the front, you do
nat have torotate. If they are on any of the sides, you have
to use 1 MP to ratate that direction 2 MP for in the back
You can use tech nodifiers that allow ships to shoat on the
sides or at the back



iv.  Corrbat Round Each round of combat removes 1 from the
range die rall. This Emulates that the ships are closing on
each ather.

BEanple cantinuing with the above exanple the destroyer has up fo 4
MR, but needs to spend at least ane in arder to initiatte an attack Thus the
aestroyer has 3 MPthat it may use to redtuce the distance between jtself
and the defendker: Faving ralled range of 3 (-2 accuracy), but the enenry
having used 2 MP to increase this distance (how a -4 accuracy) he must
bring the range down if he want to attack Fe has 3MP that can be used
far moverrent, so he spendsit. He gains 3 accuracy, meaning nowhe hasa
range of 2 (5-32) a -1 accuracy to his sha befare cauntting any ather
techndlagies The [estroyer’s changes of success have greatly inproved

Back

C Combat Resolutions: For any cabat type.

Once the attacker has defeated all his opponent’s units, ar they have
retreated, ship cobat has ended and the enrpire may now conmmence
bombarding a planet and/or initiate ground combat.

i. Bombarding
Bonbs reduce infrastructure and troop presence on a planet. Thisis
a basic rdl, ane barrb rall per ship. Basic borrbs require a player to
rall 9+for a success 10 is always a success. Once all borrbs have
been rolled a damage chit is placed on the colony. There can be as
many damege chits as the planet's population tatal.

After determining how many bombs successfully hit the planet,
each success will remove either a troop or a civilian chit. The
players (defender and attacker) take tumns deciding what has been
hit: troops or civilians. In the case of divilians, the choosing player
also decides what job is reduced

o Damage Chits These reduce the population limit of a planet. If
it equals the planet’s population limit, all citizens are lost,
and it can only function as an outpost.

o  Removing Damege: To renove the chit, enpires
must pay 5 CR per damage chit during the Galactic
Enpire action  Leaders with Stewardship skills
can renove one chit for free each round and cut
the cost to 2. They may be placed on outposts for
such puposes but they cannat add any other
benefit until that outpost tums into a colony. They
may affect all of their danaged cdlonies of the
same system

This process may be sunmed as such:
a Addall of the successful barrhings together

b. Players alternate choosing whether a troop(if any) or dvilian
(if any) isremoved

c [fadvilianis removed, the player who removed it will decide
which industry is reduced. Reduce Tatal population and that
chosen industry.

o Borbarding Oneself: An enpire cannat bomb its own citizens
without taking -10 GA and meke an unrest rdll, H to the

Galactic Rising 19
unrest checkagainst that enpire. An enrpire can barb its own
citizens if they rebel against the enrpire, but this will still
result in a -5GA It may also trigger unrest in the rest of the
enpire, but a -2 in that player's favour on rebellious planets:
see Lhrest Check- divilian phase.

Ground Invasiot Ground invasion may happen as its own action, or
take place after space combat or planet bombardment. Ground
combat commences whenever an attacking troop force meets with a
defending planet's troops. This combat uses the sinple combat rules
as explained above.

a Range and Retreats Ground conbat uses neither of these rules

b. Defenders cannat use troops in transparts if there are any
foundinthat system

e Amoued Tanks If bath sides have
tanks, the defender gets his free shat first.

b. Capturinga planet: All conquered divilians are replaced by the
winning player’s civilians, except one. Rip the colony's moral to
“rebellion’”.

armoured

The planet cannat be counted for CRin the maintenance phase,
for vating, for increase of population, nor will it add any career
potential.

Moral: The Planet information will nat be added to the player’s
sheet until the planet has gained a noral of 2 A this paint, it
will act as a nomal planet. If the planet was rebelling against
it's ariginal enpire, the moral increases by two upon capture.

Rebellion So long as one of the ather player’s chits remains on
that planet, it reduces noral ralls by 2, and the gpposing player
gains +2 toward aggressive Intel rolls against the enemy on
such planets, except for break treaty and subdue on ditizens,
only on local enermy farces- ships or troogps. Defending enrpires
may initiate any aggressive Intel attacks on such planets that
do nat cause war or give themany Causa Belli.

e Hmeworld Taken Or Reverts to Neutral: defender
inmediately loses 10 GA and half their CR and
immediately undergo an Lhrest Check, see Qvilian
Phase, Lhrest for details 4+ for all surrounding
system colonies, and 6+ for all athers. Afterwards
they will lose -2 G&Round, and may only keep half
their total CRat the end of the Round

o Separate Capital: If the player has a separate
Capital, only 5 GA is lost, only -1G&/round will be
negated, and no cther negatives will occur. See the
Galactic Brpire Action, Change Capital, for more
details

e One Population: If the Planet only has one civilian on
it, it is autometically taken over and there is no
rebellion, but the moral will start at 1.

o Badeting for administrative purposes it is
suggested that thase who had the planet and those
that captured it bracket the planet off on their
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Colony sheet. Once the planet is controlled (moral 2),
then the previous owner may erase the planet and
its stats, and the new owner gain fromthem

o |eft-over space stations if a space station is Left
over after a cdony has reverted to neutral, it
remains in the systemas if it were a ship. It cannat
be used duing production until the enpire re-
establishesits.

a Jab Reductior Siilar to civilian and job reduction during a
borrbardment, as seen above, when a coony has been
conquered the lasing enpire will renove his remaining chits
and reduce them from his Tatal Population track Then
altermating between the attacker and the defender, they will
choose which job will be reduced Alternatively this will also
decide which jobs will be added to the conqueror. Make nate:
these paints will nat come right away, so make sure that this
written on the Planetary Sheet somewhere.

b. Retaining a Captured Planet: the planet will start off at the
lowest moral except where there was previously a rebellion

Troop Rresence: The captor must have a trogp presence
equal to half the dvilians captured (that is dvilians
replaced by the new enpire's counters) rounded up. To show
that the planet has been captured, the conquering player
places a conquered chit on top of that planet. He does nat
add any planetary information until the planet has reached
amoral of 2

a Coptured Space Stations If the conqueror managed to
capture a space station during cambat, they keep it at the
level it has been reduced to. For purposes of capturing a
planet, it acts as a troop unit equal to the space station's
level. The Space station cannat be upgraded until there is a
moral of 2 See unrest checks and rebellion in the Givilian
Phase.

A level 2 Space Sation wauld act like 2 trogp units in favour o the
angueror:

c Cads Action cards may be used in or out of comrbat
accarding to its playability. They will state when an action
can be played such as before battle, befare daing some
action with a ship, etc.

Corrbat Gains

a Space Combat: Refer to the GA Phase, CGther GA for nore
details

b. Captured Planet
1. +2CR/Farmer
2 20 or LP/ Labourer

3 +#2RP/Researcher

4 Techndogy: may be gained on a 9+ per colony “liberated’.

The Victor rdlls a dl0. The tech will be taken from the
corresponding category nurber (a rall of 1 coresponds to
Construction). On a 9 or 10 the victar may ask for specific
tech categories and levels until he gets one. Sarting from
the lowest tech in that category, the losing player will call
out the tech, and the Mictor will tell himif he has the tech
or nat. If the victar has the tech, they move on to the next.
If nat, the victor getsit.

If the Defeated Enpire does not have a tech in that
categary, the victar rdlls a d10 and gains that number +10
RP.

5. Seethe GAPhase far nore details

6. GALACTICEMARE

5 Upgrade

INTS Enpires may now integrate or remove techndlogies from their
troops, fleets, and space stations. Each upgrade will require a basic cost:



the tech level. Snapping one techndlogy out far anather will incur two
separate costs removing a tech costs half the tech level (rounded up),
while upgrading costs the tech level.

Farexanple if the player had a level 1 tech and wanted fo replace it with
a level 2 he would pay 1CR to remmove the first, and 2 (R to place in the
secad This would camre yp to a tatal of 3CR Likewise he could switch
ae level ] tech far anather; tatalling 2 (R

i. Mechs Mechs although separate from troops, share the same
load out as trogps like space stations do between their different
levels. Thus the Mech will have everything a trooper has, plus
something of its own.

o Troop Upgrade/down grader Once the enrpire has the
requisite techndlogy, he can upgrade any of his troops into
Mech units at any time for half cost (rounded up). Sotog, he
may down grade and gain CR upkeep value: 2 CR

o Mxed Ay Bath troops and mechs can be present in each
anmy group.

o Power Amnour: Mechs donat use power armour. Mechs may
write down a tech beside the power ammour tech. Bracket
this techndlogy toindicate it belongs to the Mech

ii.  Base Ship Load outs These may be replaced without paying CRto
remove them Alsg, so long as the base ship loadout slats are Left
open, they may continue to be used The slat may be re-gpened by
removing the tech fromits slat. You can use the special again
without having toinstall it.

Tip: An enpire may wish tofill the ather slotsfirst befare filling in
the base loadout slats, so to keep their ship fully loaded The
base equipment is the lowest tech, so there are no bonuses to any
ship attributes. It sinply allows that ship to shoot something
down ar blow something up.

Farexanple the scaut has 3 tech Slots The first dat is filled with its base
negpar mssiles The enpire may add a different weapan say Mass
[hver I Shraonel in at 2- allowing his scauts to have 2 weapans: the
first for free missiles and the secand to meke the scauts more useful in
combat.

COLONES When an enpire has researched Terraforming or Terra
techndlogies; they will be able to upgrade each colany according to their
specific terrain type Terraforming costs 5 GP/colony upgrade, while
TERRA costs 10GP/Calany. Those who have a leader with the Stewardship
skill will half the cost rounded down if they are stationed in a systemthat
is being upgraded

Once the cost has been paid, find the coresponding chit terrain chit
counter and place it on top of the Pl of the planet.

6. Raise Moral and Remove Damege:

Raise Moral: Each rdll is initially free- enpires may rall a di0 whereby on
a 10 they may increase that colony's noral by 1. Brpires may pay 3 CR
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more to add 4 to their rall, up to a +3 bonus. Thus an enpire with a +3
bonus to their rall may raise any colany's moral by one ana 7+

o [Oplamets Diplomats reduce the cost by 1CR and give an automatic
# tothe rdl. Thus a diplomet may allowup to +4 to the rall. Thuson
a 6+ the enpire may increase the calony's moral.

Renmove Damege: Damaged Colonies may repair any damage done to them
Each damage chit may be removed for 10CR

e Sewardship: Leaders with the Stewardship attribute may
remove one damege chit for free each round, and the rest for 5
CRinstead of 10. They must be assigned to the same systemas
the damaged cdlony in order to receive these benefits

e Agiauture and Famring Not stackable with Sewardship. Each
reduces the CR by the skill level amount. They are stackable
with each ather.

. Change Capital: Hmeworlds are automatically considered capitals, but
this may be changed during this action. Establishing a separate Capital
hasits uses

1. AFER Hmeworld is Captured This reduces enrpire wide
damage done when a Hmeworld has been captured The
enmire gains back half the GAlost at the Homeworld's capture.

(See Moverrent, Resolution, Captured Planet, for more details)

2 BEHOREHmewarld Captured This mitigates most of the effects
of losing one's Homeworld and carries on through until the
Hmeworld is retaken (See Movement, Resolution, Captured
Planet, for more details)

BEanple When a harewarld is taken withaut a separate capital, 10 GA
will be last immediately, -2 GY/found accurs and Income and moral take
myjarhits Ait If a Gpital is established after a harenarld is takeny 5 GA
Is restared and anly lases -1GYfaund and the dther negatives are
removed

If the newcapital is areated befare the capture of a harewarld
anly 5GAis last, anly -1G4/Faund and no ather penalties accur:

o Capital Lost: If the capital is lost before a homeworld is taken, the
Home autormatically becomes Capital again, and only -5 GA will be
lost for the fall of a Capital. Bt if it falls after a Homeworld has
been taken, all the negatives are reapplied, and -5 GAincurs. Back

D GALACTICSENATE

Senate Leader: The Enpire with the First Player chit is senate leader. He
determines vating and bidding arder. See Advanced Rules for nmore details.
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Procedure:
1. Resolve First meeting if applicable
2 Regular Meetings
a RandomDraw- vate and resolve a randomagenda
b. Vote and resolve- One agenda may be played by the players.
3 Galactic Ruler: Bvery three rounds after the first meeting, and onthe
last round, a Galactic ruler may be vated in
Close Senate

1. Hrst Meeting Each enrpire will draw one card from the senate deck,
and then proceed to “Regular Meetings”

2. Regular Meetings Palitical cards may nowbe vated on

a The first agenda will be drawn at random from the Senate deck,
voted on, and then resolved

b. The secand/agenda will come from ane of the player's hands Each
enpire, starting from the First Player, may bid CR for the right to
resolve their agenda. The winner o the bid may choose one of his
agendas or pass. All CRused in the bid are lost.

o \ting Based on number of Colonies See Advanced Rules for
detail.

e Cancel Agenda: The enpire who wins the bid may choose to
cancel that agenda round If this happens; the senate closes

o Bdding Epires may bid even if they don't have any Pdlitical
Cards. Likewise, enpires may “pass’ when it is their tum to bid
If all enrpires “pass’ senate closes

o Commbined bids Ehpires may balster ather enrpire's vates with
their own vates during the bidding process

3. Ruler: Bvery three rounds after the first Senate Phase
players will check to see if they can vate for a Galactic Ruler. They
take out the senate chit and place it on the “2” upon the GA chart. At
the end of each round it will be reduced by one until it reaches “0".
The vate will only occur if 3/4ths of the colonisable systers have at
least one colony on them When vating is possible, sole ruler vate
takes precedence over all agendas, thus postponing the regular
meetings until next round.

i. Candidates Candidates are chosen fromthe two players with
the highest colany count.

ii. Vting the enpire with 2/3rds mejority of vates will become
the sole ruler. Ehpires may choose to abdicate their vate
during the vating process, even if they are a candidate. Gther
enpires may still vate far him

ii.  Last Round Canalways bid on Sole Ruler.

o Bd of Game Bvent: Inmediately vate for Sole Ruler.
If none are chosen, the gane is over.

Sde Rier- Game over and Rewards The game automtically ends-
enmires that become the Sole Ruler gain +20 GA and the colonies of all
who have nat apposed him All who vated with the sole ruler gain #10 GA

iv. Bxdended Ray Option- The Rebellian: These are those who
explicitly oppose the Sole Rule. They may anly choose todo so
if they voted for anather candidate or abstained their vote.

Those who oppase this rule are permmanently at war with the
Sole Ruler. Bther side cannat meke treaties with each ather:
The Rebellion may make treaties with each cther, but they
can also gotowar with each ather.

Wnner: Bven if all enpires chose a sole ruler; it is still possible for ather
enmires to have nmore GA than the sole ruler enpire. Technically, that
enmire wins. He could win if he had abstained his vate or chose anather
candidate. Bt if he vated and his candidate won, the Sole ruler wins all
else count GAfor GAranking sake. See

Back



E GALACTICACHB/AVENT:

Galactic Achievement, or GA keeps track of the overall success of each
enire. It also tracks howthey succeed in relation to ather enpires. In the
regular game, Galactic Achieverment ultinately determines who has the
greatest enrpire at the end

There are many paths toward obtaining G4 dffering opportunities for
many play styles Some might find themselves nore able in science, yet
less so at industry, athers with nubers rather than might, or play more
diplometically rather than with outright aggression. Even if they cannat
fulfill their main goals, there are always ways to supplement their GA

In the last round of the game, the game ends at the end of the GA Phase.
The final GA score will determrine the winner.

i. Sde Rier: This happens in the Senate Phase instead

. End Game Cardt when this is present, the game inmediately
ends when drawn out from the Galactic Bvents deck No GA
count ensues The winner is determmined at that paint.

iii.  GAGame If the players choose a set amount of GAto reach, the
first ane to reach that number wins See the Setup rules far
more information

Procedure:

1. Scaring Frst Player Rips over his GA cards and counts Total

GA
a Al players that have the same GA cards will flip

over their cards toa
Conrpare total scares far each category
Gain GA accarding to ones ranking in that Categary.
Record new GA scare on GA chart
Next player flips his remaining GA cards. And so
forth
2  Preparefor next round

o en o

1. Scoring GA The main means to gain GA is to have the nost of
certain Category. The enpire with the nost of a category will
gain either 3 for his strong categary, 1 GA for his weak categary,
or 2 for regular GA cards Placing second reduces their GA gain
by one, etc

i.  Unhchosen Categories: Conrparisons are mede against all
cther enpires, even with those who did nat choose the
sane categaries  Such enrpires can reduce the GA gained
by thase who did choose it. If they scored first in that
category, such as most Troops, while they will nat get the
GA the ather enmpires that did choose it will get less ar
even none at all!

Far exanple ae enpire chase pgpulation as their strong GA categary.
They caunt 20 pap. and add 2, becaming 22 total. Anather enpire who did
na choose the GA trogp card scored 23 The secand enpire has the
highest papulation scare but the first enpire has it as his Strong GA card
Being in second place the first ermpire will gain 2GA instead of 3 Had he
scared 3% he wauld have gained 1GA instead of nathing
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ii. GAChart: All GA whether gained ar lost, are recorded on the GA

chart. Players place their GA chit on the track during setup.
They will move this up ar down accardingly.

iii. GACards The players do nat gain fromall categaries at once,
but only froma few at a time. Each player choases from their
GA cards what GA gaal they woulld like to pursue for that round
Two permanent GA cards are chosen at the start of the game
during setup before the game begins see Setupr GA cards
above for more details. The rest are chosen before the start of
each round during the setup for that round

a  Beginning GA Enmires will only have 3 GA cards to start
with Two are chasen as permanent cards at the start of
the game as explained in the setup section

b Gaining nmore GA Cards: More may be gaiined through the
Culture branch of the Technolagy tree.

c GA cad nodfiers The permanent cards may give a
bonus or negative. Regular GA cards gain + towards that
categary's GA count. The ather nodifiers are discussed in
setup. Regular GA cards also break ties, unless the ather
enpire chose it as their Strong GA card o as their
regular GAcard

The negative permanent card will do the opposite, and
give thema -2 toward counting their category total, and
-1 GAfromthe total GA gained They always lose ties, as
explained in the setup section

Fareanple a Srag Trogp GA Gard will give that player a +2 to his trogp
caurtt, and a 4 to his G4 while a regular Trogp GA Gard will give 4 to his
trogp count and O0tohis G4

iv.  Cther GX GA may also be gained or lost through ather means
besides GA cards. These supplement the main GA There is a list
at the end of this section and in the Reference guide that will
tell you all the other means of gaining GA

a Adion cards played at the start of this phase may
also modify the GA gained

b Pditical and Bent cads mey modify the GA

v. Losing GK GA nay be lost. There are some actions like
breaking treaties certain failed Intel actions, or losing
artifacts ar calonies that may incur a GA penalty. Alsg, using
the Wild Action chit may alsoincur a GAreduction

a Atefacts Al of these gain an inmediate GA
increase when they are claimed but that same
amount Wil be lost if that enpire loses the artefact.
This does nat affect any other GA that may have
accurulated by having that  artefact

b Colonies Colonies taken or destroyed Any colony
that an enpire loses always negates GA Any taken
Wwill gain GA
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¢ Hme worlds and Capitals The home world is

considered the Capital of that enpire. If the home
world is lost, an amount of GA will be inmrediately
lost, and there will be a reduction of GA each round
until it is retaken If, beforehand a capital is
established on a planet nat on the hame world, this
will negate some o the losses If a capital is
established after its loss, it will reduce some of the
ongoing losses of GA Capitals lost will also incur
lossof GA

GACard Overview

1. Techs

2 Troops

3 Ships- Most hiilt shipsin total.

4. Reets - Each separate group of ships

5. Qvilians

6. Systems- Full zone of control

7. Colonies

8 Space Sations

9. Qutposts

10. Leaders

1. Artefacts (change?)

12 Intel

13 Tredties

CHDOSING G& You cannat chose the same GA card as you chose for last
round. This applies to any closable GA

E GALACTIC ACHEVEVENI- OTHER GA GOALS

e +]/roundall of Sol (does nat stack with Earth, Mars, or Moon GA
+8GAIf have a steward leadership o scientist/researcher)
+3/round for Earth

+2/round for Mars

+/Round for Moon

+#/ Space Battle won (navigator/pilot give #GA per round that a
space battle iswonin)

4/ Ground Conrbat won (11Ga/ round if win at least one commbat
an have a comando leader)

+GA/ Captured ship ar station (Ship size)

#/ Colony captured

+2/ Capital captured

+3GAround for each Home world Captured-keep previous
enyires “home world chit” on that world (AGAtum with a
conTrando)

o +GA/successful Intel action-(GAarmount is action dependant)

GALOSES

e  Wld Action (at times)

e  Starting war (see treaties- Diplomats reduce cost by half)

e  Breaking treaty (dependant on if official, nat official. Diplomets
reduce cost by half)

e failing certain Intel actions (see intel action)

e “Scorapping’ leader (see scrapping section)

e Leader lost in battle (half of Hre amount)

#/round colonized Special planet(Event dependant, 1 GA per
systemwith a scientist/researcher)

#/ event found in a system (HGAKuUm if have a navigator
leader)

#/ newsystemexplared (not scanned)

+GA/round far certain treaties (full set of treaties) (diplomets
add rmore+] G each full treaty)

+Tech Achieverrents ( Ga with scientist)

+Tech tree conpletion- each have their own paint count (double
Total tech tree level, # GY/ scientist or researcher per leader
who has these skills)

+ For each Gia Planet (steward adds 4 if in the same system)
#/Artefact (Card dependent, Scientists and researchers break
ties and add H GA if in the same system it applies to all
artefacts found in the system Gain # G4 scentist or
researcher)

-10/ Homebrld lost and -2GA/Round, or -1 GY/Round if there is
a capital.

-5/ Capital lost, HomeWbrld reverts to Captial status.

-2/ Colony lost

-1 Losing a space battle

-1 Losing a ground battle

Losing Artifact (the value written on the card)
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