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PER ASPERA AD ASTRA...

To the Imperium which has ruled the stars for ages, the Terrans are the new barbarians, beating at the gates and vandalizing civilization.

A common subject in science-fiction is that of vast interstellar empires in con​flict; of rival star fleets engaged in blazing battle; of far-flung colonies and inter-stellar intrigue.  Imperium is a new depar​ture in science-fiction gaming and in the fictional treatment of this entire field.  In lieu of a fixed story line (as in a novel or short story), a framework of rules and information allows two players to pit themselves against each other, each attempting to better the other using strategic sense and tactical expertise. The basic story is already there, hut the action and the ending are wide open; as players control their own empires, the full story is, in effect, written anew every time

In basic terms, Imperium is a science-fiction simulation game, presenting a future history situation involving star-ships, industry, troops and defenses in a campaign for supremacy among the stars.

1.
GAME COMPONENTS

Imperium includes as components a map board, two sheets of counters, a rules booklet, a set of charts, and one die. The box serves to store components between games.

A. Rules: This rules set describes the game and contains detailed rules govern​ing play. Sections also cover the campaign game and how to combine each individual game into a series of interstellar wars.  It is suggested that you read the rules com​pletely before beginning the game; the familiarity thus gained should enable you to refer to specific sections of this book​let as questions arise during the game.

B. Charts: Some information is most valuable when readily available during the course of the game.  To this end, two chart sheets on stiff card are provided.  These contain the combat tables and other data which players use constantly.

C. Counters: Two sheets of die-cut counters and markers are provided to represent the forces available during the game.  Each of the two players receives one sheet of 176 counters, which includes such items as starships, troops, planetary defenses, and possession markers.  Coun​ters are color coded: Imperial forces are red: Terran forces are blue and green.  Specific variations to this scheme are noted in the Color Code in Figure 1, and are used to differentiate between inter​stellar and interplanetary forces, between elite and regular troops, and between world and outpost markers.  Bookkeeping markers are used to denote the current turn and the current balance of resource units and glory points available.

Information on the counters is pre​sented in a specific format for ease of assimilation.  Counters contain a symbol and may have one or more factors (num​bers) representing various strengths.  Figure 2 indicates the formats for the various types of counters, and also defines the meanings of alphabetic codes.  Players will quickly learn to identify counters as to strengths and abilities using this information.

D. Game Board: The large folding map provides the playing surface for Imperium.  The center is a graphic display of stars and planetary surfaces; because of its importance, it is covered more fully in Rule 2.  At the edges of the map are four important tables and charts.  The Turn Record Chart serves to note the current turn, and newly produced starships and other forces are kept on it while in production and waiting to appear.  The Resource Unit Scale is used to record the current level of economic resources each player has available; in addition, the Imperial player records his level of glory points which serve to determine victory.  The red scale is for Imperial use; the green scale is for Terran use.  The War/Peace Chart is used to note the current relations between Terra and the Imperium.  The descriptive Astro​graphics Chart serves to provide a ready reference to terms and symbols on the map.

E. Dice: While playing the game, it is necessary to generate random numbers to simulate the unpredictability of the universe when individuals attempt to manipulate it. Thus, when attempting to do battle or to use faulty starships, the participants can rarely guarantee that a specific result will occur.  Dice are used to generate random numbers which intro​duce an element of uncertainty to such activity.  That is not to say that the game is one of chance; winning depends on skill and expertise.  One die is provided with the game.

2.
THE STAR MAP

Centered on the game board is a two dimensional display showing the stellar neighborhood of Sol at a scale of one-half parsec (about 1.67 light year) per hex, and extending to a radius of about six parsecs.  Map symbols represent stars, planetary surfaces, and jump routes.  The following terms are used in the rules to refer to the map and to map locations.

Most hexagons (called hexes) on the map are black, and blank.  These are interstellar space hexes.  The presence of a jump route line or of lettering has no effect on an otherwise blank hex.

A stellar hex is any map hexagon which has one star in it; a hex with two stars in it is a binary stellar hex.  Most stellar and binary stellar hexes are the end-points of jump routes. In general, the term stellar hex includes binary stellar hex unless a point of differentiation is being made.

Those stars which have planets are marked with an adjacent planetary surface box, representing the combined surfaces of the planets in the system, for purposes of maneuver, development, and control.  Each planetary surface box is printed in a hex adjacent to the star, but represents a location within the stellar hex.  The planetary surface box should not be confused with the interstellar space hex in which it is printed.

Binary stellar hexes, in some cases, have two planetary surface boxes: one for each star with planets.  Stars such as white dwarf companions, Sirius, and Altair do not have planets and thus do not have planetary surface boxes.

Planetary surface boxes are further classified  (and color-coded) by the quality of the planets represented.  Naturally habitable worlds are classed as primary and coded white; all others are classed as secondary and coded red.  In the course of the game, world markers may only be placed in primary planetary surface boxes; outpost markers may be placed in any box, but are generally placed in secondary boxes.

A stellar hex taken together with its adjacent planetary surface box or boxes is considered to be a system.  This term is used to designate possible locations for starships or other forces.  A starship, for example, in a system, could be in the stellar hex (in space) or in a planetary sur​face box (on the ground).  Primary systems have a primary planetary surface box and the name of the star is printed in white.  Secondary systems have a second​ary planetary surface box and the name of the star is printed in red.  The quality of the Nusku/Dushaam system is depen​dent upon the planetary surface box in use; if one player controls both boxes, he has a choice as to which box (and thus system type) controls a situation.  Tertiary systems have no planetary surface box (as in the case of Sirius and Altair).

3. THE GAME

Imperium is a science-fiction game directed at simulating the course of several interstellar wars occurring over the course of a century or more.  A single game involves a single war.  Each player receives opportunities to move forces to strategic positions, attack enemy forces, and invade enemy-held locations.  Eco​nomics are important for the production of new and replacement forces, and are dependent on the territory under a player's control, but victory depends on the state of the Imperial player's repu​tation, evaluated in glory points and based on territorial gains and losses.

At the end of each war, territorial positions and forces are adjusted accor​ding to the Peace Treaty Rule, and noted.  When the next war begins, these positions and forces form the starting point for hostilities.

A campaign consists of several wars and ends only with the conquest of the entire star map. While a war may be fought in an evening, a campaign is fought over the course of several weeks.

4.
SEQUENCE OF PLAY

Imperium is played in turns, also called game-turns for purposes of clarity.  Each game-turn represents the passage of two standard Terran years.  Game-turns are further subdivided into player4urns, consisting of phases and subphases.  This structure serves to state precisely what activity may be conducted, and when.  Game activity not allowed by the sequence, or activity which is performed out of sequence, is prohibited.

The Phasing Player: At various points in these rules, it is necessary to distinguish between players on the basis of which is currently moving or performing activity.  The phasing player is defined as the player designated in the title of the current phase.  For example, in the Terran First Movement Phase, the phasing player is the Terran.  In the Imperial Reaction Combat Phase, the phasing player is the Imperial. Converse​ly, the non-phasing player is the phasing player's opponent.

In the first game, the Terran player moves first.  The game-turn and player-turn sequence given below indicates that the Terran player-turn occurs first.  In following games, the loser of the previous war moves first; thus it may be necessary to reverse the order of player turns in those games.

Player-turns are identical, differing only in that each names a specific player as the primary participant; two player-turns constitute a game-turn.

The specific sequence of phases and subphases within player-turns is as follows:

Game-Turn Sequence of Play

Terran Player-Turn

A.  Terran Maintenance and Production Phase.

B.  Terran First Movement Phase.

C.  Terran First Combat Phase.

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

D.  Imperial Reaction Movement Phase.

E.  Imperial Reaction Combat Phase.

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

F.  Terran Second Movement Phase.

G.  Terran Second Combat Phase.

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

Imperial Player-Turn

A.  Imperial Maintenance and Pro​duction Phase.

B.  Imperial First Movement Phase.

C.  Imperial First Combat Phase. 

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

D.  Terran Reaction Movement Phase.

E.  Terran Reaction Combat Phase.

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

F.  Imperial Second Movement Phase.

G.  Imperial Second Combat Phase. 

1.  Space Combat Subphase.

2.  Planetary Surface/Space Inter​action Subphase.

3.  Surface Combat Subphase.

General Notes on Sequence: It should be noted from the stated sequence of play that a player, in his player-turn, is allowed two opportunities for movement and combat (the first and second move​ment and combat phases).  Between these two opportunities, the enemy player is allowed a limited opportunity to move and attack.

5.
MOVEMENT

Various forces may be moved from location to location under their own power, or by some other ships. 

Starships may, depending on specific capabilities, move through space at just below lightspeed using sublight move​ment, or may use hyperspace jumps along jump routes.  Fighters and missile boats, due to small size and endurance, may not make sublight movement.  Fighters and monitors, due to lack of hyperspace drives, may not make hyperspace jumps.

Troops, outposts, planetary defenses and fighters may be transported from location to location in transport ships.  Monitors, all other ships except fighters, and world markers may not be transported.

Sublight Movement involves inter​stellar cruising at speeds approaching 80 to 90% of the speed of light.  In game terms, this is expressed as a movement of one hex per game-turn, executed during the owning player's First Movement Phase.

Sublight movement is slow; it is used primarily by starships (monitors) unable to make hyperspace jumps or by starships forced to venture off jump routes due to strategy or combat.

Hyperspace jumps involve movement directly between stellar hexes at faster-than-light speeds.  Such jumps are possible only along jump routes printed on the board; each jump route is a green line connecting two stellar hexes.  In game terms, each hyperspace jump is expressed as movement from one stellar hex to another stellar hex along a jump route.  The ship making the jump does not actually enter the intervening hexes, and cannot be affected by forces in those hexes.  Jumps may be made in the owning player's First and Second Move​ment Phases, and in the owning player's Reaction Movement Phase.  A jump must be from a stellar hex to a stellar hex. It may not begin or end on a portion of a jump route lying between the ends.

Each player is allowed an unlimited number of hyperspace jumps during each of his movement phases.  Each of the player's ships may continue making hyperspace jumps until a hex containing one or more enemy starships is entered.  The moving ships must then stop and attack the enemy ship(s) in the following combat phase.  Ships may end their movement at any time, or may elect to remain in their present hexes.

Transport, tanker, and mothership counters have no attack factors, and are thus not capable of combat.  Ships jumping to a hex containing only these types of ships may ignore them and continue to move.  Those ships which stop to do battle must wait until the following combat phase.

During the Reaction Movement Phase, the phasing player may designate any one stack of ships (including any cargo already embarked) as his reaction force.  A stack is any group of ships in a single hex or in a single planetary surface box.  This force may make up to three jumps, subject, of course, to all restrictions which apply to normal jumps (must use jump routes, must stop upon entering a hex with enemy ships, etc).  Ships in the reaction force need not all jump to the same destination.

Refueling: All ships use hydrogen as fuel for their thermonuclear reactors. This may be supplied from the oceans of a habitable planet or from the atmo​sphere of a gas giant.  The presence of enemy forces does not prohibit ships from refueling in a system. Refueling is therefore of minor importance under most circumstances.  However, the two tertiary systems (Sirius and Altair) cannot easily provide refueling opportunities. Ships jumping to either of these two systems are unable to refuel and thus may not jump out of such systems under ordinary circumstances.

Tankers are capable of manufacturing fuel directly from stellar atmospheres; when such a ship moves to a tertiary system, it is immediately capable of refueling friendly ships, enabling them to leave the hex using hyperspace jumps.  A tanker automatically provides itself fuel to leave the hex.

Transportation is the means whereby non-ships  (troops, unplaced outposts, planetary defense markers) and fighters may be moved through space.  One counter (the cargo) may be carried by a transport.  The cargo should be placed under the transport ship counter to indicate that it is being transported.

Capital ship counters (M, B, B1, B2, and BB) may carry troop counters, but no other type of cargo; each may carry one troop counter.  Mothership counters may carry fighters, but no other type of cargo; each may carry three fighter counters.

Ships carrying cargos may always embark or disembark a cargo in a friendly system (containing a friendly world or outpost marker); a single transporting ship may not carry more than two distinct cargos (of three fighters each in the case of the mothership) in a single movement phase.  When delivering a cargo in a non-friendly (not necessarily enemy) system, the act of movement from space to the planetary surface box must take place during the planetary surface/space interaction subphase (subphase 2) of the combat phase.

In the reaction phase, starships trans​porting cargos may embark or disembark cargo, but not both. Such transports would necessarily be part of the reaction force.

Cargos may not be transferred between ships in space.  A mothership may launch and retrieve fighters while in space, but no other ship may do so.

When a ship is destroyed in combat, its cargo is also destroyed.

6. COMBAT

Each combat phase consists of three subphases, allowing space combat, planet​ary bombardment and planetary defense fire, and surface combat.

Space Combat

Space combat is a series of combat rounds, each being an exchange of fire between enemy ships in the same hex and occurring during the space combat subphase.  Space combat usually occurs in stellar hexes, but may occur in any hex.

Preparation: Each player prepares for space combat by laying out his ships (all ships, including transports with cargo) in a blank area of the map or table.  If a mothership is present, it may launch or take on fighters at this time, and at the beginning of each combat round.

The phasing player is the attacker; his opponent is the defender.

Each combat round consists of three segments - range determination, ship allo​cation, and combat resolution.

Range: Space combat occurs at one of two ranges.  Long range allows the use of only missiles in the attack; short range allows the use of missiles (but at reduced factor) or beams.  Range for the first combat round is automatically long.

To determine the range in each sub​sequent combat round, each player rolls one die.  The player with the smaller force (the fewer ship counters present, not counting fighters) may add 1 to his die roll.  The player achieving the higher die roll has the option of changing range.  Such a change may be from long to short, or from short to long.

If the range determination die roll comparison is a tie, range automatically remains the same in the current round, and changes to the other range in the following combat round.  No range determination is then necessary in that second round.

All starships in a hex are at the same range, and all starships change range together.  Starships belonging to one player may not occupy different ranges.

Either player may decide to break off the engagement in any combat round, provided a suitable exit route exists.  Immediately after range determination, the player indicates that he is breaking off, and all of the player's starships capable of hyperspace jumps must break off; ships incapable of hyperspace jumps may, and must, remain  behind and continue the action.  See Terminating Combat.

Ship Allocation: After range is deter​mined players allocate their ships to specific attacks.  The defender moves for​ward one of his starships, and the attacker allocates one of his ships against that ship.  The defender then moves forward another starship to be matched by another attacking ship.  This procedure continues until all defending starships have been moved forward, or until there are no more attacking starships. Extra ships at this point (unmatched defending ships or extra attacking ships) may be allocated to any enemy ships, doubling or tripling up for maximum effect (there is no limit to the number of extra ships which may be allocated against an enemy ship).  Extra ships may elect to sit out the combat round, being screened from fire by the ships engaged in combat.

After specific ships have been allo​cated, their types of fire are declared. The attacker first declares his fire options (such as beam fire, close range missile fire, suicide attacks, high intensity fire, etc).  The defender then declares any options he may wish and notes any defensive fire which has become available to him.  The attacker then notes any defensive fire which has become available to him by reason of the defender's fire allocation.  The various fire options are detailed in later sections of this rule.  Combat is then resolved.

Combat Resolution: During the com​bat round, each ship fires at an enemy ship matched against it.  Each starship may fire once per combat round.  If more than one enemy ship is matched against a ship, it may choose which one it fires on.

To fire at an enemy ship at long range, a player notes the missile factor of his ship and the screen factor of the target.  The Space Combat Results Table is then consulted.  The proper missile factor row and screen factor column are located; at the intersection of the row and column is the hit number required for the destruc​tion of the target.  The attacker then rolls one die and compares that result with the hit number; if the result is equal to, or greater than the hit number, the target is destroyed, and removed from play.  If the result is less than the hit number, there is no effect from the attack.  At long range, an attacking ship may elect to use high intensity fire (detailed below) with his missile factor doubled.

To fire at an enemy ship at short range, the procedure is much the same, but more options are available and beam factors are the primary weapons used.  The attacking beam factor and the target's screen factor are used to deter​mine the required hit number.  One die is rolled and the effect noted.  At short range, a ship may elect to make a suicide attack (described below), gaining a +1 die roll modification by first undergoing enemy defensive fire.  Missiles may be fired at short range at half factor (roun​ded down) if the ship does not fire beams itself and survives all beam fire in the round.

Space combat is normally considered to be simultaneous within a combat round.  All possible fires are made and destroyed starships are allowed to fire before being removed from play (except for the victims of defensive fire).  Both players may attack within the round using all available starships.  All space combat is resolved before play proceeds to the next subphase (the Planetary Surface/Space Interaction Subphase). 

High Intensity Missile Fire: A starship may elect to expend its entire supply of missiles in a single attack, thus endeav​oring to overwhelm the target with a high intensity of fire.  The ship's missile factor is doubled (to a maximum of 12) and the attack resolved.  The ship, however, has then exhausted its missile supply, and its missile factor is reduced to zero for the remainder of the current Combat Phase.

Short Range Missile Fire: Starships may elect to fire missiles at short range, disregarding the fact that the superiority of beams at short range drastically reduces the effectiveness of missiles.  Missile fire at short range is made at half factor (fractions rounded down).  The firing ship may not attack until all beam fire has been resolved.  Ships destroyed by beam fire may not fire missiles at short range.  A ship at short range may elect to fire missiles and also to make such an attack as a high intensity attack.  In some cases, the doubled missile factor (pre​viously rounded down) may not now equal the full normal factor.

Suicide Attacks: Starships with beam factors may make suicide attacks if at short range, provided they first undergo defensive fire from the target.  Suicide attacks must be declared before any combat occurs in the combat round.  The attacker declares suicide attacks first, and those ships making suicide attacks may not themselves be attacked in this man​ner.

The target of a suicide attack is entitled to defensive fire using beams at full factor or missiles at half factor (rounded down).  High intensity missile fire may not be used in defensive fire.  The target may fire on the attacker, and if it destroys that ship, the suicide attack is foiled and not resolved.  The suicide attacker is not allowed to fire at all during the combat round, and is removed from play immediately.  If the suicide attacker survives the defensive fire, it then attacks in the normal manner, but may add 1 to its die roll before com​paring it to the required hit number.

Normally, a ship may only fire once in the firing round.  If more than one suicide attack occurs against a single ship, that ship may make defensive fires once against each of the attacking ships.

A ship which has made defensive fire has used its ability to fire, and may not fire normally.

Disrupted Starships: Ships may be​come disrupted as a result of faulty main​tenance.  Disrupted starships subtract 1 from the die roll when attacking.  When disrupted starship is attacked, the attacker may add 1 to its die roll.  Dis​rupted starships may make suicide attacks, but may not conduct high intensity fire.

Terminating Combat: Space combat is ended in one of two ways: by the com​plete destruction of one side, or by one side breaking off the engagement.

If one side is destroyed, the other player's forces have won, and the hex is now controlled by the victor.

Either side may elect to break off the engagement at the beginning of the combat round and effectively surrender the hex in question to the enemy.  All forces remain in combat for the current combat round but may not fire.  At the end of the round, all surviving ships capable of hyperspace jumps then jump out of the hex.  A priority for jumps exists: if possible the break-off jump must be to a friendly system (one jump away) with no enemy ships present.  Failing that, the break-off jump must be to an empty system (one jump away).  If either of these two circumstances is not available, break-off cannot occur.

Ships which cannot perform hyper​space jumps (monitors, fighters, reaction forces which have already jumped three times, disrupted starships unable to make the required die roll) are left behind to carry on the battle alone.  When break-off is performed, all ships capable of breaking off do so; all others remain.

Deep Space Combat: In the rare event that both sides have forces in an inter​stellar space hex, the combat between them occurs in the Combat Phase which follows the movement of the attacker.  Break-off is not possible, and such combat becomes a duel to the death.

General Notes: No ship may fire more than once per combat round (except when allowed defensive fire).  Several ships may not combine their fire against a single target; targets each defend indi​vidually.

Planetary Surface/Space Interaction

After space combat, ships which are in possession of a system hex may interact with the associated planetary surface box.  If the planetary surface box is already friendly, landings may be made.  If the box is not friendly (not necessarily enemy), bombardment may occur, plan​etary defense fires may be made, and landings then performed.

Planetary Bombardment: Ships may elect to bombard enemy forces in a plan​etary surface box by allocating missile factors.  Each enemy counter in the box is a target: more than one target may be attacked in this subphase, but no target may be attacked more than once.  No ship may bombard more than once; several ships may combine their missile factors to attack a single target.

The missile factors allocated against a target are totalled and one die is rolled. This die roll is then indexed to the Planetary Bombardment Table and the result noted.

Three results are possible on the Planetary Bombardment Table: No Effect, Target Neutralized, and Target Destroyed.  A neutralized target is in​verted, and remains so until the end of the player-turn; it may not attack (either with planetary defense fire, or against troops) but defends normally.  A des​troyed target is immediately removed from play.

A Target Destroyed result which is obtained against a world or outpost marker is automatically altered to a Target Neutralized result.

Planetary Defense Fires: World, Out​post, and Planetary Defense Markers may fire at incoming ships in an attempt to destroy them.  Ships which have con​ducted planetary bombardment, and ships wishing to land on the planetary surface box must undergo planetary defense fire.
Each  marker (of the three noted above) may fire at each incoming ship.  For example, if a planetary surface box contains a world marker and a planetary defense marker, each would fire at each enemy starship which is vulnerable. Each firing marker fires once at each vulnerable ship by rolling one die and consulting the Planetary  Defense Fire Table.  If the target starship has a screen factor of 7 or greater, add 1 to the die roll before con​sulting the table (thus, starships with a higher defense factor are less vulnerable to planetary defense fire).  The die roll is then indexed to the table and the column corresponding to the marker firing. The result is noted.

Two results are possible on the table: No Effect and Target Destroyed.  A des​troyed target is immediately removed from play.  The destruction of a ship also destroys any cargo it is carrying.

Jump troops are capable of landing directly from space without being trans​ported down by a ship.  Such units are ejected in space by the transporting ship, and each is then subject to planetary defense fire individually (the ship is not subject to fires).  Jump troops are treated (for the purposes of planetary defense fire) as having a screen factor of 7, and are thus allowed the die roll modification when landing.

Note that planetary bombardment can destroy or neutralize Planetary Defense Markers before they are able to fire, thus allowing undisturbed landings by starships or troops.

Surface Combat

Surface combat is a series of combat rounds, each being an exchange of fire between enemy forces in the same planetary surface box and, occurring during the surface combat subphase.  Surface combat must occur in a planetary surface box.

The phasing player is the attacker; his opponent is the defender.

Preparation: Each player temporarily removes his counters from the specific planetary surface box to some clear area of the map or table.  As was done in space combat, the defender moves forward one troop counter (regular or jump troop): the attacker responds by matching this unit with one of his troop counters.  This procedure continues until either the defender or the attacker has no more troops available.  Neutralized troops may be used by either player in this pro​cedure; they may be attacked, but may not themselves attack.

If the attacker has fewer troops than the defender, the defender may commit his excess troops against attacking troop counters, doubling or tripling up (or more) for maximum effect.  If the defender has fewer troops than the attacker, the defender must now move forward non-troop counters (planetary defense markers, ship counters, and lastly world or outpost markers), each to be matched by an attacking troop counter.

All defending counters not involved in this preparation are now considered screened, and do not participate in surface combat at any time during this subphase.   Set them aside.  After each combat round, troops and other counters involved in surface combat may be reallocated as losses occur, but the screened forces may not participate (or be forced to participate) in surface combat.

Note: This rule imposes a theoretical limit for conquest.  A planetary surface box cannot be conquered in one subphase if the number of attacking troops is less than the number of defending counters.

Combat: Once units have been allocated (roughly in pairs) the attacking and defending counters are each allowed one attack (but non-troop counters and neutralized troop counters may not attack, they may only defend).  Troop counters are each printed with the factor with which they attack and defend.  Planetary defense counters defend with their printed factor of 2; all other coun​ters (including starships defend with a factor of 1.  Certain worlds may have higher defense values; see the Home World Rule.

Combat is resolved using a combat differential.  Each troop counter may fire at one or more of the counters matched against it, subtracting the target counter's or counters' defense factor total from the firing troop counter's factor (this result may be a negative number).  The correct column of the Surface Combat Results Table is noted, one die is rolled, and the result is implemented.

Two combat results are possible on the Surface Combat Results Table: No Effect and Target Destroyed.  A Destroyed result indicates that the target unit or counter is removed from play.  When a World counter receives a result of Destroyed, it is instead neutralized.  A world can never be destroyed as a result of combat.

Combat is simultaneous, and all units firing may fire before any combat results are implemented in a combat round.  A single unit may fire at one, some, or all counters which are matched against it; if several units are matched against one or more targets, they may sum their factors and fire on one of the targets only.  There is no requirement that all counters must be attacked or that they must attack.

Each troop unit may fire once in a combat round.

Defensive Fire: Because jump Troop units are only lightly equipped (to enable them to jump), they are at a disadvantage when defending against Regular Troops.  In any situation where a jump Troop attacks a Regular Troop (including situ​ations where more than one counter per side is involved, but each side is using homogeneous forces of jump Troops or Regulars), the Regular Troop is allowed a defensive fire.  If the jump Troop is destroyed by defensive fire, it is immediately eliminated, and may not itself fire before being eliminated.

Terminating Combat: Surface combat is terminated when all combatant troops are eliminated.  For the defender, this includes all committed troops, but not those forces screened during the initial preparation.  If all attacking troops are eliminated, all other attacking forces (transports or other ships, unplaced cargos, etc) are also eliminated.

Reaction Combat

Certain restrictions apply to the Reaction Combat Phase.  Only those counters involved in Reaction Movement (the single stack allowed to move during the phase) may participate in the Reac​tion Combat Phase.  If those counters enter a situation where other friendly forces are also present, they may join the attack.  Enemy forces present in such locations may defend normally by taking part in the action.

7.
STARSHIPS

Each starship counter represents a squadron of individual ships, and exhibits a variety of characteristics and values.  Each counter is marked with beam, missile, and screen factors, a maintenance number, and an abbreviation for ship type.  Counters also carry a ship silhouette which may be used for recognition.

The following ship types are available:

Transports  (T R) are cargo-carrying ships capable of moving unplaced outposts, planetary defense markers, troops, and fighter counters from place to place.  One transport carries one counter as a cargo.  Production cost: 1 RU.

Tankers  (AO) are mobile stations capable of manufacturing fuel directly from stellar atmospheres.  A tanker is required to properly refuel starships so that they may jump from a tertiary system hex (though unrefuelled ships could still exit such a hex using sublight movement).  Production cost: 2 RU.

Scouts (SC) are small, lightly-armed ships originally designed for exploration and courier duties.  Production cost: 1 RU.

Destroyers (DD) are small fleet units designed for escort duty and limited independent operations. Production cost: 3 RU.

Cruisers encompass several types of ships, including light cruisers, strike cruisers, attack cruisers, and heavy cruisers.  Cruisers form the major heavy fleet elements of any force, due to their relatively low maintenance cost, and high firepower.

Light Cruisers (CL) are the smallest of the cruiser-type ships.  Production cost: 6 RU.

Strike Cruisers (CS) are characterized by high missile factors, lending them​selves to a variety of missions, especially planetary bombardment.  Production cost: 10 RU.

Heavy Cruisers (CR) are the standard cruiser-type ship, and exhibit a homo​geneous beam-missile-screen armament. Production cost: 12 RU.

Attack Cruisers (CA) are uniquely Imperial, featuring an increased beam factor. Production cost: 14 RU.

The general class of Capital Ship includes dreadnoughts, improved dread​noughts, battleships, and monitors.  Capi​tal ships are each capable of carrying one troop counter as cargo, and of ejecting Jump Troops for invasions.  Capital ships are better equipped to defend against planetary defense fires because each has a screen factor of 7 or greater.  All capital ships except monitors require two turns for construction; monitors require only one turn.


Dreadnoughts (Terran abbreviation: B; Imperial abbreviation: B1) are heavily

armed and armored starships intended as the mainstay of the fleet.  Maintenance costs for such vessels greatly hinder their usefulness.  Production cost: 16 RU.

Improved Dreadnoughts (B2) are evo​lutionary Imperial developments of the dreadnought.  Production cost: 18 RU.

Battleships (BB) are the ultimate in capital ships with the highest available firepower and armor.  Production cost: 20 RU.

Monitors (M) are heavily armed ships incapable of performing the hyperspace jump; they may only move using sublight drive.  Monitors are pre-dreadnought in design, with Imperial models concen​trating on missiles and Terran models concentrating on beams.  One Terran pattern monitor is available to the Imperial player should such construction prove in his best interests.

Monitors because they do not have hyperdrive, and because they are often assigned to the defense of outposts, may pay for maintenance (see the Mainten​ance Rule) when in a system with a friendly outpost, rather than perform the die roll.  Production cost: 6 RU.

Several special ship types perform a variety of missions.

Missile Boats (MB) are a strictly Terran development and represent the installa​tion of missile launching equipment in small, easily produced hulls.  This deve​lopment is a reaction to the high Imperial missile factors in common use.  Missile boats are equipped with hyperdrives, but do not have the endurance to allow sublight movement. Production cost: 4 RU.

Fighters (F) are small craft designed especially for tactical combat. They are incapable of either sublight movement or hyperspace jumps, but may be carried as cargos.  Fighters require a base before they may operate: a base may be a friendly world or outpost, or it may be a mother ship (which see). Production cost: 1 RU.

Motherships (MS) are carriers capable of transporting, launching and retrieving fighters for combat.  One mothership can carry up to three fighter counters and can launch and retrieve that number per combat round.  Disruption of a mother​ship also disrupts its fighters if they are aboard.

A mothership may launch or retrieve fighters at the beginning of each space combat round.  If fighters are being carried (inside) the mothership, they are ignored; if not being carried, each counter is treated separately.  Fighters are not included in the production cost of a mothership.  Production cost: 7 RU.

8. TROOPS

Two types of troops are available: Jump Troops and Regular Troops.

Regular Troops represent the ordinary military manpower which forms the soldiery of Terra and of the Imperium.  Each counter represents a force of about one reinforced division.  Because Regular Troops organizationally include the fire​power of heavy artillery, regulars are allowed a defensive first fire against Jump Troops (which are not so equipped).

Jump Troops are the elite of the armed forces of both sides. Each counter represents a highly trained and specially equipped division.  They are characterized by high combat factors and the jump capability (see Planetary Surface/Space Interaction).

Troop units may be raised by paying the required RUs and placing the counter on the Turn Record Chart to appear in the next friendly player-turn.  The specific counter (and thus the specific strength) is determined by placing all available counters of the correct type (jump or regular) face down, and randomly selec​ting one. Note that the strength of the unit does not influence its cost.

Troops destroyed in combat return to the pool of available troop counters, and may be produced through payment of the correct amount and use of the random draw.

Troops are not subject to maintenance costs.  Troops may operate only in planetary surface boxes, and perform no function while in space as cargo.

9. MARKERS

Three basic types of markers are available: Worlds, Outposts, and Planet​ary Defenses.

World markers represent civilization, population, and industrial centers in primary systems.  World markers are placed prior to the first war, and actually change hands only under very limited circumstances.  World markers may not be manufactured, nor may they be elimin​ated as a result of combat; adverse results may only neutralize them.

Outposts represent the (sometimes extensive) establishments created to ex​ploit and hold secondary systems.  Out​posts may be manufactured and held in reserve until needed; at such time, each must be transported to the correct planetary surface box.  An outpost does not become operational until all enemy forces in the planetary surface box are eliminated.

No more than one operational outpost may be present in a planetary surface box; an outpost may be placed in a planetary surface box with a neutralized enemy world (if that world is the only enemy force in the box) and made operational.  In such case, the outpost denotes the current ownership, and serves to keep the enemy world marker permanently neutralized.

Planetary Defense markers represent extensive batteries of missile and beam installations as well as supporting fire control provisions.  Planetary defenses have a primary purpose of anti-starship fire.  Because each defends in surface combat with a factor of 2, such instal​lations also serve well as defensive ground forces.

Planetary defense markers are manu​factured and must be transported into place.  Each becomes operational at the end of the player-turn in which it is placed.

Bookkeeping  Markers:  Each player receives a blank counter, which may be used on the Turn Record Chart to note the current turn.  The Imperial player receives a glory marker, which should be placed on the black 5 of the Resource Unit Chart; changes in the glory level are noted by moving the marker.  The War/ Peace marker is used to note the current situation on the War/Peace Chart.

Each player has markers printed 0 and 00.  By using the 0 marker to denote ones and the 00 marker to denote tens, it is possible to note the current balance of resource units available for each player to a maximum of 99 RU.

10.
ECONOMICS

Although the basis for income differs between the two players, each counts his resources in Resource Units (RU).  These RU are used to pay for main​tenance costs, the production of new starships and other forces, and for the creation of new outposts.

Income: Each player computes his income during his Maintenance and Production Phase and notes the new balance on the Resource Unit Chart.  Computation of income occurs as the first step in the phase.

Imperial  income  is  based  on the Imperial budget, plus tribute from each connected outpost or world.  See the Imperial Income Table below. In addition the Imperial player may receive income as result of Imperial Intervention or as responses to Appeals to the Emperor.

Imperial Income Table





Budget………………………..10 RU





Per Connected Outpost…….  1 RU





Per World…………………….  1 RU

Terran income is based directly on the number of worlds and outposts in Terran control.  See the Terran Income Table below.

Terran Income Table

Per Connected World………  8 RU

Per Unconnected World……  6 RU

Per Connected Outpost……  1 RU

Per Unconnected Outpost…  0 RU

Note that the term world refers to a world marker of the correct player and placed in a primary planetary surface box.  A world is connected if a path may be traced from it to Sol (this does not apply to Imperial worlds, as they need not be connected) via any number of continuous jump routes; system hexes along the route must be free of enemy starships other than tankers or transports.  Outposts are connected if a similar path may be traced to a friendly world (not necessarily Sol, especially in the case of the Imperial player). Several unconnected worlds may each have one or more out​posts connected to them, with each out​post creating income as a connected out​post.  In order for a path to be traced through a tertiary system hex, a friendly tanker must be present at the time the path is traced.

Two systems (Smade's Star and Luuru) are not connected by jump routes; an outpost placed in such a system produces income as if it were a connected outpost.

Maintenance: Continuing maintenance expenditures are necessary on a recurring basis as measures to insure that starships remain functional and in fighting trim.  Each starship has a maintenance number which expresses the unit's relative maintenance burden.  This number is used in several operations, including deter​mining maintenance cost, making hyper​space jumps while disrupted, and frontier maintenance.

Maintenance is a required operation for the phasing player during his Maintenance and Production Phase; it must be undertaken during each game-turn.  Maintenance is of two types: civilized maintenance, performed on star​ships in systems with a friendly world, and frontier maintenance, performed in all other hexes.

Civilized maintenance applies to all starships in a primary system marked with a friendly world in the planetary surface box.  The owning player must expend RUs equal to the maintenance number for each starship in order to perform maintenance. If he chooses not to, the ship becomes disrupted.

Ships in a location which requires civilized maintenance must perform it by payment of RUs (rather than the frontier maintenance procedure described below). Maintenance and payment of necessary costs occurs before newly produced units appear and new production is initiated.

Maintenance is not required for new units on the turn in which they appear.

Frontier maintenance applies to all other situations, including starships in interstellar space hexes, in system hexes with friendly outposts, and system hexes with enemy worlds.  The owning player must roll one die for each starship: if the result is equal to or greater than the ship's maintenance number, maintenance has been successfully performed.  If the system does not contain a friendly outpost, the player must decrease the die roll result by 1 before comparing it with the ship's maintenance number.  Failure to make the throw indicates that the starship is disrupted.  Ships not in a location which requires civilized main​tenance must undergo frontier main​tenance  (exception: monitors, as ex​plained under Starships).

A player with ships in the Nusku/ Dushaam  system  and  who  controls both  the primary and the secondary planetary surface boxes, may select the form of maintenance to be performed on his ships.

Disruption is indicated by inverting the affected starship counter.

Effects of Disruption: Starships which have been disrupted as a result of poor maintenance (the only way in which they may become disrupted) are hindered in their ability to conduct hyperspace jumps and to conduct combat.

A disrupted starship must successfully roll its maintenance number or greater on one die before each hyperspace jump it attempts (from a system to a system).  Failure to achieve the required die roll prevents the starship from making the hyperspace jump; it may move no farther in the player-turn.

A disrupted starship in combat must subtract 1 from its attack die roll before consulting the Space Combat Results Table.  Any ship attacking a disrupted starship may add one to its attacking die roll before consulting the Space CRT.

When planetary defenses (worlds, out​posts, planetary defense markers) fire on a disrupted starship, each may subtract one from the die roll before consulting the Planetary Defense Fire Table.

Disrupted ships which are otherwise capable of carrying cargos remain capable of carrying cargos.  Disrupted motherships may continue to carry, launch, and retrieve fighters.

Recovering from Disruption: A ship which has become disrupted remains dis​rupted until recovery can be accom​plished.  Recovery takes place during the Maintenance and Production Phase.  In a primary system with a friendly world marker present, the disrupted ship must pay its maintenance number plus 1 in RU, and becomes undisrupted immediate​ly.  In any situation calling for frontier maintenance, the disrupted ship must roll one die. If this result exceeds the ship's maintenance number, the ship becomes undisrupted immediately.

Ships may move (subject to the various restrictions on movement) to a location favorable to recovery.

Production: During the Maintenance and Production Phase, the phasing player removes newly produced forces from the Turn Record Chart and brings them into play; he then expends resource units to initiate production of other forces which are needed or desired.  The costs associated with the various forces are shown on the Production Cost Table.

As the various ships and forces are purchased, the counters for each are selected from the counter mix (troop counters must be selected randomly) and placed on the Turn Record Chart to appear on the next game-turn.  Capital ships of types B, B1, B2, and BB must be placed so as to appear in two turns.  There is no limit to the number of ships or other forces which may be produced in a turn, provided the player has available sufficient Resource Units to pay for them.

Newly produced forces may appear at any friendly world or at any outpost connected to a friendly world.  Starships may be placed anywhere in the system (in space or in the planetary surface box); all other forces must appear in the planetary surface box.  Outposts and planetary defense markers appear in an unplaced state, and may be moved to their ultimate location during the move​ment phases.

Imperial Production Restrictions: As a matter of policy the Imperium controls the production of starships, restricting the types which may be locally produced. As a result, the Imperium prohibits (at least initially) the production of major starships (specifically, types CR, CA, B1, B2, and BB). They may appear only as a result of Imperial Intervention, or after receiving permission from the Emperor to build such ships locally.  All other ship types may be built without restriction.
Imperial Replacements: The Imperium lends its industrial might in support of local operations by replacing destroyed starships as time and facilities permit.  At the end of each player-turn all Imperial starships (but not other forces) which were eliminated during the player-turn are placed on the Turn Record Chart so that one will appear per turn.  These starships should be placed inverted to note that they are Imperial replacements.  While the Imperial player may select the order in which they are placed on the Turn Record Chart, future losses to be replaced must be placed on turns after the current group of replacements.  As this procedure creates a 'backlog' of replacements, the Imperial player may elect to scrap any replacements before they appear and move all replacements forward to fill the gaps.  The appearance of replacements may not be reshuffled or their order redistributed.

11.
THE GLORY INDEX

The Imperium extends far off-map, and encompasses over 70 additional stars centered roughly on Capella.  The portion of the Imperium shown on the map is only an Imperial Province, ruled by the Governor at Gashidda.  The Imperial player is thus not the Emperor, but only a subordinate, answerable to the Emperor and to his bureaucracy.

The Provincial Governor is thus simultaneously a person of great power and of great ambition.  He is vitally concerned with Imperial recognition of his efforts and achievements, to insure his survival and to enhance the progress of his career.  This concern is reflected in the Glory Index, which indicates the current level of recognition (and degree of esteem) the Emperor and the bureaucracy hold for the Governor.  Glory is obtained or lost only with respect to territorial changes; nothing of lesser im​portance matters (including such trivial matters as military reverses or budgetary expenditures). Glory points are recorded by the glory marker on the Resource Unit Chart.  Each game begins with glory at 5, a standard value.  Changes occur when territory is lost or conquered, as shown in the Glory Point Table below:

Glory Point Table

For the loss of an Outpost……….
-1

For the loss of a World……………-4

For the conquest of an Outpost…+1

For the conquest of a World……..+4

All terms refer to the Imperial player, and only the Imperial player receives or loses glory points.  Glory point changes are noted immediately, but take effect at the end of each game-turn.

An Imperial outpost is lost (or a Terran outpost is conquered) if all enemy forces are eliminated from the planetary surface box, including the outpost marker.  It is not necessary for the attacking player to place his own outpost in the box.

An Imperial world is lost (or a Terran world is conquered) if the world marker is neutralized and all other enemy forces are eliminated from the planetary surface box. Because a world marker may not be eliminated, it must be neutralized.  In order for the world marker to remain neutralized until the end of the game-turn the attacking player must maintain troops at least equal to the counter's defense factor in the planetary surface box.  The owning player has the opportunity to regain the world by forcing such troops from the box before the end of the game​-turn.  After conquest (or loss) has occurred, a world remains neutralized until the end of the game.

Note that establishing an outpost in any planetary surface box is not con​sidered to be conquest of the location; the reward for placing such an outpost is the income which it produces.

World and outpost markers continue to produce income until lost.

Victory: Glory is the final determinant of victory.  A high level indicates conquests and ample rewards to the Imperial Governor; having achieved his goals, the war ends.  A low level indicates failure; the provincial governor (or perhaps his replacement) negotiates a peace quickly and quietly.

If, at the end of a game-turn, the glory index has reached zero, the Imperium is defeated and the game has ended. If the index reaches 10 or greater, the war has ended in Imperial victory.

The Effects of Time: The length of the war also affects glory. As the hostilities drag out, the size of the glory scale decreases.  At the beginning of each turn after the third the length of the glory in​dex is reduced by one on each end, i.e. on turn 4 the Imperial wins with 9 glory points (or loses with 1).  If, at the end of turn 8, the glory index stands at 5, the Terran wins.

12.
THE IMPERIUM

Because the Imperium exists beyond the scope of this game, it is not shown.  Its influence may, however, be felt.  Each turn, during the Imperial Maintenance and Production Phase, the Imperial player consults the Imperial Intervention Table (representing various random events which may influence the course of the war) and implements the result.  At the same time, the Imperial player may choose to appeal to the Emperor for assistance, and such assistance may be granted.

Imperial Intervention

To determine the influence of the Imperium on the game, throw two dice and consult the Imperial Intervention Table.  The die roll indicates the result, if any, which is then implemented.

Imperial Intervention Table






Die






Roll

Event






2

-

3

Depression






4

Boom






5

Imperial Succession






6

-






7

-






8

Imperial Attention






9

-






10

-






11

Frontier Crisis






12

Token Reinforcements






13

Reinforcements






14

Mandated Offensive






15

Recentralization

The following are descriptions of the results obtained above:

Depression: The Imperium is suffering from a period of decreased economic activity.  This situation is evidenced by a reduction of the provincial income (by 10 RU; if this reduces the total income including outpost and world income to zero RU or less, then the budget is 1 RU) for the next three game-turns.

If a Boom occurs in a Depression, the Depression is immediately cancelled, in addition to its other effects.

Boom: The Imperium is experiencing increased economic activity.  This affluence is reflected in a temporary increase in the provincial budget (of 10 RU) for the current game-turn.

Imperial Attention: The Emperor and his bureaucracy have fixed their attention on this province for the current turn.  All glory point changes (gains and losses, but not expenditures for appeals to the emperor) are doubled in this game turn.
Frontier Crisis: A military emergency in a frontier province of the Imperium has created an overwhelming need for reinforcements; the Emperor has decreed that they will be provided from this sector.  Throw three dice: the result is the number of missile factors which must be committed.  Starships totalling or exceeding the required number of missile factors must be sent off the map (through lshkur, Gashidda, Kinunir, or Dingir.  These forces return on the second game-turn following.

Reinforcements:  The Emperor has decided to provide increased forces in the struggle for this sector.  For this purpose, the Imperial player throws one die and consults the Reinforcement Table to determine the value of the reinforcements received.  The RU value noted is immediately available, and is taken from available Imperial inventories.  Thus, there is no production delay.

No more than half the value noted may be taken in non-starships (such as troops or outposts). No more than one capital ship may be acquired in this manner.

Any RU received in this manner and not used are lost; local RU may not be combined with this amount

Forces procured in this manner appear through lshkur, Dingir, Kinunir, or Gashidda.

Reinforcement Table

Die


Number of

Roll


RU Received

1


5

2


10

3


15

4


15

5


20

6


25

Token Reinforcements: The Emperor elects, reluctantly, to provide additional forces for the struggle in this sector, but more as a matter of form than of commitment. Roll one die and subtract 3.  A result of less than 1 is treated as one.  Consult the Reinforcement Table and implement the result.

Imperial Succession: The Emperor is dead; long live the Emperor.  With the change of Emperor, there is the chance that major policy changes may occur.  Throw one die: a result of 1 or 2 indi​cates that a Civil War is occurring.  A result of 3, 4, 5, or 6 indicates the possi​bility that some other event will occur: roll again on the Imperial Intervention Table, increasing the two dice throw by +3 before consulting the table. Imple​ment the result (treat another result of Imperial succession as no result).

Civil War: The Imperial succession has triggered upheaval within the Imperium. The Provincial Governor has the oppor​tunity to become involved in the action through the contribution of troops to one side or the other.

The contribution to a faction is computed in terms of missile factors (each troop unit contributed is counted as 2 missile factors).  The Imperial player may elect to support either the insurgents or the loyalists, or may elect not to get involved. 

Throw two dice and consult the Civil War Table.  Index the die roll to the column corresponding to the faction supported.  If the Loyalist faction is supported, the die roll may be increased by 1 for each 20 missile factors com​mitted to the cause; if the insurgent faction is supported, the die roll may be decreased by 1 for each 10 missile factors committed.  Note the result.

If the Insurgent faction wins (and was supported by the Imperial player) the committed forces return in the number of turns indicates on the table.  In addition, a cash grant equal to the RU value of the committed forces is made upon their return.  If the faction loses, one die is thrown for each counter: on a result of 5 or 6, the ship returns to the map after 4 turns.  Otherwise the ship is destroyed, and is not subject to replacement.

If the Loyalist faction wins (and was supported by the Imperial player) the committed forces are returned to the map in the number of turns indicated.  In addition, roll one die: the result is the increase in the provincial budget (in RU) effective upon the force's return.  If the Loyalist loses, roll one die for each ship: each returns on a throw of 4, 5, or 6 after 4 turns.  Otherwise the ship is destroyed, and not subject to automatic replacement.

If a player's faction loses (the force commitments themselves are clandestine, and thus no direct retribution may be made against the governor), or if no faction was supported, the provincial budget is reduced by 3 RU.  If the reduction places the budget at zero or less, the budget instead goes to a level of 1 RU.

The Imperial player is not responsible for maintenance of forces while they are committed to a faction and off the map.

Civil War Table

Die

Faction Supported

Roll

Insurgent
Loyalist

2

Win-2

-

3

Win-2

-

4

Win-3

-

5

Win-4

-

6

-

Win-4

7

-

Win-3

8

-

Win-3

9

-

Win-3

10

-

Win-2

11

-

Win-1

12

-

Win-1

Mandated Offensive: The Emperor has dictated that an offensive be mounted in this sector, and has provided the forces to accomplish the operation.  The forces may remain available until the turn in which the Imperial player fails to increase his glory point total.  If any of the forces are destroyed, they do not return as replacements. 

The forces committed to an offensive are determined by the roll of one die, with the result indexed to the Offensive Force Table.  The offensive, and the arrival of the indicated forces, occurs at the beginning of the next Imperial player-turn.   Forces provided for the offensive appear through Dingir, Kinunir, Gashidda, or lshkur.  They must exit through one of these systems.

Potentially, the emperor may order more than one offensive, and provide more than one set of forces. In the event that some ships noted are not available, they do not appear.

Offensive Force Table

Die

Forces

Roll

Provided

1

Two B2, two CA

2
Two B1, two CA

3
Two B1, three CA

4
Three B2, two CA

5
One BB, one CA

6
Two BB, one CA

The Imperial player is responsible for maintenance costs.

Recentralization: The Emperor has expressed displeasure with the lack of centralized production of warships, and rescinds all permissions currently out​standing which allow the production of ship types CR, CA, B1, B2, and BB.

Appeals to the Emperor

It is possible that a direct appeal to the Emperor may result in a favorable response.  The Imperial player may, during the Imperial Maintenance and Production Phase, elect to make an appeal, stating directly that he is in need of increased forces or increased finances.

To place an appeal, the Imperial player must reduce his glory point total by 1 and specify which of the two sections of the Appeals Table is being consulted.  Two dice are thrown, and the result noted.

A glory point may not be expended if it would place the total glory points at zero.

Imperial Appeals Table

Die

Increased Forces

Roll



2

Further Appeals Prohibited

3

Further Appeals Prohibited

4

Further Appeals Prohibited

5

-

6

-

7

Production Accelerated

8

CR Production Permitted

9

B1 Production Permitted



10

B2 Production Permitted

11

BB Production Permitted

12

Any 2 Sips Granted

Die

Increased Finances

Roll

2

Further Appeals Prohibited

3

Further Appeals Prohibited

4

Further Appeals Prohibited

5

-

6

-

7

10 RU Grant

8

+1 RU Budget Increase

9

+2 RU Budget Increase





10

+3 RU Budget Increase





11

+4 RU Budget Increase





12

+5 RU Budget Increase

Grants of ships or RU are one-time events which take place immediately.  Budget increases are permanent.  Ac​celeration of production moves all ships on the Turn Record Chart forward three turns; those which are then at the current turn appear immediately.

Permission to build ships allows the Imperial player to construct (using his own funds) that type of ship.  Such per​mission remains until rescinded.

A prohibition of further appeals refers to all appeals (on either section of the table) for the duration of war (but not necessarily the duration of the campaign).

13.
WARS AND PEACE

Imperium is intended to be a campaign game consisting of a series of wars fought until one side controls the entire board.  Each of these wars is a single game, which may be played independently; it is suggested that the result determined from this rule be recorded and used as the starting point for the next game.

A campaign game is begun by mutual agreement using the instructions given in Rule 14: Starting the First War.  At the end of the game, both players then determine the length of the peace before the next war begins, and follow the procedure given here to determine initial forces and locations for the next game.  Succeeding games continue until the campaign is won.

A. Length of the Peace: A period of peace will follow the war.  Roll one die and consult the Length of the Peace Table.  If an asterisked result is achieved, roll the die once more (ignore further - asterisks) and add that result to the first.  The result is the number of turns of peace after the war.

Length of the Peace Table

Die
Turns of

Roll
Peace

1
1

2
2

3
3*

4
4

5
5*

6
6

B.  Repatriation of Forces: All troop and ship forces (except monitors and planetary defenses) are repatriated.  They are immediately returned to the owning player's home world.  Their location has no immediate importance in this pro​cedure. Any worlds or outposts which are neutralized at this point remain neutralized.

C.  Territorial Exchange: Both sides simultaneously examine the map and remove any untenable outposts.  An out​post is considered untenable if it cannot trace a path of jump routes through systems free from unneutralized enemy worlds or outposts to a friendly world.  Note that this definition differs from the definition of unconnected.

Planetary defense markers and moni​tors present in a system with an untenable outpost are scrapped and removed from play when the untenable outpost is removed.

If the length of the peace exceeded five turns, any neutralized worlds which have an enemy outpost (not pre​viously removed because its position was untenable) are now converted to a world marker of the opposite side.  Neutralized worlds with no enemy outpost present now become unneutralized.

If the peace was five turns or less, it is possible for a neutralized world with an enemy outpost to be present, and for the next war to begin with this situation.

D.  Interwar Income Phase: Each player now computes income available for war preparation.  The loser of the war receives all accumulated RU on the Resource Unit Chart at the end of the war, plus an amount equivalent to one full turn's income as normally computed, as of the instant that peace was declared.

The winner receives his accumulated RU balance, plus an amount equal to half of one turn's income.

E.  Postwar Production: Items already paid for (or scheduled as replacements) and on the Turn Record Chart appear through the end of the turns of peace.  Forces in excess of that point are scrapped and do not appear.

F.  Interwar Attrition: During ex​tended periods of peace, ships become old and planetary defenses fall into disrepair.

Roll one die for each Monitor, Plane​tary Defense Marker, Fighter, and Troop counter.  Consult the Attrition Table.  If the roll equals or exceeds the number indicated on the chart, the counter Is eliminated through attrition.

Attrition Table

Turns of 
Die Roll (or greater) 

Peace

for Attrition

1

No Attrition





2

6





3

5





4

4





5+

3

If Jump Troops suffer attrition, they are converted to Regular Troops rather than being eliminated.

Starships (other than Monitors and Fighters) suffer attrition if each rolls its maintenance number or less on one die.  The specific die roll is modified based on the specific number of turns of peace.  One Turn: +4; Two Turns: +3; Three Turns: +2; Four Turns: +1; Five or more Turns: no die modification.  The die roll for any specific ships may be avoided by payment of twice the ship's maintenance number in RU.

G.  Imperial Favor Attrition: There is the chance that the Emperor will with​draw permission to build certain ships.  The Imperial player rolls one die: the following  results  indicate  that  per​mission to build the specific type of ship noted is withdrawn (if previously granted): 1/CR, 2/B1, 3/B2, 4/BB, 5 or 6 no effect.

H.  Interwar Production: Each player may commit his resource units to pro​duction of forces for the upcoming war.  Any normally available forces may be built; if capital ships are built, and the peace is only one turn long, the new pro​duction will appear at the beginning the player's first player-turn, rather than as initial forces.

I.  Interwar Colonization: Each player may place one outpost per turn of peace, provided the outpost was built during the interwar production, or was otherwise unplaced and available.  The winner places one of his outposts first, then the loser places one outpost.  Each placed outpost must be connected to a friendly world.

At this point, a friendly outpost in a primary planetary surface box may be converted to a friendly world marker if it has spent at least 5 turns of peace in that box.

J. Redistribution of Forces: All forces except monitors may be redistributed by both sides prior to the start of hostilities.  They may be placed in any system containing a friendly world or outpost marker.  The winner of the war sets up first.

All forces automatically begin the new game in an undisrupted state.

K. The Attack: In the next war, the loser of the previous war moves first.

14.
STARTING THE FIRST WAR

The First Interstellar War begins in AD  2113.  The continuing territorial frictions between the Imperium and the small, but growing, Terran Confederation finally bring this small section of the Galaxy to the verge of war.

Terra:
The Terran player receives the forces noted in the Terran Forces List as initial forces.  World markers must be placed as noted, as must outposts.  Three unplaced outposts may be used during play as the Terran player sees fit.  The remaining forces may be placed at any friendly worlds or outposts.

The Terran player sets up first, and has the first player-turn.

Terran Forces List

Worlds (at Sol, Alpha Centauri A and Alpha Centauri B)……………………3      

Outposts (at Junction, Barnard's Star, and Proxima Centauri)……………..3

Outposts (unplaced)……………………………………………………………..3        

Planetary Defense Markers………………………………………………...…..2

Monitors……………………………………………………………………..……1           

Missile Boats……………………………………………………………..………1        

Scouts………………………………………………………………………...…..6             

Destroyers………………………………………………………………………..2       

Light Cruisers…………………………………………………………...………1       

Transports……………………………………………………………………….6         

Regular Troops………………………………………………………………….2     

Jump Troops…………………………………………………………………….1

The Imperium: The Imperial player receives the forces noted in the Imperial Forces List.  World markers must be placed (as noted) at Dingir, Gashidda and Ishkur. The seven outposts are then placed in Systems.  After placement of outposts, the remaining three world markers are placed.  Care must be taken that all Imperial outposts and worlds are connected.

The remaining forces may be in any friendly system.

Imperial Forces List

 Worlds (at Dingir, Gashidda and lshkur, and in 3 other primary systems)………6            Outposts (placed so as to connect all friendly systems)……………………………7          

Planetary Defense Markers……………………………………………………………3       

Monitors………………………………………………………………………………….1                       

Scouts……………………………………………………………………………………2                        

Destroyers……………………………………………………………………………….4                     

Light Cruisers……………………………………………………………………………2                  

Heavy Cruiser……………………………………………………………………………1                  

Tanker…………………………………………………………………………………….1

Transports………………………………………………………………………………..4                     

Regular Troops…………………………………………………………………………..3                 

Jump Troops……………………………………………………………………………..1           

15.
OPTIONAL RULES

The following rules may be included for added latitude in conduct of the campaign; none add unreasonable complexity, and all contribute realistic flavor.

Home Worlds: Each side in Imperium has many outposts and worlds, but operates from a single home world.  The Terran home world is (of course) the planetary surface box at Sol; the Imperial home world (actually only the ancient provincial capital) is the planetary surface box at Gashidda.

Home worlds have high populations, extensive construction, and the capability of raising large numbers of local militia.  As a consequence, home world counters defend in surface combat with a factor of 10.  Because planetary bombardment may be construed as directed against communications centers, it may proceed normally, and be used to disrupt a home world counter.  Surface combat, however, requires a larger number of troops to successfully take it for any period of placed time.

Terraforming:  World counters may normally be placed only in primary systems. Either player may undertake a long-term program of terraformation to ultimately allow the placement of a world counter by converting a secondary system into a primary system.

Terraforming may only be attempted in the secondary planetary surface box of

a non-M class star (for  example, Sarpedon or Ishimshulgi).  Such a process requires the placement of an outpost in the box, and the continuing expenditure of 3 RU per turn for 50 turns.  At the end of 50 turns, the system becomes a primary system, and the outpost is converted to a world marker.

The terraforming process must be continuous; the enemy player may halt the process by destroying the outpost.  In such a case, the procedure would be forced to begin again.  The enemy player may elect to establish his own outpost in place of the destroyed outpost, and continue the expenditure of RU for the process.

Restricted Ship Construction:  The Terran  player  is  also  subject  to restrictions on which ships he may produce.

Specifically,  Battleships  (BB)  may not be produced until at least one Terran Dreadnought (B) is destroyed in combat. Navies have always been slow to produce new models until their worth has been forcibly demonstrated.

IMPERIUM DESIGN CREDITS

Imperium is an evolution of several interstellar war games in various stages of development and polish over the period 1973-1977.

The game itself is designed by Marc W. Miller, with extensive design and develop​ment work by Frank Chadwick and John Harshman.  Playtesting  and  valuable assistance for this game was provided by Darryl Hany, Tim Brown, Greg Novak, and Jim Cotton.

Art production provided under the direction of Paul R Banner.  Cover illus​tration by Steve Fabian.

Conflict Game Company 201 Broadway

Normal, Illinois 61761

Imperium  ground  combat  module
INTRODUCTION

This variant is an alternate method of resolving surface combat for Imperium. Players may elect to conduct all surface combats in this manner or only a certain number of battles (say ten) with each player able to demand (say up to five times) that a particular surface combat use the variant rules.  In general, this variant only affects the surface combat subphase, related topics such as the transportation of divisions remain es​sentially unchanged.  Each system is represented by ground maps of the planetary surfaces in the system.  Each division is replaced by its equivalent in regiments when on the ground maps.

SEQUENCE OF PLAY

The surface combat subphase is expanded to:

A.  Phasing Player's Surface Move​ment Phase.

B.  Phasing Player's Surface Combat Phase.

LANDING

Immediately after the phasing player's planetary surface/space interaction sub-phase, he may land regimental equival​ents of all surviving troops on any hex except ocean and wasteland hexes.  The regiments of a division need not land in the same hex, but in the case of regular troops their transport must land in the same hex as one of the regiments.  The landing consumes the participating ground unit's entire movement allow​ance.  Units may land in an enemy oc​cupied hex; the enemy troops have a defensive first fire against them.  All sur​viving units are considered to have been landed successfully.

MOVEMENT

Troop regiments have an unlimited movement allowance, but they must stop upon entering an enemy occupied hex.  There is no zone of control.  Artil​lery regiments have a movement allow​ance of one.  Planetary defense counters are immobile; once placed, they may not be moved.  Landing and takeoff is a special type of movement. Transports, scouts and fighters may land/take off from any hex except ocean or wasteland.  Other ships may only land/take off from spaceports.  Troop and artillery regi​ments may move from one body to another in the system, (e.g. from Earth to Mars) using transports.  This consumes their entire movement allowance.

Situations may arise where units may move through terrain they would not be permitted to remain in.  The most common example is ocean hexes for non-amphibious units.

There are no stacking limits during or after movement.

SURFACE COMBAT

All surface combat occurs between opposing units in the same hex.  Surface combat in a hex is conducted in the same manner surface combat in a planet​ary box would be conducted in the standard rules, except for the following.

Either player's artillery may join in, if in range.  When attacking a non-regimental unit, such as a ship or planet​ary defense counter, two troop regiments may total their combat factors against it. Certain modifications may be made due to terrain and unit training. The surface CRT is still used.

Artillery Regiments: They represent the heavy firepower assets of regular troop divisions, long ranged missiles and the like.  Artillery regiments have a maximum range of two to three hexes, but of course, they cannot fire from one body to another.  They have separate attack and defense factors.  They may make four attacks during their owning player's surface combat phase, against one or up to four separate targets in any hexes within range.  Artillery units may be suppressed, however.  If the opposing player (the non-phasing player) commits at least one unit to attack an artillery regiment, that artillery regiment may only make one attack.  If the artillery regiment is entitled to a defensive first fire that first combat phase, it could not be suppressed before its defensive first fire.  If an artillery regiment is being attacked during the opposing player's surface combat phase, it defends with its defense factor, and may make one attack against any unit.

For the purposes of planetary bom​bardment, all the surviving regiments of a division are treated as one target.

Planetary defense counters defend with a factor of 6, all others defend with a factor of 3.

GROUND MAPS

The bodies in each system are repre​sented by ground maps.  World and out-post markers are not placed on the ground maps, rather they are represent​ed by urban hexes and spaceports.  The ground map of each body consists of two parts: north and south hemispheres.  For the multi-hex bodies, the hexes on the perimeter of the ground maps are equatorial hexes.  Each equatorial hex tends into both hemispheres; together the matching north and south halves make up the equatorial hex.  Earth's equatorial  hexes have been labeled from 1 to 12 on both hemispheres to illustrate the pattern of matching.  Fol​low the same pattern for all worlds.  The two hexes labeled "1" are actually one equatorial hex.  A unit may be physical​ly placed on either "half" of the equa​torial hex; in game terms it occupies both "halves".  The only way a unit may move from one hemisphere to another is to cross the matching "halves" of an equatorial hex; in reality it is crossing just one hex.  For all purposes, the two "halves" are indivisible; they count as one hex.

The small disks represent planetoids.  They are divided only by north and south hemispheres.  Each hemisphere counts as only one hex, units may move freely from one to another.

The large hexes with dots represent groups of asteroids.  Each counts as one hex for movement.

Terrain: At this level, terrain is neces​sarily broad.  The designated terrain type is indicative of the predominating influence in the hex.  The presence of just a few islands in a hex whose major surface area is ocean can, for the tech​nology levels assumed, cause the hex to be treated as a clear land hex, and so on.

Rough represents not only extremely high and extensive mountain ranges such as those above the Indian subcon​tinent, but also major chasm and canyon formations, crater ridges, and other difficult obstacles.  Units with mountain training (all counters with a small "n" and jump troops) add one to their combat factor while in rough.

Jungle represents dense vegetation including jungle proper, forest, and swamps.  Units with jungle training (all counters with a small "j" and jump troops), add one to their combat factor while in the jungle.

Ocean represents large bodies of non-toxic liquid.  All units may move through ocean hexes, but only amphi​bious units (all counters with a small "a") may remain in ocean hexes.  Attacks on amphibious units in ocean hexes subtract one from the die roll on the surface CRT.  Zeros are treated as no effect.

Wasteland represents terrain in which only a few special units could operate for any length of time.  It includes active volcanic regions, oceans of lethal liquids, and radioactive desolation. All units may move through wasteland hexes, but only jump troops may remain in them.

Glacial represents areas covered by water ice or its equivalent.

Urban represents significant con​centrations of population and the necessary dwellings, industry, and agricultural lands to support them.  In game terms, the combined urban hexes of a system take the place of the world marker.

Spaceports represent the major invest​ment in docking, repair, and fueling facilities, and buffer zones necessary for the landing and takeoff of larger ships.  While transports, scouts, and fighters may land and take off from anywhere except ocean and wasteland, all other ships may only land and take off at spaceports.  In game terms, the space​port of a secondary system takes the place of the outpost marker.  The chang​ing of control of the spaceport results in the destruction of the outpost marker on the star map.

ODDS AND ENDS

An Imperial outpost is lost (or a Terran outpost is conquered) if the conquering player was the last to have a regiment or planetary defense counter in the spaceport, and all enemy units are eliminated from that star system's bodies.

An Imperial world is lost (or a Terran world conquered) if the conquering player was the last to have a regiment or planetary defense counter in all the urban hexes, and all enemy units are eliminated from the system's bodies.

To replace a portion of a division, (e.g. two of the four regiments) the player must pay the full price of the division.

A transport may carry four regiments from different divisions in lieu of a division if desired.

Roberto Camino

Figure 1: Color Codes

	Counter type
	Terran color
	Imperial colors

	World
	Green with black
	Black with red

	Outpost
	Blue with black
	Red with white

	Planetary defense
	Blue with white
	Red with white

	Non-jump ships
	Blue with white
	Red with white

	Ships
	Blue with black
	Red with black

	Regular Troops
	Green with white
	Red with white

	Jump Troops
	Green with black
	Black with red

	Color codes, in conjunction with appropriate symbols, define the specific counter involved.  Specifically, color differentiates worlds from outposts. Ship counters with white silhouettes (i.e., monitors and fighters) are non-jump capable.


	IMPERIAL INTERVENTION TABLE
	
	PRODUCTION TABLE

	Die roll
	Event
	
	Cost
	Counter

	2
	-
	
	-
	World

	3
	Depression
	
	4
	Outpost

	4
	Boom
	
	10
	Planetary defense

	5
	Imperial succession
	
	2
	Regular troops

	6
	-
	
	3
	Jump troops

	7
	-
	
	1
	Scout

	8
	Imperial attention
	
	3
	Destroyer

	9
	-
	
	6
	Light cruiser

	10
	-
	
	10
	Strike cruiser

	11
	Frontier crisis
	
	12*
	Heavy cruiser

	12
	Token reinforcements
	
	14*
	Attack cruiser

	13
	Reinforcements
	
	16*
	Dreadnought

	14
	Mandated offensive
	
	18*
	Improved dreadnought

	15
	Recentralization
	
	20*
	Battleship

	
	
	
	6
	Monitor

	SHIP TYPE CODES
	
	4
	Missile boat

	SC
	Scout
	
	7
	Mother ship

	DD
	Destroyer
	
	1
	Fighter

	CL
	Light cruiser
	
	1
	Transport

	CR
	Heavy cruiser
	
	2
	Tanker

	CS
	Strike cruiser
	
	
	

	B
	Dreadnought
	
	
	

	B1
	Dreadnought
	
	
	

	B2
	Improved dreadnought
	
	
	

	BB
	Battleship
	
	
	

	M
	Monitor
	
	
	

	MB
	Missile boat
	
	
	

	MS
	Mother ship
	
	
	

	F
	Fighter
	
	
	

	T
	Transport
	
	
	

	AO
	Tanker
	
	
	


*The Imperium may not produce asterisked ship types until permission is obtained from the Emperor.

Additional charts and tables are included in rules 12 and 13 of the rules booklet. 
	BEAM COMBAT RESULTS TABLE
	
	MISSILE COMBAT RESULTS TABLE

	
	
	Shield factor
	
	
	
	Shield factor

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

	Die roll
	1
	4
	4
	5
	6
	6
	7
	7
	-
	-
	
	Die roll
	1
	5
	6
	6
	6
	7
	7
	7
	-
	-

	
	2
	3
	4
	5
	5
	6
	7
	7
	-
	-
	
	
	2
	5
	5
	6
	6
	6
	7
	7
	7
	-

	
	3
	3
	4
	4
	5
	6
	6
	7
	-
	-
	
	
	3
	5
	5
	5
	6
	6
	6
	7
	7
	7

	
	4
	2
	3
	4
	5
	5
	6
	7
	7
	-
	
	
	4
	4
	5
	5
	5
	6
	6
	6
	7
	7

	
	5
	2
	3
	4
	4
	5
	6
	6
	7
	-
	
	
	5
	4
	4
	5
	5
	5
	6
	6
	6
	7

	
	6
	2
	3
	3
	4
	5
	5
	6
	7
	7
	
	
	6
	4
	4
	4
	5
	5
	5
	6
	6
	6

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

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

	
	9
	1
	2
	2
	3
	4
	4
	5
	6
	6
	
	
	9
	3
	3
	3
	4
	4
	4
	5
	5
	5

	
	10
	1
	1
	2
	2
	3
	4
	5
	5
	6
	
	
	10
	2
	3
	3
	3
	4
	4
	4
	5
	5

	
	11
	1
	1
	1
	2
	3
	3
	4
	5
	5
	
	
	11
	2
	2
	3
	3
	3
	4
	4
	4
	5

	
	12
	1
	1
	1
	1
	2
	2
	3
	3
	4
	
	
	12
	2
	2
	2
	3
	3
	3
	4
	4
	4


The number shown must be rolled or exceeded on one die for the target to be destroyed.

Beams attack at short range; Missiles attack at long range.  Missiles may fire at short range at half factor after all beam fire has been rolled.

Suicide attacks using beams maybe made with a die roll modification of +1 provided the target is allowed a first fire.

High intensity attacks using missiles maybe made a double factor (to a maximum of 12), but the attacker may make no other missile attacks in the player-turn.

Disrupted ships make all attacks with a die modification of -1.  Disrupted ships are attacked with a die modification of +1.

	PLANETARY DEFENSE
	
	PLANETARY BOMBARDMENT

	
	World
	Outpost
	Planetary
	
	
	Missile factors allocated

	
	Marker
	Marker
	Defense 
	
	
	0-6
	7-13
	14-20
	21-27
	28-34
	35-41
	45+

	Die Roll
	1
	D
	D
	D
	
	Die Roll
	1
	-
	N
	N
	D
	D
	D
	D

	
	2
	D
	D
	D
	
	
	2
	-
	-
	N
	N
	D
	D
	D

	
	3
	D
	-
	D
	
	
	3
	-
	-
	-
	N
	N
	D
	D

	
	4
	-
	-
	-
	
	
	4
	-
	-
	-
	-
	N
	N
	D

	
	5
	-
	-
	-
	
	
	5
	-
	-
	-
	-
	-
	N
	N

	
	6
	-
	-
	-
	
	
	6
	-
	-
	-
	-
	-
	-
	N

	 - = No effect achieved
	
	 - = No effect achieved

	D = Target destroyed (if target screen is 
	
	N = Target neutralized

	       7+,  DM +1)
	
	D = Target destroyed


	SURFACE COMBAT RESULTS TABLE
	

	
	
	Combat differential
	  Surface combat attacks at

	
	
	-3
	-2
	-1
	0
	+1
	+2
	+3
	+4
	+5
	+6
	+7
	differentials greater than +7

	Die Roll
	1
	-
	D
	D
	D
	D
	D
	D
	D
	D
	D
	D
	Are treated as +7.

	
	2
	-
	-
	D
	D
	D
	D
	D
	D
	D
	D
	D
	

	
	3
	-
	-
	-
	D
	D
	D
	D
	D
	D
	D
	D
	  Regular troops attacked by

	
	4
	-
	-
	-
	-
	D
	D
	D
	D
	D
	D
	D
	Jump troops are allowed a

	
	5
	-
	-
	-
	-
	-
	D
	D
	D
	D
	D
	D
	defensive fire before the

	
	6
	-
	-
	-
	-
	-
	-
	D
	D
	D
	D
	D
	Jump troop attack is resolved.

	 - = No effect
	

	D = Target destroyed (or World neutralized)
	


FIGURE 2: Counter Formats
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