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GETTING STARTED:

Copy the folder and all included files into your ADC2 directory.  It is suggested that the Imperium folder be kept in ADC2's “Game Sets”.  You must know how to use the ADC2 program and own a copy of Imperium game.  The game map has two major segments.  The left half is for the Imperium game and the right half is for play using the Ground Combat Module. This game is best viewed and played at the 1024 by 768 monitor setting.

RULES: 

Imperium and Ground Combat Module rules and charts are contained in this file as a Word97 document.  Additional comment concerning the Ground Combat Module rules is in a later section.

BOARD:

The board is divided into five sections.  The map section (Stellar Display) on the upper left is used for the Imperium game and controls interstellar movement.  The battle section on the bottom left is for resolving combat.  The record section in the center is for tracking turn and resources.  The planetary section (Planetary Display) on the right is for play with the optional Ground Combat Module.  The button section on the bottom right is just for fun.

UNITS: 

The Imperial units are red.  The Terran units are green and blue.  Together they make for one totally ugly set of counters.  Ground units flip to a neutralized side.  Starship units flip to a disrupted side.  Neutralized ground units and disrupted starship units have a band of red (Terran) or green (Imperial).

PIECE VALUES: 

The four Piece Value fields are used only by starships:

1.  Beam factor

2.  Missile factor

3.  Screen factor

4.  Maintenance number

CLASS VALUES: 

The three Class Values fields are used by all units:

1.  Ground attack factor

2.  Ground defense factor

3.  Production cost in RUs.  Units with an asterisk may not be produced until permission is obtained from the Emperor.  Units with no cost cannot be produced.

NEW PIECES: 

Long/Short: A marker in the battle section that flips to current range between starship opponents.

Engaged/Breaking Off: A marker in the battle section that flips to note starships breaking off contact with opponents.  The "engage" marker is transparent.  One is on top of both the Terran and Empire Force symbols.

Ordnance: A transparent piece is on each hex labeled "ordnance" in the battle section.  It flips from "Normal" (transparent) to "High Intensity Missile" attack to "Short Range Missile" attack to "Suicide Attack" and back to "Normal".  "Normal" ordnance is "missile" for long-range attack and "beams" for short-range attack.  The piece should be flipped to note any attack other than "normal".


Ground Combat Module: Regimental pieces (three vertical lines above the unit symbol) and ground pieces are provided.  These pieces are slightly smaller than the ground pieces used in the Imperium game.  They have the same color scheme, but use a conventional infantry symbol ("x" in rectangle) for regular infantry, a conventional artillery symbol ("." In rectangle) for artillery, and a filled upper quadrant of an infantry symbol for jump troops.  Color fill in the unit rectangles indicates special training: Green for Jungle trained, Blue for Amphibious trained, and Brown for Mountain trained.  The World, Outpost, and Planetary Defense markers have increased defensive strength from those in the Imperium game.  All counters flip to a neutralized side and back.  No additional counters are made for grounded starship counters despite their increased defense value in the Ground Combat Module.


Home World: For those players wishing to use the Home World Optional Rule, counters are provided in the Force Pool.  The counters have the same appearance as the others but with an increased defense value.

FLIP DEFINITIONS:

All counters have flips defined. Starship counters flip to a disrupted side and ground counters flip to a neutralized side.  The War marker flips to Peace and back.  Flips for other markers are detailed in the New Pieces paragraph.  Exercise caution to select only those units desired to be flipped rather than flip an entire stack.

STACKING:
No stack symbols have been created or stacks defined.  Because of the hex orientation and the size of the Imperium game counters, multiple counter stacks do not show well at the four units per hex mode.  However because of their smaller size, Ground Combat Module counter stacks do show in the four units per hex mode at the higher viewing levels. 

FORCE POOLS:

Force Pools have been created to store units and markers.  The upper Force Pools are for Imperium and the lower pools for the Ground Combat Module.  When a unit is eliminated in combat, it should be returne to the appropriate Force Pool for reuse.

INFO-PAGES:

The Info-Pages contain charts and condensed information from this ReadMe.

HIDDEN UNITS AND FACING:

No hidden units have been defined.  Facing is not used.

TURN: 

The Turn Record can be kept by using the turn column in the record section or by using the ADC2 Game/Next Turn recorder.  The first turn on the ADC2 Game/Turn recorder is set to AD 2113 with two-year intervals between turns.  As the first war as well as the duration of peace between wars is variable, dates beyond 20 years are not recorded. 

RESOURCE/GLORY INDEX:

The Resource markers can be moved to indicate the current Resource Units (RUs) available to each player.  Separate scales for each player denotes tens and ones rather than the markers with "00" and "0" as stated in the rules.  Also, the starting number for the Glory index is red rather than the black as stated in the rules.  The Glory index uses the X10 scale of the Imperial player's resource index.

STARTING A GAME:

1. “Open” the game and preserve your start by selecting “Save As…” from the File menu and provide a new name for your game.  This will prevent the accidental loss of the original start positions.

2. To complete setup, the Terran player distributes the forces assembled in hex 1512 in accordance with the rules. The Terran player also, by Random Pick from the Select Options section of the Force Pool, draws 2 Regular and 1 Jump Troop and distributes these.  Next, the Imperial player distributes the forces in hex 1402. By Random Pick the Imperial player draws 3 Regular and 1 Jump Troop for placement.  An alternate method of troop selection is provided in the Concessions and Confessions paragraph.

3. The Terran Player has the first player-turn.  The sequence of play is followed.  Play begins with a Maintenance and Production Phase.  Then the game rules are followed for movement.

4. When movement is complete, the player (the Attacker) removes the pieces from one hex on the map section that contains starships of both sides, places them in the "Screened" hexes in the battle section, and sets the range marker to "Long" (for the first round).  The Attacker then "Saves" the file and forwards it to his opponent, the Defender.  Defender opens the file and moves one of the defending starships from a screened hex to the battle area (pink for Imperial and blue Terran).  The Defender then "Saves" the file and returns it back to the Attacker.  The Attacker replaces his former file with the one just received from the Defender and moves one of his starships opposite the Defender's.  The Attacker again "Saves" the file and returns it to the Defender.  This process continues until all starships of one side have been allocated.  The remaining ships may then be allocated to any enemy ship or remain in the "screened" section and out of combat.  As this process is lengthy and involves a great deal of time, an alternate method is proposed in the Concessions and Confessions paragraph.

5. After starship allocation is completed, the Attacker sets his fire options, if other than normal and returns the file to the Defender who sets his fire options and rolls for any Defensive Fire against suicide attacks using the ADC2 or public internet die roller.  The Defender then removes any suicide attackers that were destroyed by Defensive Fire, "Saves", and returns the file back to the Attacker.  The Attacker first resolves Defensive Fire against any suicide attacks being made by the Defender and removes any suicide attackers destroyed.  The starships against which suicide attacks were made are not permitted to fire normally this round.  The Attacker then rolls one die for each of his attacking ships and for each of his suicide attackers that survived the Defender's Defensive Fire.  If the Defender has more than one ship opposite any of the Attacker's ships, the Attacker specifies which of Defender's ships is being fired upon.  After all attacking ships have fired, the Attacker "Saves" and returns the file to the Defender.

The Defender then returns fires with all his ships except those that conducted Defensive Fire.  The Defender then implements losses, rolls one die for the next round's range determination, and returns the file to the Attacker.  This completes one round of starship combat.

6. The Attack now rolls a die for range determination, sets the new range, and repeats steps 5 and 6 with his surviving ships.

7.  This process is continued until one side is destroyed or breaks off combat by flipping the Engage counter to the Breaking Off side, undergoing enemy fire, and withdrawing.

8.  The Attacker then resolves another hex in which starships from both forces are present.

9.  After all starship combat is resolved, starships in possession of a system may interact with the associated planetary surface box.  Planetary bombardment, defensive fire, and surface combat are handled in the same general manner as ship to ship combat.  Units are placed in the battle section and allocated in accord with the rules.  This process is also used for the Ground Combat Module.

10.  After the Terran completes his First Movement and Combat Phase, the Imperial player's Reaction phase begins.  The Terran's Second Movement and Combat Phase then follow.  The turn marker is then flipped to the Imperial player's side, and he begins his turn.   Upon completion of the Imperial player's turn, the turn marker is moved to indicate the passage of two years.  

11.  The Imperial player adjusts the Glory marker when as required.  When peace breakouts, the War marker is flipped to the Peace side and the Interwar period begins.

GROUND COMBAT MODULE: 

This module was published in Traveler magazine and can be considered for use as an optional or variant rule.  The rules are not as clear or complete as one would wish, and there did not appear to be good coordination between the author and the graphic artist.  For example, the numbering mention in the rules does not occur on the planet diagrams.  I have not included the planet diagrams or troop units in the rules.  While I do not wish to tamper with the author's work, I propose the following answers to rule questions that I have:

1.  Use the number in the Spectral Class to determine which Secondary System to use on the Planetary Display.  If the Spectral Class is M2, like Junction for example, use Secondary - 2 as the planet.  Use Secondary System 4 for both 4 and 5 class stars.

2.  Due to the number of planets that must be subdued to conquer some systems, the battle for a system may take more than one turn with a system being jointly occupied by both forces.  It that case, the system continues to produce revenue for the friendly government.  

3.  As a number of systems on the Planetary Display have more than one spaceport and urban area, the Defender should place counters of the same number and type as those on the Stellar Map on the Planetary Display.  That is, if there is one Outpost marker and one Planetary Defense marker, the Defender should draw one of each marker from the Ground Module Markers ("Terran or Imperial Gnd Mod Markers") pool.  Then the Defender places these markers in the appropriate system.  A World marker must be placed in an Urban hex, an Outpost marker must be placed on a Spaceport hex, and the Planetary Defense marker (and troop markers) may be placed in any hex other than Ocean.  Amphibious trained troop units may be place in Ocean hexes.  These markers plus grounded starships and troops are the only items committed to battle.   The Attacker must still, however, be the last to pass through or occupy all Urban hexes and Spaceport hexes, as well as eliminate all troops and markers (except world markers which must be neutralized), before a system is considered conquered.  

4.  No extra counters are provided to represent starships on the ground.  Use the ships from the Stellar Display and transfer them to the Planetary Display or battle section for the period of ground combat.  If they become engaged in combat, don’t forget that their defense factor when using the Planetary Display is 3 rather than 1.

5.  Continue to draw the troop divisions by Random Pick from the Imperium pool and then exchange them for same numbered division in regimental formation.  Each division has four regiments.  Regular Divisions have three infantry and one artillery regiments.  Jump divisions have four regiments.
CONCESSIONS AND CONFESSIONS:

1.  The allocation process can take an exorbitant amount of time if the rules are precisely followed.  I recommend that rather than placing one starship at a time, that all ships in one battle be placed at one time.  

a.  If the Attacker has more (or an equal number of) ships than the Defender, he places all ships, selects fire options, and if there are can be no suicide attacks, fires.  He then forwards the file to Defender for return fire.  

b.  If the Attacker has fewer ships, he places the attacking ships and forwards the file to Defender who then places his ships and if there can be no suicide attacks, fires.  The Defender then returns the file to the Attacker along with a roll for the next range.  

c.  If the battle is taking place at short range where suicide attacks can take place, no firing is done until both sides have had the opportunity to select fire options.

2.  If a public Internet die roller is used, select the troop units by type (Regular or Jump) in numerical order.  For example, if the Terran player is selecting his initial troop force he makes two rolls on a ten-sided die for the Regular troops and one roll on a four-sided die for Jump troops.  If the responses are 6 and 3 for Regular and 3 for Jump, he places the 4th and 8th Regulars and 23rd Jump.  If the Regular number was duplicated, he takes that Regular and rolls again for one Regular with a nine-sided die.

3.  Enough World and Outpost markers are available to each side to occupy all star systems.  The other counters are restricted to the number available in the original counter mix.

4.  The World and Outpost markers initially placed by the Imperial player must all be connected to an adjacent (by jump route), friendly World or Outpost.

QUESTIONS:
Please provide questions, comments, or suggestions and information on errors or omissions discovered to Charles McLellan at <cgmclellan@mindsping.com>.

Cgm, 27 Feb 00
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