


LIMITED WARRANTY

Strategdic Simulations, Ine. (“SSI) warrants that the diskette on which the enclosed
program is recorded will be free from defects in materials and workmanship for a
period of 30 days [rom the date of purchase. [fwithin 30 days of purchase the diskette
proves defective in any way., vou may return it to Strategic Simulalions, Inc.
8583 Stlerlin Road. Building A-200, Mountain View. CA 94043-1983 and 5SI will
replace it free of charge. In addition, if the diskette proves defective at any time after
the first 30 days, return the diskette to 531 and 551 will replace it for a charge of
$10.00. Please allow about four weeks for delivery.

S51 MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED. WITH RESPECT TO
THE SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY. PERFORMANCE, MERCHANT-
ABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND
GAME ARE S0OLD “AS [S” THE ENTIRE RISK AS TO THEIR QUALITY AND
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR
DIRECT. INDIRECT. INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF 351 HAS BEEN ADVISED
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE
EXCLUSION OR LIMITATION OF IMFLIED WARRANTIES OR LIABILITY FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR
EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed software program and this Rule Book are copyrighted. All rights are
reserved. This Rule Book may not be copied, photographed, reproduced, or translated
or reduced to any electrical medium or machine-readable form. in whole or in part
without prior written consent from SSL The program accompanying this Rule Book
may be copied, by the original purchaser only, as necessary for use on the computer
for which it was purchased.

© 1984 by Strategic Simulations, Inc.
All Rights Reserved.

If you have any guestions or problems regarding the program or gamae, please send 4
self-addressad, stamped envelops with your question to: STRATEGIC SIMULATIONS INC,
883 Stierlin Road, Bidg. A-200. Mountain View, CA 24043-1283.

Or call our Hotline Number: (415) 964-1200 svery weekday, 3 to 5 (PSTL



TABLE OF CONTENTS

1.0 INTRDDUCTHIN . i vcn it maaui s nmss smndh s mma s bt sesassssnns
Talking o the Computer
Saving the Game
The Map
Starting the Game [Appla)
Starting the Came {Atan)
Startng the Game {C-64)
2.0 CENERAL DESCRIPTION ....ovvivrrvrmrransssasromasanoesocacaasananns
Parts Inventory
Defintaon of Game Terms
30 THE GAME SETUP ..u..iiiaeecinerrmrssnsitmrrsmestorsassssssannsis
A0 USHGTHE VAP . ociiiiiiaiainiiamses sasnmsssme saerssoessisnninss
Reading the Map
Moving the Cursor
The Planet Display
S50 THE GAME PHASES .o uicoinasinnarisarssssrssmssrestresnasttsnnassns
6.0 THE TRADE PHASE ....ccicuuiimniamunnnismsnmmrrsmrnnssttsmaassts
Trading
Example of Planet Econamics
Depreciation
Other Trace Fhase Operations
7.0 THE CONTROL ADJUSTMENT PHASE .....cvvvmnromrrrmmimciciacaanns
The Map Menu
Adjusting Planet Controls
8.0 THE PRODUCTIONM PHASE .. ... cvcivavanmrermnnasssionidacsbssnannns
The Ship Display
The Task Force Display
Production
9.0 THE NEGOTIATION PHASE ......cciiauvinrisanesnssrmessnssrereanns
Diplomatc Stances
The Diplomaric Stance Teble
Magotiation with Independent Worlds
10.0 THE MOVEMENT PHASES ......cccinviiairsmnnnmstaneroassssonaanss
The Kissions
The kiap kenu
Ordering Your Task Farces
11.0 THE COMBAT PHASES ... ... iccviuusisnnramannnsismnnnnnssnssnanrs
Ship to Ship Cormbat
Ship to Planet Combat
Cuenlla Cormbat
120 SEQUENCE OF PLAY IN ATURN ....cvvivairenmsnnnnrrmrssassoassaanss
13.0 ASSORTED RULES ... .. iiiiiiscauassinansansinansnmssnnnrrnsananes
14.0 VICTORY COMDITIONS . ...ovvvimmssmmsrrmrmm sttt sns s nns pany g,

15.0 PLAYER NOTES .....covciiavmunrsrasrrrmrrassatostsoscsannssasnnnnss




1.0 INTRODUCTION
IMPERIUM GALACTUM™ is an aperational level
space game of exploration and CONQUEST in 2

&r Cluster. You control your empire's econcmy.
ths design and construction of warships, and
nagotiations with other races, bath player and
non-playar, Tha winner i3 the player who has
accumulated the preatest total population when
you decide ©o quit

Each game turn is five years in length. A

pame turn consists of 1) Commerce and ‘Com-
rmerce Rziding, 2) Depreciation and Production,
3) NE'-:,GKIEITI{‘."I. 4} Two rounds of Movement
and Combat

1.1 TALKING TO THE COMPUTER

To anter 2 respansa to the computer that could
anly consist of one character (such 85 & menu
cornmand or yesfno question), type the char-
acter without pragsing RETURW. To enter &
response that could consist of more than ang
character (such 2s & task force number or
number of items to be poduced), type the
entry and a carmiage return < CR>.

1.2 SAVING THE GAME

At tha end of each combat phase, the computer
provides yau with the opportunity of saving the
geme, The dik must pe initialized for 551 uss
during the games by following instructions
included in the game program (Atan ownars
may use any Atari formatted disk). Once a game
nzs been saved, you can resume it &t the point
you left off.

Mite also that toend the game, you go to
the save game routine. By typing E you end the
game. the computer 20ds up the victory pomts

nd returns you to the game with all playersset
to human 50 you can =see therm

1.3 THE MAP

The map is 2 20 % 40 squzre gnid containing
fifty star systerms of various types. The map
shows any mendly task forces at a star system
and any enemy tesk forces in star systems
contaning frigndly task forces or plansts. Thers
is also & tactical map which shows an area of
twanty by ten stars, This more clearly shows at
which systemns there are task forces. (See 4.0
LSING THE MAP for details.)

1.4 S5TARTING THE GAME (APFLE)

Boot the Scenano side of your disk; tha game
will begin automatically. After sefecting the
starting parameters for your game, you are told
to insart the Game side of your disk. If you are
using an Apple [l with Fascal. you must first use
wiour BASICS diske If you are using an Apple 1L
Wou must first go into Apale [ emulation mode.

1.5 STARTING THE GAME {ATARI}
Rermove all carmicges. then insert the Scenario
sude of your disk inta Drive =1 and tum on your
computer, If you own &n Atan 800xL hold
down the OFTION key while bootding. After
infdalizing e game values you will e told to
inzart the Game side of Your disk,

1.6 STARTING THE GAME (C-64)

To begin the game, insart the game disk and
type Load “=7.8 and press <RETURNZ, When
READY appears. type BUN and press cartiage
return < CR>,

2.0 GENERAL DESCRIPTION
2.1 PARTS INVENTORY

A, Game box
B. Rule book
C. 5" game gisk

2.2 DEFINITIOM OF GAME TERMS

Population Point (POF): The amount of peo-
ple on the warld, Each point does not represent
any given number of people; it just represents
the size of the population. A player wins by
having the largest population at the end of
the game.

Industrial Output Peint (10): Thiz is the bazic
unit of commerce, Each possible product which
you can invest in costs & certain number of 108,

Military Industrial Output Pelnt (Mil [0):
This 1= 8 unit of commerga which nzad only be
spent when buying 2 ship, an army or a dafense
tase. Each time you buy one of thess itemns you
must spend a number of Mil 10s.

10 Ponl: This s the total number of [0s which
you have scoumulated so farin the game. Each
time you buy 2n jtem it subtracts the cost of
the itern from the 10 Pool, 10s can be spent on
any cwnied or allied planet 2nd may accumulzt
frorn turn Lo turn.

Military 10 Pool: This is the totgl number of
Mil [Os that may be spent at a planet during a
given turm. Each tirme a preduct is bought which
requiras Mil 10s. the cost is subrracted from the
10 Fool and from the planzt’s Mil 10 Pool. Each
planet has a Mil [0 Pool detarmingd by that
planet’s industry. Mil 10 Pools are 2eroed 21 the
end of each Production Phase.

Agriculture (AG): This represants the amount
of land under cultivenon Each AG point provides
food for four populztion points and requiras ong
half of a population point to wiork it

Mine: This represents the amountof 1and being
mined for ore. fugl and other minerals. Each
mingz supplies one industry with enough ore to
operate and reguires one half of a population
point to be worked.

Industry (IND): Industry is what is used 0
manufacture the 0= and Military 105 nesded to
consTuct new ships. develop planets, and in-
crease your technological level Ezch industry
produces three 10s and two Miliry 10s and
requires one and ong half population points to
OpErate.

Active Industry: Thiz is the number of industry
that can actually produce 10s ., the industmy
with enough warkers and ore tD operate.

Environment (ENVT): This ishow weli 2 planst
supparts life, The maximum amount of AG that
& planet may have s equal to its environment
minus 50.

Resource {RSRC): This represents the amount
of minerals available on 2 planet and controls
the speed &t which mineson the planet depred-
zto. The number of minas on 2 planet may nevar
gacesd the planet’'s resource.

Star Type: Thas |5 the spectral class of the star
There are five star types. each with a di ‘Fe-r“‘
chance of having planets and influencing the
charecteristics of the plenets they do have:

B: These have 2 high chance of having planets.
Their planets will t2nd 1o be extremely low
anvironment ard extemely high resounces.
They are blue in color

F: These have @ moderate to low chance of
having planets. Ther planets will tend to be
high resource and average barely vable en-
vironments thowgh this varies considerably.
They are green in celor.

G: This is the spectral class of our sun. They
have a fair chance of having planats and the
planets tend to have good environment and
resource. They are yellow in calor {white on
the Applel.

K: Thase are the most commaon stars and
usualhy will hawve at least one planet. Their
plarets tend to have hioh environments but
poOr resources. They are red in color,

M: These stars are the armipit of the cluster.
Mot only do they ssldom have planets. but
the planets they do have are almost dlways
unuszhle. But they MIGHT have 2 decent
planet Onthe Atarl these planets are shown
25 banded: on the Apple they ars violet

Warships: These are ships which are capable of
ship-to-ship and ship-to-plenet combat. Each
warship i5 one of eight player-defined classes
and hzs an efficiency and technological level.

Efficiency (EFF): This represents the relative
rezdiness of 2 ship for cormibat, As 2 ship suffars
damage, its EFF drops. When & shig's EFF reaches
zero. it i destroyed. All ships which are not on
repair lese four from their EFF e=ch tum.
Ships on repair have their EFF restored to 100,
The loss of EFF raduces the ship's ability to
attack and dafend in cormoat, Only warships
have EFF.
Ship Class: There are eight user definable ship
classes in the game. Each ship class is rated for
the following charectenistics:
Planetary Bombardment (PB): Almost
useless in ship-to-ship combat, planetary
bombardment is extremely usetul against
SDFs and FOF=
Energy Weapons (EN): With a high rating.
energy weapons can do 8 great deal of dam-
age if they hic
Missile Systems {MS]): Missile Systemsdo
the same amount of damage no mattar
what the M3S: a high MS merely increases
the chance of 2 hit.
Evasion (EV]: A ship's 2vasion is s ability
o dodge eﬂerg}- weapons. The higher the
EV. the greatsr the chence of the enamy
missing with EN or PE.
Armar (AR): Armor s used to reduce the
damage done Dy EN hits.
Anti-Missile (AM): AM reduces the chance
of & missile scoring a hit on your ship.
Speed (SP): Speed controls how far the ship
may move during the Movement Phasa, A
task force may anly move as fast &5 s slow-
g5t ship. A ship's speed is equal to its tech
levzl addad o the speed of the ship's class.
Size(SZ): A ship's size determines its [0 cost
and the amount of ‘design points available
for its other chargcteristics. 4large ship also
takes less relative damage from weapon hits
than a small ship.




Technological Level (Tech): A player's tech
datemmines the tech level of any ships bemng built.
At tach 4 3 player may spend 10s to increass
a friendly planst’'s ENVT. If 2 ship has a highar
tech then the ship opposing it, all the ship's
characterisites (aside from size and speed) =re
increased by one for each level of tech differenca.
However, any charactenstic that was zero will
not be increased.

Transports (TRAN): Trensports are heavily
armaered but fragile ships whaose purpese is ta
carmy one colonist o one army. Transports have
a speed of two plus the curment tech fevel and
are assignad to task forces.

Traders: Tradzrs are fragile ships whose pur-
pose is to camy food and ore betwean worlds,
Ezch trader can camy one ore paint or food point
each tum. Traders are not assigned to task force
put arg in @ player trader pool and are provided
wiheraver needed,

Defanse Base: Defense bases are constructions
on 2 planet which defend a planet from space
attack. Defense bases are oither SDF= or FOFs.

Systern Defenses (SDF): AnSDF 5 a defensive
base butlt on 2 planet which has a Missile Rating
of 32. It is capable of supporting friendly task
forces which ara defanding that planetaswell a3
firing into spece at ships trying o bomb or
invade its planat.

Planetary Defenses (PDF): A FDF iz a defen-
sive base built on 2 planet which can anly fire at
ships in the planet’s atmosphere, but c2n only
be sttacked under the same conditions. POFs
have an Energy Weapons rating of 32, Both
PDFs ang SDFs provide ground suoport for de-
fending armmiss.

Armies: Armies zre used 1o oppose imvading
arrries and to fight guerillas. Whan there are
cnly invading arrmigs on 2 planat, the planet is
captured. When there are noinvading armieson
& planat, the planet is recaprured

Guerillas: Afer a planst has Deen capturad,
querillas automaticzlly appesr. In each produd-
tion phase in which guerillas zre stll operatmg,
they receive replacemnents, During each combat
phase, guerillas fight the invading armies. In
gach trade phase, guerillzs destroy 5om2 indus-
try. Once 2ll the guerilias have been destroyed,
the planst belongs to the invader asif itware his
nome warld,

3.0 THE GAME SETUP
Bafore a garme of Imperium Galactum begins, it
is mecessary to determnine the conditions undar
which the game is to be played. The Starting
Menu on the Scenario Disk shows the possibls
parameters, Tha highlighted items show what
conditions go into affect when the space bar is
pressad to start the game

The first option is NEW GAMESSAVED
GAME. If you are continuing 2 gams you saved
carfier, press the 17 key. Note that all the other
options turn off. This oocurs because 3 saved
game autornatically operates undar the condi-
rions existing when it was ssved

The next four options cantrol the s@tus of

the four players. By pressing the sporoprizte
keys (2-5), you determine whether a playaris Lo
be run By a human or the computer or s 0ot to
be 1n the game 2t all.

The next aption is only useful if there iz at
IEast on2 computer player. The solitaire level
determines the skill of the (omputer opponents
ractuslhy how many advantages are given 1o the
computer). Playing atlevel 1 gives the cormputer
an enormous edge. Flaying level 4 leave the
computar a2t a disadvantage. To change levels,
press the ‘6 key, and the highlighter cycles
around the four lavels

Ootion 7 determings whether or not there
iz a chance for indepsndent worlds, 17 YES is
chosen, there are ooozsional worlds which ars
glready partially or fully developed. but are not
run by 2 player. Trade agresments may be made
with independent worlds, allowing the use of
their production (but not their population or
armies}

Option 8 determines whether you want to
uss the map providad with the rules, or a map
randomly generated by the cormputer, [FYES is
chosen. the stars zre randomily placed and the
players” home systams randomly selected (but
ahways at a K. G. or F typa star), If MO is chosan,
the map is the one describad in the niles. and
the home systems are fixed 25 well In both
cases, the planats still 2re randomly determined.
so that each game 15 differsnt.

After the space bar has Deen pressed. the
compurer loads the smar data. If you chose 2
randaorn setup. it displays 2 possible map and
asks if it is aocepkabla IF you think the map is
interesong. typs Y5 if not type W and the
computer will display anosther map.

Next, you are asked, ‘Minimum starting
industry (3-60)7". Type in the minimum number
of industry you want your home world to have,
(Izis suggested you use S04, Each human payer
has a minimum industry basad on this number.
Ezch computer player has 2 minimum industry
based on the solitaire level

Firally, you are asked to name each player
in the game If the setup is not random. the
computer asks in player order. [T the semp is
random. the computsr asks in a random ardar.
Tris gllows human players to determine ran-
domly which player each will b, Thereis a slight
edge for player one. so determine beforehand
wih is to type in his or her name first. . . if the
first player t0 be namad is four. then the first
persan 15 player four,

4.0 USING THE MAP

During the gourse of the game, the mag 15
displayed 2 number of times The specific
decisions reguired each tims are 2xplained in the
sections on the phases of the game. The
following are general guidelines to follow in all
Ca5Es,

4.1 READING THE MAF

The strategic map displays all the star systems
in the game. The tectca] map displays an area
e quarter the size of the strategic map and is
usaful far making out what player task forces
zre ground what systems Any star system
containing a task force of the viewing player
shows the players sk force symbol at the
appropriate comer of the star.

FLAYER #1 a_ E PLAYER =2
Task Force Task Force
PLAYER #3 i O _€ PLAYER =4
Task Farce Task Force

A task force which is cumentdly moving.
that is, has a number of movement phases
before it amives at i3 desunztion (ETA other
than zarc, will not be displayed because itis not
in the systam. The task forces of other players
will be displayed if the enemy task force isina
system which conmins one of the viewing
player's task forces or a planst owned by e
viewing player

4.2 MOVING THE CURSOR

To ook at 2 star systam, give orders to planers
ina star systerm, or give ordars to task forcesina
star system, the cursor must be positioned over
the star system. The cursor starts the Controd
Adjustrnent and Movement Phases over the
playsr's home system. The cursor sters the
Production Phasa wherever the player leftitac
the end of the Control Adjustment Phase, To
move the cursor, type the key for the direction
gesirad:

YWhenever the cursor 15 ovar a star sysiem
the meny at the bottom of the map displays
the name of the star system and ITs tyoe.

4.3 THE PLANET DISPLAY
I a P is pressed diering the Control Adjustment
or Production Phase, or an °5° during the
Movement Phase, and you hawve wvisited the
systern {occupied the systam with 2 task force
=t the end of any Combat Phase), you can 2=
2ny planets in the system.

If there are no planets in the system, the
scresn prines ‘WO PLANETS. If there are planets,
thay are displayed a5 follows:

FLANET #1

ENVT: 53
RSRC: 59

10 POOL: 508

FLANET #2 OWHNER INDEPENDENT WORLD

ALLIED TO: THE HIVE MIND

HEGOTIATE: ¥ES FRIENDLY
FOP CNTRL 32 ENVT: 75 AG B POP: 32
MIN CHNTAL: 14 HSHC: 42 MINE: 14 WPP: 32

IND: 14
ARKY: 14

ACTV: 14

GLERILLAS: O 3DF. 4 POF 14

If the world 15 undeveloped or is owned oy
another player without a friendly task fonce
oocupying the system, it will marely show the
planet’'s EMVT and BSRC as for example, in
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PLAMET #1 above. { Please note that the words
“world” and “olanet” are usad interchangeznly.
However, the geme generally prefers to sp2ak
of “independent worlds” and “friendly planets”
or “enemy planets’, IT the planet is owned by
the viewing player. 15 an independent world, ar
is2n enemy occuplied planet with a frendly sk
fonce occupying the same systern. the computer
displays complete information (as in PLANET
#2 gbowa),

If the planet 12 an independent world and is
allied to & player, the allisd player will be
displayed directly below the owning player. If
the planst is 2 conguered world with guerilla
resistance, the ongingl cwner is Sirectly below
the current owner.

If the planet 15 an indepenoent world, the
negotiztion status of the wiewing olaysr s
digplayed [ that is whether the player s currently
negotisting with the planet). Next to the
negatiation status 15 the diplomatic stance of
the plamet towsard the viewing player. The
diplornztic stance ceterminss the likelinood of
the pienet &cepting a trade agreement with
the wiewing player. or, fourmently allied with the
viewing player the chance of bresking the
agreement {Throwing the player off the planst),

During the Control Adjustrnent Phase and
the Production Phase thera is an entry. the
Waorking Populztion Points {\WFP).This is the
amount of POP ngeded to mun all the A the
MINES as dererminad by Mine Control (MIN
CHTHLL and the IMD on the planst, Also, during
the Control Adjustment Phase and the Produc
tion Phase, the [0 Pool is displayed. This is 8OT
thz Mil Pool for that planet. but is the player's
total 10 Pool

5.0 THE GAME PHASES

Impearium Calactum is playad in game wms.
Each game turn consists of cormmearce fallcwes
by Two moves, [Flease note that the saquende
of player-computer interaction in 2 tum is
outlined in SECTION 12.0 SEQUENCE OF PLAY
IN & TUBN.}

The Trade Phase

. The Control Agjustment Phase

The Production Phase

The Magotiation Phase

The Post Megotiation Cormbat Phase

The First Moverment Phase

The First Comiat Fhase

The Second Movement Phase

The Second Cormbat Phase

~IpmMmoNDe

6.0 THE TRADE PHASE

During the trade phase, the computer acts to
create food. ore 2nd I0sand tredes them, At this
time, task forces on commearce @id or embsrgo
mizsions ttempt to destroy traders coming or
going from the star they're patrolling. After zll
I0s have been produced. mim@s and ships
depreciata, and ships on repair are restorsd to
100%: EFF and st to the owning player's tech
leval. Finally. population increases and guerillas
attack factories.

6.1 TRADING

The computar handies all trading. First the
computer creates food ponts. Each AG makes
four foed points and reguires ons half a popula-

=

ton peint to use Any AG in excess of the
availabla work force ks destroyed before it has
created any food. This is done for each of the
player's planets and allied pl2nets. The computer
then finds any friendly olanets which have
population in excess of the avalatle food and
any planats which have food in excess of the
populstion reguirements. Food is moved wi2
treder betwaen the two planets, ana food point
per trader. Traders do not maove to or from any
star system occupied by &n enemy task force
{that iz a task force on & gamisan, patral, repalr,
o mova mission). Traders moving to or from a
systern where an enemy task force IS on
commerce raid or embargo missions may b
destroyed. Friendly task forces on patrol
missions in systems where traders have Deen
lost may intercept the ensmy missions. Trader
zptains rnay refuse to go to any system where
ather raders have besn lost. (Trader dedisions,
based on the current situation and random
factors. are, of course, caloulated and executad
oy the computer. ]

after all food has been traded, any planet
with population in excess of the new food
supply loses the excess pooulstion.

Mow the computer creates ore in each
mine for whith there arg sufficient workers
Each mine produces ane ore point and requires
gng hall of a population point which has not
already workied to create food Surplus ora is
shipped to facteries in nesd of ore, in the same
manner 2= fiood was. Only traders which have
rot been used yet may manspart ore,

Finaly. the computer creates 10s from
factones that have a sufficient work force
available. Ezch industry producese three 10s and
two Mil 10s and requires ong and one half
population points (not wsed in mining org o
creating food) 10 operate

6.2 EXAMPLE OF PLANET ECONDMICS
Lat us take as an example & player who hes
three planecs: his home world (#1713, and two
colonies (*2, #3):

=1 CMVTO6 RSACER AGAS MIMNES (N0 POF 8L
=2 ENWT-55 RSRCE0 AGOS MINGT IND2d POFS4
1. ENUT.ES FSR1 ] ai:20 MINGS IND-0E POR1E

The player nas 40 traders.

The first thing the compurer does is create
food. On #1, ihere i5 a 46 AG, 0 23 POP
(4640 > V2POP/ AG) are required to crezte the
food. Planet #1 has 184 POP. easily enough
for the job. The AG crestes 184 food points
{4640 » 4/ 4G) which is just enough to feed
the population of 184 POP. There i no surplus
food, 2nd the populztion does not require any
additionzl food. On planst #2. there is 5 AG
g 2V POP (BAC » ¥ POPSAD) are required
for the job. Since there iz enough population to
perform the job, 20 food points (SAG X 4/80)
are produced. This feads enly 20 of the popu-
lation. so the remaining 34 POP stll need food.
On plangt =3, there isa 20 AGrequiring 10 POF
{2085 = V2POP/ AG) which the planat has. The
20 A creates 80 food points (2040 X 4/40)
which leaves z food surplus of 61 food points
{19 POP requirng conly 12 of the 80 food
points!, Since planet #2 needs 34 food paints.
waders attermpt to trensport the food, one
point at & time. betwaen planst #2 and planat
=3, This reguires 34 wadars. If a tader were
o e mterceptad by commmerca raiders 2T either

of the systams containing planets #2 and 23,
no food points would De lost: but another
trader would be sent until 21l nesdad food was
moved or the traders refused to attempt the
rmission. Now all planets have sufficient food
for their populations, so none starve, The
remaining exc2ss food on planet 23 s lost

The computer now works the players
mines. Planet #1 nas 63 mines requiring 31%:
POP. There 5 161 POFP available to work
{184 —23 used for AG) so the €3 mines
produce 63 ore points. Since seventy ndustry
require 70 ore points. seven are still neaded for
the IMD. On planet #2 thirby-ong mines reguire
15% workers. There are 5112 POP points awvail-
able (54 POP — 2Verequired for AG)L So the
mings produce the 31 ore points. By a not 5o
strange coincidence, they have 7 extra ore
which is what Is needsd on the home worid,
(Tne player knows what he is doingh Plaret
#3 has & mines requinng 3 POP. With 9 POP
left available the planet produces 6 ore points
which i exactly what it needs for its industry.
The computer now amemots to move 7 ore
from plenet #2 to planet #1 but only has &
aveilable (40 maders — 34 tomove foed = &),
Therefore the computer waould, if not inger-
cepted. move B ore points o planet # 1 {mayoe
the player isn't so smart after all],

Finally, the computer builds [0, At planet
#1_ the player has 70 IND, 62 ore peints 2nd
129v: POP. The ore can only supply 69 IND.
5o using 103%: workers, planet #1 will have
an Active Industry of 69, The lost indusiTy is
not destroved. but simply waits until the naxt
turn when there may be more er2, On planet
#2. there wera 24 IND, 25 ore points and
36 available workers. The ewira ore s lost, and
the 24 IND has the 36 POP it reguires. There-
fore planet =2 has 24 Actve IND, Pianetr =3
has & ore points, 6 INDand © avalable worksrs.
Theugh it has enough ors forits industry thesix
wirkers may anly operate 4 IND, since each IND
requires 1¥e PFOP. So planet #3 has 4 Active IND,

At tha end of the Trade Phase, planet =1
nasa MILPoolof 138 (89 X 2), planet =2 a MIL
Fool of 48 (24 2], and planst #3 2 MIL
Poal of 8 (4 x2). The player's [0 Pool has
BEX3+24X3+4x3=7291 more 103
than at the start of the Trade Fhass

6.3 DEPRECIATION
After the computer finishes trading. 1t Qo025
through ezch planst and depreciates the mines
on the world. Depreciation is dong by getdng a
randorn number between 1 and the rescurces
{RSAC) of the planer. If the rmndom number s
less than the number of minas on the planst, a
mine is destroyed. This process is repeated until
the depreciztion roll fzils. Thus the higher the
RSAC of a planet. the more mines jt takes to
cause 2 Nigh depreciation.

Ships also depreciate. Shipsnot on 2 repair
mission automatically lose four from their
efficiency (EFF) in each Trade Phass,

G.4 OTHER TRADE PHASE OPERATIONS
At the end of the Trade Phasa, all ships on repair
missions are restored to 100% EFF and st to
the owning player's currant tech.

Cuerillas destroy 2 certain number of IND
and rmines based on the number of guerillas.




Fopulation for each planet increases by
25% bur does not oxreed the population
cantrol {POP CNTRL) setting. (322 7.0 THE
CONTROL ADJUSTMENT PHASE]

7.0 THE CONTROL
ADJUSTMENT PHASE

Curing this phase. you hawve the ability to
adjust the population and the minng controls
on friendly planets and the negotation status
on indepandent werlds You zlso can break
off trace agrsements with allied independent
wirlds,

7.1 THE MAF MENU

At the start of the phase, the stretegic map is
displayed with the cursor over your home
systerm, At ths bottom of the map. youwill find
the star systern's name and type and the
question "LOOK AT THE (PILANETS IN THIS
SYSTEM, TYPE 1-B TO MOVE THE CURSOR.
[ TIACTICAL MAP OR (QIUIT?. To look at the
planats in the system or adjust their controls,
type P, To move the cursor, type the numbars
ane through eight as sxplained in Section 4
USING THE MAF. To uss the tactical map. type
T. When you have compleced the Contmol
Adjustment Phass, type ‘0 and you will move
an to the Production Fhase.

7.2 ADJUSTING PLANET CONTROLS

The Population Control ywou assign sets the
maxmurm population of the planet. The popula-
Ton nesds t© be fed or it starves. and it
increases £5% 2 tum. The population does not
autcmatically fall off to the population contral;
it simply does not exceed that level |15 purpose
is o insure that surplus food is possicle. To
adjust the population control, type F. When
you are asked what valug you weant the contol
sot to, respond with a number within the given
limits and press <CRZ.

The Mining Control figure you assign
assures that mines whichhave been lost through
depraciation ineach tur will e replaced. At the
end of the Control Adjustment Phase, the
compuier automatcally buys minas on each
planet where the number of mines is less than
the mining control. Of cowrse this only is
possitle if you have suificient [0s to pay tor all
the rebuilt mines. Mining Controls are adjusted
in the same manner as Population Controls,
gxlEpt that an ‘M s typed,

Megotiation Status Control det2rmines
whether or not you are negotiating with an
indepanaent world. To make a trage agreament
with an mdepsndent world (2lly to it), oype N
and the status will be set to YES. If you do not
Wish an agreement with the planat, tpe W
again: and the status will b2 set to MO, You
might chooss to do this just prior to mvading
an independent world since you may not ateck
an independent ward with which you ane atlisd.

For the same reason you may want to
break a trade agresment with an allied inda-
pendent. To do so. type "B This will not only
break the current trade 2greement, but will set
the negotiation status to NO

To adjust a planet’s controls, move the
CUTSOr over any systam you have axplored and
press PN you have visited the system (See
Secton 4.3}, the planet display will now be an
the screen. Below the planet display is the

quastion "ADJUST COWTROLS FOR WHICH
PLANET { 1.2.0R E{X)IT}?". Press the number of
the planet for which you wish to adjust the
controls of an X i you do not wish to (or are
unable to) give onders to any of te planets. The
pottom of the scresn will now show the
quastion "ADJUST (PJOF CNTROL {M]INING
CONTROL, (N)EGOTIATION STATUS, (B)REAK
AGREEMENT QR E(XIT?". Only if the planst is
an indepandsnt warld allied with you will the
break agreement option b2 given, Only I the
wiorld is independent will the Negotbation Status
option be offered. Players may not adjust the
Populztion or Mining Controls of independant
worlds,

8.0 THE PRODUCTION PHASE
During the production phass. you may Construct
ships, defense bases and arrnies. develop planets,
and spend 10s on research. At the start of the
phase, the map is displayed. The cursor is
situated whera it was at the conclusicn of the
Contral Adjustment Phase. At the bottom of
the mizp, you are asked to "LOOK AT (FILANETS
DR [WIAHSHIPS, (B)UILD, T¥FE 1-8 TO MOVE
THE CURSOR, (THACTICAL MAP OR {QLIT?".
To build on a friendly or allied indspendant
world. move the cursor aver the system {using
the keys 1-Bjand type '8, Tosee the @sk fonces
curently in the system, type "W When you
have finished the Froducton Phase type 0
and you will proceed to the nest player's
Control Adjustment Phase.

8.1 THE SHIF DISFLAY

If you press "W, the soreen clears and prints the
ship display. The name of the player owning the
ships is at tha top. Below the name is a list of
the ship classes and the number and average
effectiveness of all the player's ships of each
clazs. Below the ship classss, the numbsr of
transports in the system is displayed. Finally. all
the task forcas in the system are. Task forcesare
numbered from one to thirty-two,

At the botmom of the ship display, the
computer now zsks LOOK AT (TIASH FORCE
(RIETUIRN TO THE MAP, LOCK AT (FILANETS
OR (W}ARSHIFS, {8)UILD OR {WUIT FRODUC-
TION?. This offers the additional option of
seging the individual @sk force

B.2 THE TASK FORCE DISPLAY
If you have pressed T @0 look at an individual
task force, the computer asks “WHICH TASK
FORCE {1-32)7". Hespond with the numbser of
thiz task force you wish 1o see. The screen will
show the Task Force splay for that task force.
The number of the task force D2ing
gxamined = at the top. Below this, the com-
puter prints the task force's curmant position (if
maving this is the star from which the ask
force left). the task force's dsstination, the
number of movement phasas before itarrives at
the destination {ETA). and tha mission the task
force is currently performing. In 2 column onthe
nght are the number of transports in the task
force, the number of armies. and the population
being camisd. Fimally, the display shows sach
ship in the tzsk force. Each ship has an |0, type
{or class), efficiency, and tech level. If there are
miore sNips in the task force than arz displeyed
on the screen (Le the soresn is full). type MY
znd more of the sk force’s ships will be shown.

1f fior any reasen you wish to desmoy any snipsin
the task force, type &n 'S and you may stuttls
the ship by typing in its 1D number znd 3
<CRZ>. When you finish looking 2t the task
force, type "X'; end the main menuy will regum,

83 PRODUCTION

I you type B’ (Build} from the main menu. you
will be asked "WHAT PLAMET MUMBER (12
OR X)?7". Respond as you did during the Control
Adustment Phase with the number of the
planstoran X to exit. Ifyou own that planst or
zre 2llied to it, you may build on it

When you build on 2 plEnet. the screen
shows the Active Industry on the planat, your 10
Pool, the planet’s Mil 10 Poal, and theminimurm
recommended traders. The miniMmum recom-
mandad traders is calculzred by the computer
for all your planats Next. exch of your ship
Classes 15 shown: the Class mame (typel, the
class characteristics and the total number of
that ship class that vou own. Below this are two
columns. The firstcolurmncantains wems which
require Mil 10s to purchase, and the second
column consists of itemns requiring only 105 1o
purchasa, The transports and traders show the
total number of each that you own. Tech shows
yaur curment technological level. All otheritems
show the amount of the item an the planet

The cursor appears over the nurmber of
ships of your first class. To purchasze zny of thess
ships, type the total numbsar you want o own
followsd by a <<CR>>, If you don't wish to
purchase any new ships, ype <CR>: and the
oursor will move to the next class. [ you type a
number, the number must oe 2t least as large 2=
the current vales, Once something has been
ordersd to be constructed it is constructad. 5o
make sure you want it before you buy it. To buy
any itern requiring Mil [Js. you must have both
the number of 10s and the number of Mil [0s
required for punchase of that item. In addition.
the planet’s Active Industry must equal or
excesd the Minimum Active Industry require-
ment for the item. Thus, for sxample, t@ buy
thres madiurm ships. the planet must have 24
Active Industry. and must be able to spend 38
I0s and 36 Mil 10s.

As you contdnue to type in numbsrs (or
< CR> if you don't want or can't affiord an
item}, the cursor moves from item to item. IF
the value of an item is already at its maxirmum,
then the cursor skips over the item, Armiss may
not be tuilt on capturad worlds still contzining
guerilias,

8.3.1 10 Cost Table

10 MIL 1D MIKIM UM MAX

ITEM  COST COST ACTV IND VALUE
Srmall Shep =1 ] o Tokal nurrter of
Medivm Ship 12 12 24 WEFETIRS may not
Leree: S = 35 o oxoecd 255
Transpot 5 5 0 255 per rash force
Traker .2 s 4 Mo hrmik
SOF 3 3 = u]

FOF 3 3 G k)

ST 1 1 2 255

Teon L=l 350 o o7

InLsLny B o v 100

Wina 5 o o ASRC

ACalure 2 o o ENVT-50
Environmenz 10 o 0 100, c2n't e buit

until Tech=4

8.3.2 Designing Ships
Thers are two other options availabls when the

]
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oursar is over warships. Besides 2 number or 2
< CRI=. you may type 'R for revise or 'S for
scuttle, When 2 class 15 scuttled, every ship in
the class is destroyed: and the class may be
regesigned to any size. When a class is revised,
all ships of the clzss which arg not on a repair
rmssion are dastroyed. All ships of the class
e repaired assurme tha characteristics of the
revised class. A revised Cigss iz alweys the sizs of
its predecoessar.

When yvou type 'R or 'S, the computer
asys for confirrnation, After confirrmation, ships
are destroyed as determined above If 'S 05
pressed. you are as<ad "WHAT IS THE SIZE OF
THE MEW CLASS (LWLS)F. Typs L for 2 large
ship. "M’ for 2 madium ship, or 'S’ for 3 small
ship.

You are asked to name the new class. The
class pame must cont2in at least one and may
not have more than four characters.

To the right of the number of ships of the
clazs, the number of design points that may be
spent an the ship class appesr. Ezch character-
15t costs the number of gssign points shown
an the following table

SHIP DESIGN TABLE

SMALL MEDIUM LARGE
SHIPF SHIF SHIF
DESICN FTS 16 3e 64
FE 1 1 1
EN 1 | 1
WS 1 1 i
EV 1 2 4
AR 1 1 1
AM | 1 1
SFD 1 2 4
MINIMUM BV
{NOT COST) 4 2

Desigrmg a class s sirmilar to busang a ship.
The cursar appears over the previous value of
the characteristic. To alter the wvalue of the
characteristic, type the value you wish. To use
the previous valus simply it <CR>. &5 you
finish with each charscterstc, the numbsr of
design points remaining is updzated; and the
cursor will move to the next characteristic if it
does not, you have typad ina valee that is either
below the minimum or requires mora design
ports than you can spend, Whan the spesd is
typed in, the cursor returns to the number of
ships in the class; and you can continue buying
iterme

9.0 THE NEGOTIATION PHASE
During this phase. you have the opportunity to
chznge your diplomatic stance towsrd othar
playvers, to negotiate with computer plavers
and, at the end of the phass, to leam of any
agreernents formed or broken with independent
worlds.

9.1 DIPLOMATIC STANCES
The diplomatic stance a player has toward
another player determines what actions the
opposing players” ships take during the Combat
FPhase. There are three stances: Friendly, Meutral,
and Hostile,

If 2 player 15 hostle to another player and
eath hasz task force inthe same system {not on
COMIMENCa raid, amargo, or withdraw missions);

5

combat oocurs. [F a player has a task force on
cormmarce raid or embarge missons in 2
system, he or she must b2 hostile to another
player to desooy that player's traders. If 2
player has 3 task force in a system conmaining
another player's planet, he or she must be
hastils to atlack Lhat player's planat,

& player who i neutral does not cause
combat tooccur and does not commerca raid or
attack planet=. However. the player fights a
hestile opponent at ro penalty

If two players ara friendly to each other and
they have task forces in the same system as
snother player with whom they are both
nostile, they fight together in combat against 2
common e, In the case of invading 2 world, tha
player who was listed first when the computer
announced the combat {the conmolling player)
iz considerad the owner of any world captured

EXAMPLE: Player =1 and Flayer #3 are at-
tacking & planet. Both contribute to capruring
the planet. but because Player #3 was listed
first, Flayer #3 will bacome tha owner of the
plansc

MOTE If two human players have made an
ggresmeant in which the non-contralling plaver
has agreed to get 2 planet, smply have the
contralling player withdraw tefore imvading
with arrmies.

If the task forces of two players, one of
whom is nostile ana one of whom is friendly, are
m a systerm. combat occurs BUT ON THE FIRST
ROUND OF COMBAT. THE FRIENDLY FLAYER
WAy NOT SHOOT BACK!

Players ahways are considerad to be hastils
1o independent worlds with whom they are not
glied znd ngutral to any independent worlds
with whaom they are allied. Since being neutral
does not allow an at2ck on a planst. 8 player
may not attack an =lied independent world.

9.2 THE DIPLOMATIC STANCE TABLE

All operations of the Negotiztion Phase ars
ronducted from the Diplomatc Stance Table
Thiz @0le =hows your stance toward each other
player and the stance each other player had
toward you in the LAST TURNM.

At the bottom of the table, the menu asks
‘THANGE STANCE TOWARD PLAYER (2.3.4)
(MIECOTIATE WITH A COMPUTER OPPONENT,
0R EXITY. Te change your stance toward 2
player. simply Type the player number. Your
stance tovard the player cycles from riendly to
neutral tohostile and back to friendly each tims
you Type the player's nurnber. Tonegotizte with
a computer opponent, type WL When you are
finished with the negotiztion. phase nypa X

If you type "M’ for negotiate, the computer
a5ks you with whom you wish to negotiate and
displays all players run by the computer. Choosa
one of these players by typing the player
number. ¥ou will then be 2sked IT you want the
player | FIRIENDLY QR (NIEUTRAL TOYOU, OF
HOSTILE TO AN OPFOMENT . ., If you wish the
player to be friendly to yow type F. If you want
the plaver neutral to yow, type N If you want
the player 1o be hostils toward ancther player.
type the number of the other player. At this
point. the computer either accepts or refuses
your offer.

9.3 NEGOTIATION WITH

INDEPENDENT WORLDS
After you have exitsd the Megotiation Phass oy
typing X the computer informs you of any
changes in trade agreements. Trede agTeemEns
allow you to use the production of the indepen-
denr worid. Before any agreements zre made ar
prokan. an independent world may change its
stance toward you. Therzisa 10% chance of the
world becorning more friendly and a2 10%
chance of it becoming more hostile. If the world
iz hostile. there is a chance it will become
parmanently hostile,

Hostile independent worlds have 2 25%
chanrce of making an agreement with you and a
S0% chance of breaking an agreament with
you. Meutral independents have a 50% chance
of making an agreement with you and 2 25% of
briesking off. Friendly independents have 2 905%
chance of joining you and a 10% chance af
throwing you cut. You may make 2n agreement
only with an indepencent world which is not
currently allisd to another playss and wath
which you are negotiating (NEGOTIATE = YES),

10.0 THE MOVEMENT PHASES
In this phase. the players can move ships
between task forces in the same systermn, load
and unload transports on friendly plarsts, and
arder task forces onto missions,

10.1 THE MISSI0ONS

There are six missions that can be assoned o
task forces, The first three (Gamison, Repsir,
and Fatrel) donot cause the task force to move.
The second three {Commerce Raid, Embango,
and Move) allow the task force to be moved to
anothear system.

The garrizon mission causes tha task fome
to sit 2t 2 star system and defend it 2gainst
enemy task forces entering the systam. Task
forces on gamrison do not attzmpt to find
ENErMy (ormImearce r2id missians.

The repair mission may be ordered only in
the First Movement Phase, ang only to task
forces in a systemn wath (1) a frendly world
which hias industry or (2] an allied independent
world which has industry. In the Production
Phase, the ships of friendly task forces on repair
rmizsions returmn to 100% EFF and assumea the
TECH which the player had at the start of the
phase, Thay are mot destroved iF the player
revises the ship's ¢lass. Task Forces on repairdo
not returmn fire during combat.

The patrel mission is identical to the
OAMson mission, except that task forces on
patrol attempt to find and engage enemy task
forcas on CoMmImerce raid or emiargo missions.

The commerce raid mission sands a task
force to search for enemmy traders coming or
going from the system whers itis stationad, Kit
engounters & patrol. it fights one round and
withdraws. Commeare raiders are not considered
o be inasystem, 50 they are not imaclved inany
combat within the systam. Nor ane they con-
siderad o have entersd the systam for the
purpose of determining whether or not 2 player
may look at the system's planet=

The embargo mission is identical to the
commearnce raid mission, axcept that it is more
agressive. Task forces on embargo have a higher
chance of finding traders and being found by




patrols. Additionally, they are not regquired to
withdraw from combat after the first round.
The movement mission sends its tzsk
force from its cument smEr sy=tem 2nd moves it
toward the system given for jts destination.

10.2 THE MAF MENU
When you first enter the Movement Fhase, the
strategic map is displayed with the cursor over
your home system. At the bottom of the map,
the computer asks. ‘TYFE 1-8 TO MOVE THE
CURSOR.{C)HANGE THE MAR, (O}HDER FLEET,
LOOK AT YOUR (FJLEET. THE (5)Y5TEM OR
(QIUIT?.

Typing "1° through '8 moves the cursor 2s
it does in other map displays. end typing 'S
returns the Planet Display. Typing 'F provides
the Ship Display, but you can choose whether
you wish to lonk at the t2sk forces in the
systemn or &l of your task forces. When you have
completed all your movernent, type " to guit
the phasa,

Typing 2 T allows you to change the map.
The computer then asks, THANGE TO THE
[TIACTICAL MAP. THE MISSION DISPLAYED TO
(CRP.CEMA)} ORE[X)T?. To use the tartical
map. type T. If you are on the tacticzl map.
type 5 to return to the strategic map, Normally,
the maps show all of your task forces which are
not in transit. if you type 'G. 'K, 'F. 'C, 'E. or
‘M. gach map shows only those of your tzsk
forces which are on garmison, repair. patrol,
commence raid, embango, or move missions.
Typing "A’ restores the map showing all of your
task forces. Typing ‘X returns you to the
a0 men..

10.3 ORDERING YOUR TASK FORCES
By typing "0 from the map men., You can order
thiose of your task forces thet arg in the system
under the cursar, Ordenng includss the ability
0 split task forces and anster the shins of one
task force to another, as well a5 loading and
unloading transports and assigning missions oo
rask forces, When you type 0, the computer
asks, "WHICH TASK FORCE {1-32)7". Respond
with the number of a task force within the
system. The computer then will ask, {LI0AD
OR {UINLOAD TRANSPORTS, {J)OIN OR{S)PLIT
THE TASK FORCE. SET MISSION (G, R.F.C,EM)
OR [E(XHT?.
10.3.1 Loading Transports
The opticn to load or unload Tanspors is
offered only if the task force being ordered has
transports. Each T=nsport may amy one anmy
or ong colonist (POP pt.). To load transports,
ype {L). You are asked the numbserof the planat
from which you wish to load. Typing "X returns
you ta the previous mend. Only planets actuslly
belonging to the playver may be enterad,
Mext, the computerasks for the number of
armmies you wish to take off the planetand gives
you a range from which o respond. Enter the
number and <CR>. If there i any space lefton
the transports, the compoter asks for the
nummber of colanists {POP) you wish to take off
the planet and gives you a renge from which to
respond. Enter the number and <ZCRZ. At this
point, the transports are loaded as you wish
them to be,

10.3.2 Unloading Transports
Unloading transports olours in the same mannear
as loading them. The planet must be & player

owned planet. ar in the case of colonists. &n
unclaimed planet. The computer anly offers to
uninad armias or colgnists iF you have some
aboard your transports. Unloading colonists
onto an unclaimed world asserts your claim on
the world; and in the next production phasa.
you may buy AG, Mines, e Remember.
however, that the unloaded colonists must
pa feal

10.3.3 Splitting Task Forces

T split & tesk force into Two or more tesk
forces, type S, The Task Force Display appazrs
on the screen. At the bottom of the display. the
computer prints, "NEW TASK FORCE = = &,
This iz the task force being formed from the ong
o which you ars giving ordars. The new task
force will be identical to the onginatng task
force, except that it will be emipty. Below the
new task force declaration, the comouter asks,
‘TRANSFER (TIRANSPORTS. WARSHIPS BY
(E)FFICIENCY OR ([)D. OR E(X)NT7.

To fransfer tramsporss to the new task
force, type 7. You are asked for the number of
ransports yol wish to rransfer. Respond witha
number betwesn z2ro and the maximum
mansports owned. Transports carmying ammies
are transfermed first, then those camying cola-
nists, and finally ampty Tanspoarts.

There are two ways to transfer warships to
The new task force. Ifyou type T, the computer
asks for the |0 of the ship to be transfamed. You
mzy respond eithier with 8 single ship or & range
of ships. To transfer 2 single ship, type the 1D
number of the ship and <CR>. To transfer a
grou pof ships, type an ID number and 2 comma,
followeed by another IDnumber and a <CR=_ All
stips in the tasx force petween the frst 1D
number and the sacond (D number (inclusive)
then zro transfemed o the new task force,

The other way to transfer warships is 1o
ype E. The computer 2sks. TRANSFER SHIPS
AT EFFICIENCY BELOW (1-100)7. Bespond
with @ numbar between 1 and 100 and <CR>.
All warships in the task force with an EFF below
the numiber entered will be transferred to the
new force, This is 2 good way to break off
rippled ships.

After manserring ships by ID or EFF. you
may transfer more to the same group by again
typing 'E. T or 'T. When you have finished
transferring all that you wish to, Typean 8. The
Task Force Display sppears again. this time
showing ths task fonce with its new composition.
10.3.4 Joining Task Forces
Tojoin two task forces, type J. The computer
prints the Task Force Display and asks, TRANS-
FER TO WHICH TASK FORCE?". Respond with
the number of a task force which is in the same
system and which is not on a repair mission.
From this point. follow the procedure used for
splitting & task force. All ships transferred are
transfermed to the chasen task force. No more
than 255 transports may be placed in one task
force. If 2ll the ships in a task force are trans-
ferrad. the task forcs is eliminated,

10.3.5 Setting Missions
To set the mission of a task force. typs the
corresponding letter:

Garrison G Commerce Raid T
Reparr 'R Embargo 'E
Fatrol 'F Move W

if you order the task force to a comemencs
raid, embargo ar move, the map appears: and at
the botrom, the computer asks. "WHAT IS THE
CESTIMNATION {TYPE THE NAME OR 1-8 TO
MOVE THE CURSOR AND < RETURM> WHEN
FINISHED)?'. I you know the name of the
destingtion system. type in the letrers of the
=ystem withouta < CR>_ Az you are typing tha
lerters of the systemn name. the computer
fompares the letters with system names. A5
s00n &s it has enough [etters to detarming the
destination, the computer prints the star
System’s name. The other way to indicate the
destination systerm is to move the oursor. I you
Type 3 number, e compUter moves the cursor
3% |1 mormally does, When the cursor is over the
destination system. oype < CR>.

Once the destnation system has been
indicated. the computer prints the destination
and the number of mowement phases it will
take the task force to reach the destination
{ETAL At the end of each movement phase, the
ETA 15 redured by one. When the ETA rearhes
zarn, the msk force has armived at its desdnation
All destingtions must De & star system within
two turns travel of the task fonce, A task forncs
fravels with the speed of = slowest ship
Transparts move with a speed of two plus tha
player's tach level,

If the target is within range of the task
force, the computer asks for confirmation. By
Typing Y. you send the task force off to its
marget Task forces which previgusly have been
ordered in the same Movement Phase may be
recalied ang given new ordars by attempting o
order therm aogain,

11.0 THE COMBAT PHASES

In this phase, the computer looks for opposing
forces in the same system. After resolvng il
ship engagaments, the computer looks to s2e I
zny tzsk forces are eligible Lo attzck planets
After all planetzry combats are resolved. the
computer resclves all guenlla-army combats.

11.1 SHIP TO SHIP COMBAT

If oppasing forces are in the same system. ship
to ship combat occurs. The computer announces
that therz i3 a fleet engagament at the site of
tha battle and lists the attackers and defenders.

11.1.1 Choosing the Combatants

MNOTE: This subsection is for your information
only and will not affect your decisions,

The defender is chosen on the basis of
which pleyer was in the system first and which
players have planets in the system. After the
artacker and defender arechinsen, the computer
draws in all allies of the defender which are in
the system. If any of thesa allies are not hostile
to the attacker and the attacker is not hostile
to them, the attacker withdraws rather than
fighting. After the defender's allies nave been
brought in, all of the attacker's allies in the
aystem which are hostile wo &1l of the defenders
2re brought in
11.1.2 Retreat Options
Each player in tum is given the option of
examining his or her task forces, the enemy
flaet. and targetable planets. Whils axamining
the task force, the player may also join and split
the task force. If the combar is in its second
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round (ia. the ships have shot at each other
once during this engagernent), the plaver has
the option of withdrawing all, some or none of
the task forces from combar

To examine a friendly task force, simply
type 'F. The computer asks which task force
and prints the Task Force Display., just as it coes
during other phases. With The Task Force
Display shown, the player may join and splic
t2sk forces normally, with the addad restriction
tihat ships may be transierred anly to other task
forces involved in the combat.

To look at the enemy fleet. type 'E. The
computer shows the number of ships of 2ach
Clazs the computer player has, and an approx-
imation of the average weapons rating of the
enemy fleet.

T sec any planets owned by the defending
players, if any, Type L. Independent worlds are
not shown @ no player owns these worlds.

To withdraw all vour task forces from the
engagement. type & If there are no enermy left
in the system. then your task forces will remain
in the system. To withdraw a task force from
Combat, typs 1. The compurer asks which task
force to withdraw. Type the number of the
desired task force and </CRZ=. This action is
gxtremely useful when combined with splitting
and joining if you wish to remove damaged
ships from the fight during an engagement.
11.1.3 Combat Options
In this section, the rules refer to 2 tactical
diszdvantage. Tniz tactics] disadvantage 15 a
25%: decraasa in the affected player's firepower.
After |ooking over your forces, the computer
provides you with options based on the situation.
The Combat Optons are ahways chosen by the
controlling player in an alliance (that is the
player who was listed first when the computer
anrouncad the combat. If you are fighting an
enemy fleet. you will either be fighting near a
planet or far away from a planet. If the engage-
rment is near a planat, the defenders will receive
the benefit of the planet's S0Fs. Each S0F has
a 16 MS[ Missile Systern Rating) when support-
ing & defending fleet. If the engagement 15 far
from the planat, the defending ships are on
their own.

If there are no targetatle planets, the
engagement will automatically be far frem a
planet {you can't use the defenses of a planet
niat your own). If there are one or two targetatle
plenets. the attacking player may choose to
attack a planat (the player designates the
terget] or may engage the enemy. Choosing to
altack a planet iz declaring 2 hit and run raid.
Tne player racklessly drives on e plenet. fires
all lang rangs weagons and 1eaves the systam.
The defender may choose to defend a planet
{the player designates which) or engage the
ENEMY.

If the attacksr and defender both choose
to engage, the combat cocurs in deap spaca. far
from ey planet Any gme the battle i in deep
space, each player has the option of targeting
any enemy transparts. [f the opton is chosen,
the player's task forces fights at & tactical
diszdvantage. but shoots at enemy tRARSDOTS
as well 25 enemy warsiips.

If the artacker chooses to attack 8 planat
arl the defender either engaged the enemy or
defend=d the targeted planet. & round of
combatis betwesn theattackers and defanders,
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with the attackers hawing a tactical dis-
advaniage. At the end of the combat round, any
surviving attackers will bomi the planet des-
troying industry. mings, agriculture, armigs and
populztion. The amount destroyed 5 based on
the strength of the attackers. Energy weapons
are not effective in bombing a planet. missiles
are partially effective. and planetary bombard-
ments are fully effective. After bombing the
plznet. the attacking task forces must with-
draw. This means the only way to capture a
planet when the enemy is present is ta engage
the enemy and destroy them or forge them o
wi thdraw.

If the attacker chooses o attack a planet
and the defender i protecting a different
planer. the atmcker fights the planet's S0Fs
and any survivors bomb the planet After the
gttacker Domos a planst. the attacking task
forces immediately withdraw,

11.2 5HIP TO PLANET COMBAT

Any time 2 ship to ship engagement is fought
and the defender withdraws, the attacker has
tha option of attacking the defender’s planatsin
the system. In efther the First Combat Phase o
the Zacond Combat Phass, after all ship to ship
combat is over. players in a system containing
enerny planets o non-alliad indepandant worlds
have the cprion of armacking those planets. A
player has the option to attack only if the attack
strength of the fieat is at lgast sixteen. This is
provided so a player will not know whethar an
enemy scout is sitting over an independent
world.

11.2.1 Retreat Options

The abilities to retreat, rearrange task fonces,
ete, are the same during ship to planet combat
25 with ship to ship compat, with the following
EXECERTIONS:

A player is never reguired w attack a
planet: heor she may break off action before the
first round of combat.

There is noanermy flest to look at, 5o thers
B no option to look at the enemy.

11.2.2 Combat Options

The combat option is chosan by the cantrolling
player in an alliance (that is, the player who was
listed first when the computer announced tha
combat). The options availatde arz basad on
whether or not there are defense bases on
the t@rget planst

If there are defense bases (S0Fs and PDFs)
the computer asks, (A)RMY ATTADK, (FILEET
AMD ABRMY ATTACK, ATTACK THE PLANETS
{D)EFENSES, (BIOME EXTRAINON-MILITARY)
TARGETS OR {G}ARRISONT.

To glimingte the defense bases, type TV
The computer 2sks if you wish to attack from
space or atmosphere. If the fight tasks place in
spaca, the POFs are not involved in the combat
Further, the attacker's P2 and M3 weapans, a5
well a5 the defending S0Fs, are at reduced
strength, while the attacker's EN weapons ara
not useful 2t 2l If the fight tekes placs in the
planer’s atrnosphere. all weapons and Dases
contribute to combat.

Tix oty other tzrgets, such asindustry. 85
you are attacking the planet’s defenses, type B.
This places your shipsat a tactical disadvantage.

If you decide you don't want to attack the
world after all, type G the fight ends. just as
you had typed & during the retrest opricns

To capture a8 world, it is usually best o
eliminate the enemy defense bases first. How-
ever, if you wish to capture the werld with the
defense bases intact so that you rmay use them,
type 'F. Your fleet enters the atmosphers,
ignoring tha enemy dafensa basas. The defending
defense bases gratefully blow as many attacking
ships out of the skies as they @n. Surviving
ransports unload any armies they are carmying
and surviving warships stop soeening your
transports long encugh to attack opposing
armies. The defending basas also do their best
o destray the ati=cking armies.

If you type 'F. the computer in the next
combat round thoughtfully allows you 1o
abandon your zrmies with the [ AJRMY ATTACK
apticn, If you type 'F. your fleet again goes into
the atmosphers 1o SUpport your armies. If, asis
more prosable, vou find that your fleet isheavily
patterad and you do not wish to risk them
agzin, you may type "A'. Your armies then fight
the enemy armies while the ensmy defense
bases again support the valiznt defenders.

At the end of a combat round. if there are
no enermy armies left on the plenet. the planetis
ronsidered captured: the battla is over. On the
other hand, if there are no attzcking armies l2ft,
the assault has been successfully fought off; and
the attacker is left to flgure out what to
dao next.

If thare sre no defenss bases at the start of
a combat round, the computer asks, [B)OMB,
(FJURGE. (CJAPTURE THE PLANET, OR
[GIARRISONT. Since the planet 15 unabls to
defend itself, all these actions are without nsk
to your ships. If you don't wish to atmack the
planet, type G

To cut back on the planet’s armies before
attempting tocapture it type "B, Unfortunately,
this also destroys some of the industry. mines,
and population that you are attempting o
capiure.

To capturs the planst, type T Your flaets
and 2rries attack the planet, just as if you had
typ=d 'F when thers wers defense bases. Inthis
case, however, there ars no defense bases: and
your fleet and arrnies kesp attacking until thare
are no friendly armies or there are no enemy
armias left on the planet.

Finally, if you do not want anyone to have
the planet. typa ‘P Purging  planet eliminates
all traces of life on the plznet without disturbing
the environment. In fact, the world becomes
just the same as any other unclaimed, un-
devaloped world.

11.3 GUERILLA COMBAT

After a planet is captursd. 2 number of guenillas
equal to the planet’s AG appear on the planet,
These guerillas destroy industry and mines
during the Trade Phase, znd fight yourarmissat
the end of the First and Sacond Combar Fhaszes.
Further, until the last gueriliz is destroyed you
are unable to build arrmigs on the world. [Eisnat
truly yours.

Fighting querillas is somewhat difficult
and fleet support does not help. Each guerila
Attacksan army with a 12% chance aof destoying
it. At the same time, each army attacks 2
guerillz with 2 25% chance of destroying it and
a 12% chance of destroying a POP paint.

If at the end of a Combat Phase there are
no guerilias left on the planet, the planst is




considered the attacking player's just as much
as if he or she were the original owner. If at the
end of any combat phasa there are no armiss on
the planet, but there are querillas; the planet s
considered recaptured and belongs to the
original player. If at the end of the Trade Fhase,
there are still guerillas on the planet: the
guerillz force will recruit back to the planat’s AG,

12.0 SEQUENCE OF PLAY
IN A TURN

L Computer Action
Computer carries out each player's tradein
the Trede Phase
IL Player Action
Ezch player in tumn moves through the
foliowing:
Control Adjustment Phass
Mep Display
Decisions ACtion
Production Phasa
Map Display
Dedsions Action
[1l. Human Flayer Action
Negotiation Phase
Ciplomatic Stance Table Display
Dedsions Action
V. Computer and Human Player Action
Computer camries out negotiations for
independent worlds
Results Displayed
Post Negotiation Combat Phase
Computer detarmines whenz combat con-
drtionsexist and players execute combat
Results Displayed
Opportunity to Save Garme
W. Human Player Action
Each player in tum moves through the
following:
First Movemnent Phase
Mzp Display
Decisions Action
V1. Computer and Human Player Actiaon
First Cornbat Phase
Rezults Displayed
Opportunity to Save Game
VIl Repeat of V. and VL for Second Movemnent
and Second Combat Phases

13.0 ASSORTED RULES

13.1 Any planet which has no POP on it
immediately loses any agricutture, armies
and querilias. The owner loses ownership
and the first player to land any colonists
claims the planet along with its mines
and industry.

13.2 Task forces which have been in
transit for one movement phase may
not be given any orders until they arrive
at their destination.

13.3 At the end of each combat phasa.
you have the chance to save the game.
When the computer asks if you wish to
save the game, type Y. The save game
program loads. Follow the instructions

on the screen to save the game. You can
return to the game after saving it

13.4 A ship with a movement of one or
more adds its tech level to its speed. A
ship with a speed of zero i5 always speed
Zeno.

14.0 VICTORY CONDITION

Imperium Galacturn lasts through as many
tums &s you wish. When all players agree to end
the game, enter the save game prograrn (by
typing Y at the conclusion of the combat
phase) and type 'E. The computer asks for 3
confirmation. Type 'Y {Yes) to confirm. The
computer calculates the total population for
gach player. Independent worlds and worlds
with guerilias provide no victory points to any
player. Otherwise. each point of POP is worth
one victory point

After the wictory point totals and the
winner have been displayed. the computer sets
all players to human and allow you to retum to
the game. This will allow you to look at the
opposing players’ fleets 2nd planets.

15.0 PLAYER NOTES

The following principles and techniques were
found to be successful during play testing, If you
wish to learn these from your own experience,
you may cease rezding and start the game

The optimum numbercf mines on a planet
is approcd mately the resource [evel minus five.

We found it best to provide ascort vessels
to screen your l2rge ships. This is aspecially true
when attacking planets, where PDFs can
seriously damage {if not destroy) your toughast
ships,

As your tech level intreases occasionally
withdraw all ships of one class o your home
wuorld and place therm on repair, This allows you
to revise the dass and trade the speed you have
qgained through tech for mere ammaments and
defenses,

A5 warships get below 2n EFF of 88, sand
them home for repair. Low EFF ships are easier
to damage and do not do a5 much damage as
intact ships

Mever let a heavily damaged ship fight
Instead of throwing it away while it can't fight
well, withdraw it from the combat and let it
repair and fight another day. Remember, re-
pairing 2 ship does not cost [0s, while building
one dogs. This holds true espedially for large
ships,

When attacking & planat, attack in the
atmosphere. Do not atack 4 planet until you
have a ratio of at least 3:2 of warships of various
cizes to defense Dases

Don't invads 8 warld unless you have at
least a 5:2 ratio of armies to the planet’s AG
level. This ratio is adjusted upward or down-
ward slightly for the number of ammies the
npposing player has. If you are invading while
they stil have defense bases, count each defensa
base as an additional AG point.

The best way to colonize a planet is to
send one colonist down to the world toclaim it
During the following production phase, buy all
the AG. mines and industry that your waiting

colonists can work. Then land the remaining
colomists in the following movement phass,
Remamber to make sure you have surplus food
and a trader to Keep that first colonist alive.
On the turn BEFORE you load your transports,
sat the population contral N — 1 points higher
than it currentdy is. where N = the number of
colonists you plan to lead. Next production
phase the populaton increases to that level
{Population increase comes AFTER starvation).
In the Control Adjustrment Phase of the tum
you load the transports reset your population
contral 1o its former level minus one. This
insures that there is one surplus food. In the
following movemnent phase load your trans-
ports and be off. In this way you lose only one
POP from your work forca, When you buy for
the newly colonized planet. insure that there
is enough AG for the populadon and enough
left over for the population to grow. When the
colony has enough AG to feed its POF, restore
the POP CNTRL of the original world to its
starting level,
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Tg~ captal system 10 COST TABLE
MINIMUM
PLAYER SYMBOLS ITEM 10 COST MIL [0 COST ACTIVE IND MAX VALUE
PLAYER #1 3_ E PLAYER #2 Small Ship 5 = 10 Total number of
Task Force Task Force Medium Ship 12 12 24 warships may not
O large Ship 35 35 70 excesd 235 ]
,';‘;::E“ *3 _e F,'l_mtﬁlf e Transport 5 5 10 255 per task force
e L Trader 2 z 4 No limit
CURSOR MOVEMENT L : r &
Army 1 1 2 255
Tech Level 350 0 0 7
Industry 8 0 0 100
fdinz a 0 0 RSHAC
Agriculturs 2 1] 0 ENVT-R0
Emironment 10 0 ] 100: can't be built
until Tech = 4

ECONOMIC NOTES

O Each AC makes 4 FOOD and needs ¥z POF

O Each MINE makes 1 ORE and needs ¥z FOF

O Each IND makes 3 [0z and 2 Wil
needs 1 ORE and 1% POP

0= and
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STRATEGIC SIMULATIONS INC

SHIP DESIGN TABLE

SMALL MEDIUM LARGE
SHIF SHIP SHIP

DESIGNPTS. 15 32 54
PB 1 1 1

EN 1 1 1

MS 1 1 1

EV* | 2 -4

AR I 1 1

AM 1 1 1

SPD 1 2 4

* Minimum EV (which is free} is 4. 2. and
1 EV for small, medium, and large ships.
respactively.

MISSION ASSIGNMENT

MISSION CODE
GARRISON G
REFP&IR* R
PATROL P
COMMERCE RAID  C
EMBARGD E
MOVE M
WITHDR&EW W

* May only be given during first movement
in system with frizndly or allied inde-
pendent industrial workd




