




















lars. Because of this, Security Forces
are best applied in a defensive pos-
ture.

Regulars are the backbone of your
ground forces. Well equipped and
trained, they perform well both of-
fensively and defensively. The dif-
ference between Light and Heavy
Regulars is essentially one of equip-
ment.

Special Forces are small, elite units
trained in independent operation.
As such, they require little in the
way of fleet support in an assault on
a system and may be launched from
any ship that can carry cargo.
Moving a Task Force

Durir;iyour movement phase you'll
have the opportunity to move any of
your active task forces between sys-
tems, subject to the limitations of
range and the task force’s condition.
The movement range of a task force
is equal to that of its slowest ship
and only readytask forces can move.
If a task force isn't in a friendly sys-
tem, there's a chance it will fail to
become ready. Should this happen,
you'll have to reassign its ships to
another task force to get them out.

When you select Move Task Force
from the Move menu, the computer
will prompt you to select a system of
origin. Choose the system in the
same way you would select a system
to examine. Starting with the lowest
numbered ready task force in the
system, the computer will show you
task force number, size, commander,
mission and total cargo in the large
dialog box at the bottom of the
screen. You'll have the option to
skip each task force.
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If you want to move the task force,
simply select a destination system.
If it’s within range, the computer
will ask“you to confirm the move
(oncethe task force isini-Space, you
can't recind the order). Moving a
task force to its current location is
not a move.

You can only move a task force once
in a game turn, but you can initiate a
movement dialog as many times as
you like. As long as you don't con-

. firm a move, you can change your

mind indefinitely.
Combat

Therearetwolevelsofconflictinthe
game. If limited hostilities are in
effect, only Command Level combat
will occur. This is essentially skir-
mishing and interdiction aimed at
hampering the enemy's economy.

Once open hostilities have broken
out, any task force with an attack
mission in a system occupied by
enemy ships will automatically
engage. This means war.

Note: Once war breaks out, a
“crossed swords” symbol will ap-
pear at the far right of the map dis-
play.

Weapons

There are four types of weapon used
in the game: short range Anti-r, long
range Anti-r, short range Anti-i and
long range Anti-i. The specifics of
each type are detailed in section 5,
Ship Systems and Classes, but it
should be mentioned here that ships
in i-Space can only be attacked by
Anti-i weapons. Also, long range
weapons (both offensive and defen-
sive) are expendable, that is, each
long range weapon bécomes “dam-
aged” when it’s fired.

Cog:mand Level Combat

Command level combat consists of
hit-and-run raider strikes on enemy
shipping with the intent of damag-
ing their Transport Pool enough to
prevent complete distribution of
surplus raw materials.

Ships assigned to your Raiding
Command will each attempt to lo-
cate a ship in the enemy Transport
Pool. Each raider has a 5% chance of
finding each enemy transport and
will attack the first ship it finds. °

Raiders equipped with i-Space
drives will automatically inflict 1 to
10 points of damage for each short
range Anti-r weapon they mount. Ifa
raider is not equipped with i-Space
drives, it has a 10% x current-effec-
tiveness chance to score a hit with
each short range Anti-r weapon and
each weapon will do only 1 point of
damage. Note that raiders never use
long range weapons. If you design a
ship purely as a raider, don’t mount
long range weapons on it.

After all your raiders have attacked,
ships in the enemy’s Escort Com-
mand will attempt to track them
downand retaliate. Each escort hasa
4% chance to locate each raider and
will attack the first one it finds.

If an escort is attacking a target with
afunctionali-Spacedrive, it will fire
its Anti-i weapons. Each Anti-i
weapon has a 10% x current effec-
tiveness chance to hit. Long range
weapons do 3 points of damage and
short range weapons do 1 point.

Ifan escort is attacking araider oper-
ating in real space, it will use its
Anti-r weapons with the same
probability of hit. Short range weap-
ons will do 1 point of damage. Long
range weapons will do 5 to 15 points
of damage, but, if the target is

equipped with point defense sys-
tems, there's a 7% x number of point
defense systems chance that each
long range weapon which achieves a
lock on will be shot down before
impact.

Command Level Combat is mutual,
that is your raiders will attack en-
emy shipping and his raiders will
attack yours.

Ship to Ship Combat

At the end of 2 Movement Phase
(after hostilities have begun), the
computer will check for opposing
task forces occupying the same sys-
tem. If any task force in a contested
system has an attack mission, com-
bat will occur. Each battle is re-
solved separately and you'll have
the opportunity to control the large
scale actions of engaged forces at the
beginning of each hour after the first.

Missions and Formations

During the battle, the forces of both
sides will be displayed in forma-
tions appropriate to their missions.
Theindividual task force command-
ers will decide what formation to
use, but, generally, task forces with
attack missions will be deployed in
wedge shaped formations. Trans-
port forces will be deployed in lin-
ear formations and reserves will
usually be disorganized.

As long as both sides have task
forces with attack missions in the
battle, only those forces will actu-
ally be engaged. This allows you to
screen transport and reserve forces
during an engagement. If all of your
attack forees have been eliminated,
any of your other forces can be en-
gaged. You can't change the mis-
sions of your task forces during
combat.
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Long Range Combat

Combat always begins at long range
and will continue at long range until
all long range weapons on both sides
are exhausted. Not all of a task
force's long range weapons will be
fired at once. The actual number
depends on the commander’s attack
rating, the total number of available
targets and the number of long range
weapons remaininginthe task force.

Each long range weapon has a (10 x
firing ship effectiveness + 10 x
number of scanners) x 1% chance to
lock on to an enemy ship. A long
ranfe weapon that manages to hit
will inflict 10 to 15 points of dam-
age. This is enough to transform
even the largest cruisers into rapidly
expanding spheres of high energy
particles.

Once the computer has determined
.how many long range weapons were
able to lock on, the opposing ships’
long range defenses will attempt to
intercept inbound weapons. Each
long range defensive weapon has a
3% x firing ship effectiveness x force
commander's defensive rating
chance to intercept an incoming
weapon. Intercepted weapons are
destroyed. Notice that long range
defenses have the advantage of
being able to protect all friendly
ships in the engagement.

Any long range weapons that sur-
vive interception will hit their target
ships unless stopped by point de-
fenses. A ship can only use point

defense systems to protect itself.

The probability that a ship’s point
defenses will stop an incoming long
range weapon is 14% x number of
functioning point defense systems
(maximum 70%).
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Short Range Combat
When the engaged task forces have
exhausted their supply of long range
weapons; the battle shifts to short
range. Short range combat will con-
tinue until the end of a round in
which no ship receives a hit. This
means that battles can end with sur-
viving ships an both sides.
Upto 5 short range weapons pership
will fire at the enemy per round with
a 10% x firing ship effectiveness
chance to hit. Each hit will do 1
int of damage to a randomly se-
Fe(::ted target ship. ;
Damage
Each point of damage inflicted on a
ship incapacitates one of its sys-
tems. If a ship suffers more damage
than the total of its remaining oper-
able systems, it's destroyed.

If all of the command modules in a
task force are destroyed, the task
force commander is assumed to
have perished in the line of duty and
the task force will be placed under
Central Command’s control. A new
(and unproven) commander will be
promoted to take his place.

Damaged ships can only be repaired
by reassigning them to atask forcein
a system where spares are available.
If the “Maintenance and Supply”
reality level is enabled, you'll have
to build spares to support your re-
pairactivities. Otherwise, spares are
assumed to be universally available
in systems you control.

Apggressiveness'

At the beginning of each hour after
the first, you'll be given the opportu-
nity to order your commanders to
engage aggressively. If you do, the
probability of achieving hits / lock
ons on both sides increases signifi-
cantly giving the superior force a
slight edge.

Disengagement

At the beginning of each hour after
the first, you'll have the chance ta
order your forces to disengage. In a
two player game, the computer will
also ask which force wants to break
off.

Disengagement is never automatic.
The probability of a successful dis-
engagement is based on the relative
quality of the opposing forces' com-
manders. All things being equal, the
attempt has about a 60% chance of
being successful.

If disengagement succeeds, all task
forces in the system, on the disen-
gaging side, will be given a reserve
mission and combat will end. Any
assault that may have been planned
will be aborted.

If you disengage from combat and
then fail to move your ships out of
the contested system, the enemy
will be able to attack them again next
turn. Don't forget to move them.

Caution: If your task force loses,
it may not be able to move next turn.
That is, it will show as having al-
ready moved. The only way to save
the remnants of such a beleaguered

force is to use reassignment. Reas-.

signing ships in this way will imme-
diately remove them from the em-
battled system, but will also take
them out of action for the usual 1- 4
turns. See “Transfers vs Reassign-
ment” in section 3.

Space to Ground Assaults

Holding the space around a system
is only half the battle. Even in the
24th Century, to own a system you
still have to own the dirt. g

Launching an Assault

If you have ships with a transport
mission in an enemy system after
ship to ship combat is resolved, the

computer will check for military
units in their holds. Only special
forces units may be launcKef from
normal cargo holds. All other units
must be launched from assault
holds. If a ship’s cargo or assault
capacity has been reduced due to
damage, it can still participate in the
assault, but it may need repairbefore
it can load troops again.

If there are military units eligible to
assault the system, the computer
will automatically launch them
from their transports according to
the following priorities:

1.Task forces unload, in ascending
order.

2.Transports unload in the same
order in which they're listed
when you examine their task
force.

3.Units will unload in the same or
der in which they're listed in their
transport’s Cargo Available for Un
loading box.

Units will be launched until each
deployment site is filled or you run
out of units.

Ground Combat

Once troops have landed, ground
combat begins. Each day, the com-
puter will display the current state
of the battle for the system and cal-
culate the each side’s probability of
destroying an opposing unit. This is
done by adding the combat strength
of each friendly unit in the system
and multiplying the result by 1% for
each point of the assault
commander’s Assault Rating (for
attacking units) or System Defensi-
bility (for. defending units). The
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combat strength of a unit is equal to
strength x capability. The com-
mander of the highest numbered
task force in the system will be the
assault commander.

At the end of every day of fighting,
system habitability, farms and popu-
lation will be reduced by 1 each. If
the battle continueslong enough, it's
possible to completely devastate a
system.

Eventually, one of two things will
happen. Either all military units in
the system will be destroyed or only
one player will have units left. If the
only player to have units remaining
in the system is the attacker, the
system will change ownership with
the following effects:

* Loyalty is set to 1

* Half of all local spares and ra-
tions will be captured. The rest
will be lost.

 All build points accumulated
in local shipyards and training
centers will be lost.

* Alllocal shipyards and training
centers will be reduced in size by
1 to 20 points.

« All local intelligence centers
will be destroyed.

Commanders

As supreme commander of your
government, you have alarge pool of
willing leadership at your disposal.
Some of your commanders are good.
Some aren't. Some are specialists.
The only way you'll know is to test
them in battle. Until then, the only
thing you can be sure of is their age.

During the Movement Phase, you
can look at a summary of your com-
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manders by choosing Commanders
from the Assign menu. Each com-

‘mander is rated for ship to ship at-

tack, ship to ship defense and space
to ground assault. Their ratings will
range from 1 (incompetent) to 5
(brilliant).

For security purposes, none of your
commanders’ real names are used.
Instead, each one has been assigned
a codename. League commanders
use codenames borrowed from the
great military leaders of Terra's past.
Republic commanders prefer names
stolen from Old Earth biblical litera-
ture.

Task forces without commanders
are assigned to Central Command.
All task forces under Central Com-
mand authority operate with attack,
defense and assault ratings of 2.

Special Ops

Special Operations are used to dis-
rupt your enemy's economy and
gather information in places the
Fleet can't reach. Although you can
allocate more than 10 build points to
your intelligence centers, you may
only invest 10 total operations op-
tionsin fomenting rebellion and sys-
tem reconnaissance. Any additional
points spent on intelligence centers
will go automatically into internal
security.

Foment Rebellion

By encouraging popular unrest in
enemy systems, you can reduce
their loyalty. You'll need a support
ship from Special Support Com-
mand for each option you allocate
toward this activity. Well garrisoned
systems are virtually immune to this
kind of activity.

System Reconnaissance

Sometimes it's not practical to send
ships into enemy territory to update

your files on a system. This activity
allows you to gather information
covertly. One support ship must be
available for each option you allo-
cate toward System Reconnais-
sance.

Internal Security

This counterintelligence activity
makes it more difficult for enemy
special operations to succeed. Any
unallocated options are automati-
cally assigned to this activity.

Combat Scenarios
STOP!

You've read enough rules for a
while, The two combat-only scenar-
ios “Operation Gold River” and
“Plan Jericho” are described in sec-
tion 6. Play one (or both) of them to
get a feel for the mechanics of man-
aging your fleet before you move on
to the additional complexities of
exploration and economics.

4.0 Exploration and
Colonization

“...so reach for Icarus! Reach for the
stars!! Phase II homesites from 10
square kilometers are still avail-
able!!! Call before midnight and you
could win a trip for two to...”

Exploring a System

If you have a loaded exploration
team in an unexplored system dur-
ing the Resolutions Phase, it will be
automatically unloaded and the
system claimed in your name if the
carrying ship is on a transport mis-
sion. The team will report statistics
for habitability, metals, organics,
deployment sites, defensibility and
special characteristics. The loyalty
of the newly acquired system is
always 10.

Only the owner will know what a
newly claimed system is like. Use
System Reconnaissance to check on
your opponent’s systems. If both
sides try to explore a system at the
same time, each side has an equal
chance to succeed, but there’s a 20%
chance that neither will. Only one or
the other will actually be able to

-explore the system.

Special System Characteristics
There is a possibility that a newly
explored system will have some
unusual distinguishing feature.:
Only the game effects of these spe-
cial characteristics are discussed
here. Read the glossary for a more
complete description.

Gasworlders

The system will add 3 extra units of
organics to your surplus goods pool
each turn for as long as your hold it.

Oort People

The system will add 3 extra units of
metals to your surplus goods pool
per turn while you control it.

Aborigines

The system will add 3 extra units of
food to your surplus goods pool per
turn while you own it.

Paleotechnology

The system will add 2 points per
turn (instead of 1) te your research
pool as long as it's under your con-
trol.

Spiders

Normally, the population of a world
will grow spontaneously, but a sys-
tem_infested with spiders will be
unable to grow until the spiders are
eliminated. Each military unit de-
ployed in the system increases your
chances of eradicating a spider in-
festation. You can still add to the
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local population by importing colo-
nies.

Colonizing a System

As the population grows on your
home worlds, larger and larger
numbers of people will seek the
opportunities offered by the frontier
and colonies will become available
for transport to new worlds. Essen-
tially, colonization is nothing more
than transporting people to newly
explored systems. The trick is to
turn anisolated group of a few thou-
sand struggling colonists stranded
in an undeveloped system into a
productive industrial concern. Read
section 8, “Designer’s Notes" for
hints on building successful colo-
nies.

Once a system is colonized, two
things will happen automatically.
First, unless the system is infested
with spiders, the population will
begin to grow by itself. Second, the
system's habitability will begin to
gradually increase as people begin
altering the environment to suit
themselves.

Earthlike Colonies

The teeming masses are a fertile
source of willing, if ill prepared,
prospective colonists. Earthlike
colonies are easy to transport, but
require a habitability of at least 65 to
deploy.

Protected Colonies

Protected colonies are usually fi-
nanced by private corporations or
well organized co-ops. They're well
equipped and able to withstand the
rigors of less favorable worlds. The
minimum habitability for protected
colonies is 35.
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Belt Colonies

Equipped for environments up to
and including total vacuum, belt
colonies are expensive to field and
difficult to transport. They can sur-
vive anywhere.

Kits

Kits are prefabricated, pre-packaged
processing facilities that can be used
to get new colonies started on the
road to industrialization. There are
four kinds of kit: farm, mine, refin-
ery and factory. Each kit, when de-
ployed, converts to one point of
capacity of the appropriate type.

When you unload a kit from a trans-
port, it automatically deploys. Be
careful not to unload a kit acciden-
tally. They're expensive to replace
and vital to the expansion of your
new colonies.

Note: Kits provide you with a
method for extending the resource
capacity ofasystem beyond its origi-
nal level. If a system is fully ex-
ploited, that is, its deployed farm,
refinery and mine values are equal
to its habitability, organics and re-
finery ratings, you can still produce
more of these raw materials by de-
ploying kits in the system. This is
expensive (extremely), but it does
allow you to force the output of a
system beyond the norm.

Exploration Scenarios
STOP!

At this point you know enough to
play the Exploration scenario. It's a
good ideatotry your hand at this one
before moving on to the campaign
games. :

r
!

5.0 Economics

“Aleader's greatest fear is not that he
will make errors in fiscal policy, but
that his enemies will notice them.”

First Comrade Thrender Grone to
the Committee on Internal Security,
Brotherhood, 2297

Allocations

Each turn, you'll have the opportu-
nity to direct the growth of your
economy and military by “spend-
ing” build points. The process is
broken into three steps for each sys-
tem you control: Build Point
Production, Build Production
Facilities, Allocate Build Points.

The computer will take you through
each stepinorder, displayingasepa-
rate page for each. Once you commit
points in each step, you won't be
able to take them back, but, at the
end of the Allocate Build Points
step, you'll be able to cancel the
entire allocation for the system and
start again. Once you commit the
allocations for a system, you can't
redo them later.

Selection of systems can be done
manually, or you can let the com-
puter choose systems for you. This is
a good idea when you have several

systems that need attention and you .

don't want to forget one. If you try to
exit the Economics Phase without
doing any allocations, the computer
will warn you and prevent you from
going on.

Raw Materials

There are three basic types of raw
material: food, metals and organics.
A system will produce these based
on the capacity of its farms, mines
and refineries, within limits set by
system loyalty. A system will pro-
duce 10% of its maximum output of

the three types of raw materials for
each point of loyalty, so a loyalty of
10 translates to full production.

Raw materials will be automatically
used by any factories in the system.
Ifthe system's factories aren't able to
consume all of the available raw
materials, any remainder will be put
into the Surplus Goods Pool for use
next turn, if you have sufficient
capacity in your Transport Pool. -

Build Points

Each factory ina system is capable of
producing one build point. To do so,
the factory uses one point each ofthe
three basic raw materials. Factories
will automatically use locally avail-
able raw materials until they’re ex-
hausted. If you still have idle facto-
ries, you can draw from the Surplus
Goods Pool to supply them.

Functionally, this means that you
can have a heavily industrialized
system that’s low on raw materials
produce build points with goods
imported by your Transport Pool.
Becauseit's important not to neglect
your Transport Pool, it's a good idea
to check the suggestions provided

* with the Economic Report to see if

you have enough transport to move
your surplus goods.

Building Production Facilities

When you look at a System Report,
you'll see current-sizes and build
costs for every type of production
facility in the system. This includes
shipyards, training centers, intelli-
gence centers, farms, mines, refiner-
ies and factories.

If you Jook closely, you'll notice that
the cost of building farms, mines
and refineries depends on the
system’s habitability, metals and
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organics ratings. The higher the rat-
ing, the lower the cost of the corre-
sponding facility. This means that
some systems are valuable as spe-
cialized sources of raw materials.
Other production facilities carry a
fixed cost of 10 points.

Building or expanding a production
facility requires a point of idle popu-
lation for each facility built or point
of increased capacity which will
then become employed (not idle). If
asystem doesn't haveanyidle popu-
lation, it won't be able to expand its
industrial capacity.

Allocating Build Points

Each turn, your systems’ factories
will produce a number of build
points which you can then allocate
for expansion, spares, rations, ships,
military units and industrial kits.

A shipyard can be set to produce any
one ofthe 20 classes available to you
or it can produce spares which are
necessary to maintain your fleet.
You can change the class produced
by a shipyard at any time, but any
build points already accumulated
will be lost.

Training centers produce military
units or rations. Rations are used to
maintain military units. Like ship-
yards, training centers can produce
only one type of unit at a time.

Both shipyards and training centers
will go through a partial refit when
you changethetype oftheir product.
The first unit or ship produced will
cost somewhere between 2 and 4
times the norm.

Special Note: If a system can't to
acquire enough food (either through
production of local farms or via the
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transport pool), there’s a chance that

food riots will break out. The.

system's loyalty will drop by one
point for each quarter that the riot-
ing continues.

Once the rioting starts, you have two
choices: let the rioting go on or feed
the population. Of course, you don't
have to give them food, rubber bul-
lets and tear-gas work almost as
well. Deployed troops can stop riot-
ing.

The Economic Report

The Economic Report is a planning
aid for resource allocation. When
you select Report from the Econ
menu, the computer will present
you with a set of overlayed line
graphs depicting the output (over
time) of various critical economic
factors. It will also suggest steps to
take in order to maximize your in-
dustrial output.

You can look at one graph at a time
by selecting Options, Clear Graph
and then the line you want to see.
You can use the same technique to
look at the relationships of specific
economic factors by clearing the
graph and then overlaying twec or
more lines.

It's also possible to get an overview
of your economics situation by
choosing Current Data. The bar
graph displayed by this option can
help you see large scale imbalances
at a glance.

Ship Classes

Although both sides begin the game
with several “standard” ship
classes, you have ample room to
design new classes to suit your own
style of play. You may modify a class
whenever you like, and the revised
design will be used on all subse-
quent builds of that class with no

e on older ships. However, any
;l?? of the revised class which are
still under construction will be
scrapped and all build points in-
vested in them lost.

Note: the computer identifies
classes by number, not name. If you
use duplicate class names, you
won't be able to tell them apart, but
the computer will.

Ship Systems

There are 12 types of ship system
available, each with unique uses
and limitations:

Long Range Anti-r Weapon

These weapons are the most devas-
tating in the game. Any ship can be
destroyed by a single hit from a long
range Anti-r weapon. Their disad-
vantage is their expendability. Once
fired, they become “damaged” and
must be replenished during repair.

Restrictions: Only effective against
ships in real space. Firing ship must
have at least one r-Scan system op-
erational.

Long Range Anti-i Weapon
Like their real space counterparts,

these weapons can severely damage
a ship and are expendable.

Restrictions: Only effective against
ships in i-Space. Firing ship must
have at least one i-Scan system op-
erational.

Short Range Anti-r Weapon

Not as destructive as a long range
weapon, but able to fire indefinitely.
Restrictions: Only effective against

shipsin real space. May not fire until
all Fong range combat is complete.

Short Range Anti-i Weapon

Similar to short range Anti-r weap-
ons.

Restrictions: Only effective against
ships in i-space. May not fire until
all long range combat is complete.

Long Range Defense
These systems can intercept and

destroy incoming long range weap-
ons regardless of target.

Restrictions: Like all long range
weapons, these are expendable and
must be replenished in repair.

Point Defense

Last ditch defensive systems used to
destroy incoming long range weap-
ons targeted at the firing ship.

Restrictions: May only fire at weap-
ons about to hit the firing ship.

R Scan

Required equipment for any ship
that mounts Long Range Anti-r
weapons. Having more than one
scanner increases the probability of
a lock on.

iScan

Acquires targets in i space for Long
Range Anti-i weapons. Additional
scanners increase the chance of
achieving a lock on.

Command Module _

This is the C*I center for a task force.
As long as one ship in the task force
hasa command module, it may have
a commander. When the last com-
mand module in a task force is de-
stroyed, the commander is assumed
to.be.killed and a replacement is
promoted back at Central Com-
mand. The replacement is not as-
signed to the force.
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Restrictions: Task forces without a
command module equipped ship
will always be under the control of
Central Command.

i- Space Drive

This variant of the standard inter-
stellar drive, while bulky and ex-
pensive, allows a ship to “slip un-
der” real space into i-Space. This
makes itdifficultto detect by normal
means. As a result, the vast majority
of convoy raiders are i-Space
equipped.

Restrictions: Ships in i-Space can
only be attacked by Anti-i weapons.
i-Space Drives are extremely bulky.

Cargo Capacity

One point of cargo capacity allows a
ship to carry one size point worth of
cargo.

Restrictions: It's not possible to split
alarge cargo among several ships, so
only the largest of transports- can
carry units like exploration teams.

Assault Capacity

This is cargo capacity with the addi-
tional ability to launch military
units into combat.

The largest ship current technology
can produce will contain 15 systems
from the list above. With the excep-
tion ofi-Space Drives and long range
weapons, all systems take up the
same amount of space. Ships
equipped with i-Space Drives may
only mount two other systems. Long
range weapons and defensive sys-

tems take up two “spaces”.
Production
After build point allocation, the

computer will resolve production
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according to the following rules:

. Shipyards.

Each shipyard will accumulate the
number of build points you speci-
fied toward production of a ship of
the class (or spares) built there. If
enough build points have accumu-
lated, a new ship will be placed in
transit to Training Command. If the
shipyard is producing spares, one
spare will be added to the system’s

‘Spares Pool for each build point.

Training Centers

Each training center will accumu-
late build points toward the type of
unit produced there. If a unit is pro-
duced and there’s an empty site
available, it will be deployed. Other-
wise, it will be held in reserve.
Training centers producing rations
will add one ration point to the
system'’s Rations Pool for each build
point.

Intelligence Centers

Each center will generate one opera-
tions e(‘)iptiotx for each build point al-
located.

Maintenance

If the “Maintenance and Training"”
reality level is enabled, the com-
puter will check all ships assigned
totask forces for wear and tear. Every
ship system has roughly a 10%
chance of failing each turn.

After checking for wear, the com-
puter will attempt to repair all dam-
aged ships in friendly systems that
have spares available. Task forces
with attack missions get highest pri-
ority and reserve missions wait until
last. Lower numbered task forces are
repaired first. Each repaired system
expends one spare.

Military units lose one capability
point each turn. If a unit is deployed

in a system where rations are avail-
able, two points of capability will be
added and one ration will be ex-
pended.

Units aboard ships can't receive ra-
tions. If you leave troops on their
transports long enough, they'll dete-
riorate into uselessness.

6.0 Scenarios

Standard Victory Points

The following standard victory
point schedule is used in all scenar-
ios except the first two.

* For each friendly system:
(population + colonies) x loyalty
+100

* 50 x (current effectiveness - 4)

* 50 points per turn that a player
occupies his opponent’s home
system. The League home system
is Alger. The Republic home sys-
tem is Progress.

» Research Pool + 10

The first player to reach 750 wins
immediately. If either player's total
is reduced to 20 or less, the other
player wins immediately. In the
unlikely event of a simultaneous tie
at 750, the P.H.R. wins. ]

Operation Gold River

“The conflict lasted far longer than
anyone expected. Although the
fighting was largely limited to the
Brotherhood - Ramage C - Kiffryn's
Star corridor, destruction wasexten-
sive in the affected systems. By the
time it was over, Brotherhood had
changed hands four times.” - The
Midas War, Fractal Press, 2349

This scenario picks up the action as
the League is preparing to launch

“Operation Gold River”, the assault
on Brotherhood. Play begins in 03/
2345 and continues until 04/2347
(10 turns).

Victory Conditions: Whoever con-
trols Brotherhood at the end of the
game wins.

S ecnal There are no Economics
Phases in this scenario. Actions will
be restricted to movement and com-
bat.

Plan Jericho

“Each side faced the conflict withiits
own expectations. The PH.R.'s ‘Plan
Jericho' depended on the success of
the feint at the Ramage Triad and,
had it succeeded, could have
sounded the death knell for an un-
prepared League.” - The Doomed
lihad, Strategic Studies Institute,
2352

The Republic assault on the League
borders comes in two prongs. The
main advance is directed at Glance's
Star while a smaller force is prepar-
ing for action in the Ramage Triad.
Play begins in 04/2340 and ends in
04/2342.

Victory Conditions: One victory
point is awarded at the end of the
game for control of each of the fol-
lowing: Delta Felis, Epsilon Felis,
Glance's Star, Bennet's Star,
Kiffryn's Star, Ramage B, Ramage C
and Brotherhood. A tie results in a
marginal Republic victory.

Special: There are no Economics
Phases in this scenario. Actions will
be restricted to movement and com-
bat.

Exploration

“The first heady rush of expansion
lasted only five years, but it was
exhilarating while it lasted. The
border systems were rough, dirty
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and usually hungry. Law was some-

thing that came with the Navy...and

left with it. Fortunes were made
(and frequently stolen) on the fron-
tier.” - 1 Botham &
Walmer, 2348

This scenario is set in the chaos of
the early twenties. Expansion is it
word of the hour. Game play begins
in 04/2320 and ends in 04/2324.

Victory Conditions:  In addition
to the standard victory point sched-
ule, players will receive the follow-
ing points:

* For each friendly system other
than Progress, Brotherhood,
Unity, Alger or Laird's Star:
(population exclusive of colo-
nies) x loyalty + 10

* Cargo capacity of the Transport
Pool + 10

Special: This scenario doesn't in-
clude an Economics Phase, but does
include pre-programmed produc-
tion to support colonial expansion.

The War (historical)

The League was far more successful
in its early attempts at colonization
ofthe cluster than the Republic. Not
willing to admit that ideology didn't
cut much ice on the frontier, the
Holy Bureau of Elders approved a
campaign against League shipping.
Of course, the League respondgdnign
kind. It was only a matter of time
before the real shooting started.

The scenario begins in 04/2334 with
the Republic’s raiding campaign
and continues until the standard
victory conditions are met (usually
about 45 turns). Open warfare usu-
ally erupts somewhere between
turns 6 and 18.
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Victory Conditions: Standard

Special: At difficulty levels above
“challenging”, initial PH.R. farm,
mine and refinery deployment lev-
els will be increased by about 3
points per level. .

The War (alternate)

When the Terran Navy pulled out in
2330, nearly everyone expected
hostilities to break out overnight.
That unhappy eventuality was fore-
stalled by the internal power
struggle that continued to cripple
the P.H.R.. Here’s what might have
happened...

The scenario begins in 04/2331 with
limited hostilities and continues
until the standard victory condi-
tions are met (usually about 55
turns). Open warfare will normally
break out in 6 to 18 turns.

Victory Conditions: Standard

Special: The same special condi-
tions specified in the historical war
apply here.

The Short Campaign

After the chaos of the twenties, the
economies of the League and P.H.R.
had both stabilized. Territorial gains
were well integrated and both sides
felt relatively secure. Of course, no
government is really satisfied when
fresh territory is waiting to be
claimed...

The Short Campaign begins in 04/
2330 and continues until the stan-
dard victory conditions are met
(normally about 75 turns). The clus-
ter is currently at peace and you
have a few years before friction will
drive the League and the Republic
into war.

Victory Conditions: Standard
Special: Initial P.H.R. naval forces

will be increased by about 5 ships
per difficulty level above “moder-
ate”. The additional ships will be
small transports and warships. Ini-
tial PH.R. factory, farm, mine and
refinery deployment will be in-
crweg by about 3 each at levels
above “challenging”.

The Long Campaign

The 20’s were marked by rapid ex-
pansion on both sides of the cluster
coupled with growing friction over
territorial rights. Fortunately, the
Terran Navy's strict enforcement of
the peace kept things quiet ... until
they left.

This is the big one. The startin
conditions of both sides are jumble:
and will require careful planning to
reach stable productivity. Play be-
gins in 04/2320 and ends when the
standard victory conditions are met
(around 100 turns).

Victory Conditions: Standard

Special: The same special condi-
tions specified in The Short Cam-

paign apply here.

7.0 Solitaire vs Two
Player Mode

In the two player mode, the com-

uter will warn you with an alert
gox before proceeding to the next
player’s phase. This allows you to
exchange places at the computer
without worrying about seeing
things you shouldn't.

Any game can be restarted in thetwo
player mode, but only solitaire
games may be restarted in solitaire
mode. The computer isn't smart
enough to handle the bizarre setups
you might inflict on it.

8.0 Designer’s Notes

A typical long campaign of Stellar
Crusade can be divided into three
distinct phases. First, players will
explore as many stars as they can
reach, while trying to consolidate
their starting industrial base.

Effective exploration will require
careful planning. The typical explo-
ration task force should include at
least one transport in addition to the
ship carrying the exploration team.
Additional transports. should be
loaded with spares. Once the explo-
ration transport is damaged by
“wear and tear”, it will notbe able to
reload the exploration team until it
has been repaired. It will probably
be necessary to set up a bucket bri-
gade of transports to keep the explo-
ration forces in spares. The People’s
Holy Republic player should build a
class of maximum size (15 cargo
system) transports as quickly as
possible in order to explore and
exploit his neighborhood.

Neither player has a laxﬁe supply of
exploration teams to leave lying
around. While the computer will
produce new exploration teams, the
rate of production is quite slow (one
percent per quarter at any system
with local population of 250 thou-
sand or more).

Next, the players will expand into
the cluster. Only a very unlucky
player will fail to find a “nearly per-
fect” system near enough to his
home.system for easy colonization.
Generally, it will be a good idea to
concentrate on building up this sys-
tem:-Each player must identify the
materials needed by his society, and
colonize systems where production
of these materials will be inexpen-
sive.
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The most effective way of setting up
a colony is to produce ten factory
kits for placement in a new system.
Let your transport pool carry the
necessary goods to run colonial fac-
tories until they become self sup-
porting by producing local farms,
mines and refineries.

If you know that you are going to be
setting up a colony in a system but
don't have the resources yet, be sure
to move atrheast ‘;J.:gi wll)onl{i to the
system in order to begin building u
the local habitability rating. Yo£
transports can move earthlike and
protected colonies around a lot
faster than belt colonies.

Concentrate on one colony system at
a time to begin with. You will not
have the resources to do a good job
on more than this.

It may be necessary to allow some
slack in production at your original
star systems in order to free up raw
materials for use in starting up your
colonies. Be sure to ship out enough
poFulationtosupport ebuildup of
colonial industry. No facilities may
be built if no idle population exists
locally to man them. Build the local
colonial population up to around
100 thousand as quickly as possible.

If your planning is good, the colony
should be self supporting in at least
one category of raw materials pro-
duction by this time, and you can
begin building the next one if neces-
sary. Be sure to build up your raw
materials production before build-
ing up factories, shipyards, etc., or
you will end up with a lot of idle
production facilities.

Keep an eye on what the other player
is producing at his shipyards. While
the ability to view the other player's
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current ship classes is not a particu-
larly reliable way to count current
force strengths, it can be useful in
avoidingmnasty surprises.

Depending on the distribution of
resources in the cluster, the players
will probably end up fighting over
some star system eventually. Cam-
paigns must be planned. Players
should try to create a mix of large
and small warship types. Large
(100+) pools of spares must be accu-
mulated at the star systems near the
points of conflict. .

Warships should be kept in Train-
ing, Escort, and Raiding Commands
until they are needed in task forces.
Once warships are pulled out of the
commands and placed in active task
forces, the players will have to main-
tain them. This will be expensive.

Active task forces should contain a
few small warships as well as the
larger, more powerful varieties. This
will limit the cost effectiveness of
enemy long range weapons since
these weapons will select their tar-
gets at random. On the other hand, if
you make nothing but small war-
ships, you will soon bump against
the 120 ship limit.

When you plan an assault on an
enemy system, separate your forces
into two or more task forces with
different missions. This will force
any defending forces to engage your
attack task forces first, limiting the
number of long range weapons your
transport task forces will have to
dodge.

Pay attention to the order in which
military units are loaded onto trans-
ports. If you bring along a few extra
units for occupation duty after a
space to ground assault (a good idea
if the other player maintains a reac-
tion force), load them afterany units

you want involved in the assault.

Ifa naval battle is going poorly,don’t
be afraid to disengage your forces.
There is no penalty for a disengage-
ment attempt and any forces saved
may live to fight another day.

Find out how good your younger
commanders are. A 25 year old mili-
tary genius is a very valuable asset.
Command has a significant effect on
the game.

Remember that once you begin hos-
tilities, they can't be stopped. The
League player should take advan-
tage of his superior starting explora-
tion position. An aggressive League
player should be able to explore
much of the cluster before the P.H.R.
exploration program really gets roll-
ing.

Both players would do well (in early
games) to pay attention to the sug-
gestions offered by the program dur-
ing economics reports. The initial
industrial growth potential of the
P.H.R. should be exploited by the
Republican player.

One last note: If you feel that you
don’t have enough resources todo a
proper job of everything that needs
to be done, you're right! Just remem-
ber that the other player is in no
better shape.

9.0 Appendices

A - The System Report

Any time you select “Examine Sys-
tem” from a menu, you'll be
prompted to select a system in the
normal manner (read “The Quick
System Display” in section 2, if you
aren’t sure how selection works).
The computer will then provide you

with a detailed display of all known
information about that system. Data
on friendly systems is always up to
date. Data on other systems is up-
dated only at the end of a turn in
which you either have a physical
presence there, after all combat, or
you successfully perform covert
reconnaissance. You can always tell
how current your information is by
looking at the report date in the
upper right portion of the display.

System Characteristics
(top section):

Loyalty ranges from 1 (simmering
rebellion) to 10 (utterly loyal) and
will affect your industrial output.
Each point of loyalty translates to an
additional 10% output from the
system’s farms, refineries and
mines. If a system shows a loyalty of
9, it will produce 90% of its maxi-
mum output of raw materials.

Special characteristics of a system
will generally have either a positive
or negative influence on the
system’s production. These
include Gasworlders, Oort People,
Aborigines, Paleotechnology and
Spiders and are described in the
Glossary.

Populationis shown inthousands of
people and will grow as the system
is colonized to a maximum of about
5.5 million in with a habitability of
100.

Habitability, Metals and Organics
ratings are generated when the sys-
tem is first explored and range from
5 to 100. Habitability will increase
with time once a colony is estab-
lished.

' Deployment Sites ranges from 3 to 8

and indicates the maximum number
of military units that can be de-
ployed in the system.
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Defensibility directly influences the
outcome of any ground combat in
the system and ranges from 1 (poor)
to 3 (good).

Movable Units (center section):

Colony, Protected Colony and Belt
Colony all refer to units of 1000
people ready and equipped for
movement to new star systems.

Exploration is the number of Explo-
ration Teams available in the sys-
tem. These teams are required to
explore new star systems. Without
them, your ships are just passing
through.

Ships gives the number of ships in
active task forces in the system. This
doesn't include ships under con-
struction. '

Military will show a list of the mili-
tary units deployed in the system.
Each unit has its own unique desig-
nation.

Farm Kits, Mine Kits, Refinery Kits
and Factory Kits are prefabricated
industrial facilities awaiting trans-
port. You'll need these to start an
industrial base in newly colonized
systems.

Production Centers
(bottom section):

Shipyards may accumulate up to
Sizebuild points perturntoward the
production of whatever Type Pro-
duced is currently being built by the
facility.

Training Centers work in exactly the
same way as shipyards, but produce
military units.

Intelligence Centers may generate
up to Size covert operations points
per turn. Covert operations points

are used to perform Special Opera-
tions.
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Farms, Mines, Refineries and Facto-

ries are basic industrial facilities.

This is where the system’s produc-
tion comeés from.

Spares and Rations are used to
maintain naval and military units
respectively. Ifthe Maintenance and
Training reality level is enabled,
these will become vital.

B - The Task Force Display

If you choose the Task Forces selec-
tion from the Move menu, you'll be
presented with a comprehensive
report on all 36 of your task forces.
Each task force will be shown with
the following information:

Location

Name of the system where the task
force is currently operating.

Size
The number of ships in the task
force.

Status

This line is left blank for inactive
task forces (those with no ships cur-
rently assigned). Active task forces
will have a status of “Ready” or
“Moved”, and a mission suffix of
“A" (Attack), “T" (Transport) or “R”
(Reserve).

One of the task force names will be
shown in red. This is the selected
task force. You may select another
one by clicking its number (ATARI
ST) or using the cursor keys (IBM PC
XT/AT).

You can look at the selected task
force by choosing “Examine or
modifytask force™. This will present
you with a more detailed report and
the opportunity to change its mis-
sion, load / unload cargo and trans-
fer or reassign ships.

You can exit the Task Force Display
by choosing “Exit to Map/Menu”. .
C - History of the Kiffryn's Cats Star
Cluster .

By thebeginningofthe 24th century,

humans had been a space faring race
for more than 200 years. Early colo-.

nization efforts, because of their
expense, were funded by govern-:

mentsinmuch the same way that the
kings of Europe financed the explo-
ration of the New World in the 16th
through 19th centuries on Old Earth.
Of course, private concerns became
involved as soon as it was economi-
cally feasible.

The majority of private colonies
were established on government
opened worlds, but many, for reli-
gious, political or other reasons,
sought to break away on their own.
Any group that could raise the nec-
essary funds could perform its own
utopian experiment on the frontier.

Interestingly, a sort of “fanaticism
gradient” developed as the human
race spread dutward from Terra.
Because of the expense and danger
involved in independent opening of
new worlds, only those with the
greatest need tended to move to the
outermost fringe of human space. Of
course, one could never tell what
one of these radical groups might
stumble into.

The famous explorer Pyotr Kiffryn
surveyed a remote, but potentially
valuable, cluster of stars during his
Second Grand Tour that, according
to his astrogator wife, looked just
liketwo ofthe ship’s cats at play. The
five stars of the primary cluster were
named Alpha through Epsilon Felis
in honor of the feline genus and the
cluster was logged as the “Kiffryn's
Cats” Cluster. By 2280, two groups
were settled in the region.

The People’s Holy Republic was
founded by Neo-Christian Commu-
nists of Northern and Central Amer-
ica in the latter part of the 23rd cen-
tury after the collapse of The
People’s Holy Marxist Union of
Northwest American States. With
the Reformed Worker's Bible as their
guide, the P.H.R. set out to construct
the ultimate worker's paradise.
What they made was, predictably, a
rigidly bureaucratized oligarchy
that used its state mandated religion
as a brutally effective form of mind
control. h

The League began as a private con-
sortium of businessmen who sought
to escape the increasingly restrictive
trade policies of Terra and her near
colonies (called the Central Sys-
tems). Originally called the Corpo-
rate League, it quickly developed
into a loose federation of trading
communities with virtually no po-
litical axes to grind. Within 15 years,
the Corporate League had become
simply “the League”.

Because they were well financed
and cooperative, the P.H.R. origi-
nally welcomed the founders of the
League into the region. The honey-
moon lasted a little over 28 years.

- When the League began rapidly

expanding, developing newly ex-
plored systems as quickly as it sur-
veyed them, a vocal fundamentalist
faction within the Holy Council of
Elders began objecting to the pres-
ence of “unrepentant capitalists” so

_close to their garden of eden. The

extremists succeeded in cutting all
economic ties with the League and
obtained an old surplus Centaurian
cruiser which they rearmed.

Because the League represented a
significant quantity of capital and

28



because it was something of an
embarrassment to Terra and the
Central Systems, clandestine aid
beganto flow into P.H.R. coffers. The
struggle for control of the Kiffryn's
Cats cluster had begun.

Ironically, it was the same Terran
government that was seeding money
intothe P.H.R. that openly displayed
its military strength to “maintain the
peace” when friction with the
League threatened to turn into a
shooting war. During the early years
of the 24th century, Terra main-
tained, at ﬁreat expense, a
peacekeeping fleet in the region. It
worked. Although sabre-rattling
became commonplace, no major
armed confrontations occurred.

By the beginning of the 20's, how-
ever, pressure was growing in the
Centra'l Systems to guoenamilitary
spending. Playing “big brother” to
;:lozens of frirlxge colonies was no
onger a popular game and in 2320
Terra dec?ared a 10 year countdown
to the withdrawal of their military
presence. Almost instantly, a thriv-
ing black market in surplus military
goods developed on sides ofthe
cluster.

Then, in 2328, First Elder Gresham
d_ecla:ed the League an “abomina-
tion in the face of the Communing
God". He called for a holy war, a
crusade to stamp the presence of
capitalism from the region. Only the
premature demise of First Elder
Gresham, and the subsequent
struggle for control of the Council,
prevented an immediate outbreak,
but the battle lines had been
drawn...
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D - Glossary

Aborigines

While no technologically advanced
races (other than humanity) had
been found by the 24th century,
several promising pre-technological
species were known. These beings
were useful as workers and, some-
times, as trade partners. A thorough
search was always conducted for
aborigines by exploration teams.

Build Unit

Also called Build Points. Build
Units are the basic element of indus-
trial production. They are used to
construct ships, military units, etc.
Build Units are produced from raw
materials at factories.

Colonies

Colonies are privately organized
groups of self financed volunteers
ready to settle new systems as soon
as the local government provides
transport. Protected and Belt colo-
nies aren’t just better equipped,
they're also generally organized by
wealthier groups. Even if they're
going to a perfectly earthlike world,
they still tend to carry a great deal of
baggage with them.

Commanders

Individual military commanders
and their staffs. Given the time scale
ofthe game, commanders will come
and go. Both sides used code names
for their commanders for security
purposes.

Effectiveness

The technological levels of the so-
cieties represented in Stellar Cru-
sade can change ifthe players invest
in research. Anything left unspent
automatically goes into research.
Any class of ship you design will be
given your current effectiveness

—_

Jevel. Effectiveness has direct influ-
ence on combat and movement.

Exploration
Initial exploration of an entire star
system is a major endeavor. It's a
sobering thing to realize that, as of
1988, we still aren’t sure we've
found all the planets in our own
solar system. It seems reasonable to
assume that just about any system
will have some economically useful
features. The game assumes that
some personnel remain behind in
each star system and begin exploit-
ing its resources. This is why a
player gains some benefit from an
explored system, regardless of
whether it’s ever developed. It also
explains why the exploring player
has to send in a massive team, while
his opponent gets all that valuable
information for free. By the time he
there, the system is crawling
with prospectors, salesmen, etc.
who are happy to talk all about their
new home.

Gasworlders .

These are intelligent creatures who
inhabit the upper layers of jovian
worlds. While none of the gasworld-
ers in the game are technological,
‘they do trade exotic organics. for
certain manufactured goods.

i-Space

This is really a convenience of ex-
pression, since only a few physicists
really understand this “imaginary
space” where massive objects travel
faster than light. Most ships are

~ equipped withdrives that “dip” into

i-Space, allowing them to move in
short jumps. There are, however,
more specialized and vastly larger
_drive systems that allow ships to
“stay under"” for protracted periods.
While in i-Space, ships are ex-
tremely difficult to detect.

Oort People

Oort people are an intelligent (7) life
form of vacuum dwelling migratory
organisms that feed on solar radia-
tion. They've been known to ex-
change exotic isotopes for original
musical compositions broadcast in
the 1 to 6 gigahertz band.

Operations Options

These are the basic resources that
you can allocate to covert activities.
They're produced at intelligence
centers and can be used to stir up
trouble in the opposition’s systems
or help maintain security in your
own.

Paleotechnology

There were several star faring civili-
zations that preceded us into the
galaxy and their artifacts are a tanta-
lizing source of discovery and frus-
tration. Sometimes, these forerun-
ner artifacts can trigger a scientific
breakthrough.

Spiders

The debate concerning the origin of
these vicious, arachnid pref;:)rs
still rages, but the smart money
seems to bein favor of an interstellar
“hive” race that collapsed for un-
known reasons. Regardless of their
origin, these ubiquitous terrors are a
real threat in systems where local
conditions favor them.

Military Units

These are units of about battalion
strength that operate in star systems
rather than deep space. There are
four types of military unit: Security
Forces, Light Regulars, Heavy Regu-
lars-and Special Forces.
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Appendix E: Tables

The War - Orders of Battle The Alternate War - Orders of Battle

LEAGUE LEAGUE

® Task Force Location Ships @ Task Force Location Ships
01 Alger Working Girl x 2 } 02 Alger Explorer x 4
02 Alger Explorerx 3 @ Command Ships
03 Alger Mordecai Faex 7 "~ Training Mordecai Fae x 6, Explorer x 4, Lion x 5, Lion Il x 5, Snake x 1
04 Alpha Felis Working Girl x 1, Wasp x 1 Escort Wasp x 15, Lionx 3, Nimblebee x 1

® Command Ships Raiding Snakex3
Training Explorer x 5, Lion x 5, Spiderbird x 6, Wolverine x 14 Transport Working Girl x 10
Escort Wasp x 12, Firebat x 16, Wolverine x 2 Transit Nimblebee x 3, Lion I x 1
Raiding Snake x 8 @ System Military Units
Transport Working Girl x 9, Explorer x 1 ~ Gamma Felis 01Sy, 025y
Transit Wolverine x 4, Firebat x 1, Snake x 1  Kiffryn's Star 03Lt, 05Hy, 10Hy, 11

® System Military Units  Nger O4Hy, 0Hy, 12Hy, "”Y 15Hy, 16Hy
Laird's Star 01Sy, 02Sy Bennett's Star 06Lt, 07Hy, 08Lt, 13Hy
Alger 07Hy, 11Hy, 13Lt, 16Hy, 17Hy, 19Lt, 21Lt, 22Hy
Bennett's Star 05Hy, 06Hy, 15Lt, 18Hy P.H.R.

:iﬂra:.;sr‘ar 08Hy, 09Hy, 10Hy, 12Lt, 14Hy, 20Hy T Ships
i i ‘ ocation
oy el Ry > ;1.“ e Progress John Calvinx 1, Goliath x 1

P.H.R. 0 Glance's Star Martin Luther x 1, Goliath x 1
— 03 Brotherhood John' Caulm'x 1 A

@ Task Force Location Ships 04 Progress Martin Luther x
01 Alpha Felis John Calvinx 1, Goliath x 1 05 Glance's Star Martin Luther x2
02 Progress Martin Luther x 1, Goliath x 3 06 Unity Martin Luther x 2
03 Brotherhood John Calvinx 1 Sommand Ships
04 Progress Martin Luther x 1 .Tnininn Crossbow x 18, Chariot x 1, Charles Martel x 1
05 Progress Martin Luther x 2 Escort Charles Martel x 5
06 Progress Martin Luther x 2 Raiding Wiath of God x4, Charles Marte x 4, Raider x &

@ Command Shi Transport Martin Luther x 7, Goliath x 4, Trinity x 1 :
Training c",::bw,(ga. Chariot x 2 Transit Crossbow x 1, Raider x 1, Charles Martel x 1, John Calvinx 1
Escort Charles Martel x 22 . @ System Military Units
Raiding Wrath of God x 2, Charles Martel x 1, Raider x 8 Unity 01Sy, 02Sy, 04Sy, 055y
Transport Martin Luther x 7, Goliath x 4, Trinity x 1, John Calvin x 1 Brotherhood 03Sy, 08Lt, 12Hy
Transit Crossbow x 3, Chariot x 2, Charles Martel x 3 Glance's Star 06Hy, 10Hy, 11Hy

@ System Military Units Progress 078y, 09Sy, 13Hy
Progress 14Hy, 16Hy, 17Hy, 18Hy, 19Lt, 20Hy
Glance’s Star 038y, 05Sy, 02Sy, 07Sy, 09Sy
Alpha Felis 06Hy, 10Hy, 11Hy, 13Hy
Brotherhood 08LY, 12Hy, 15Lt
Unity 01Sy, 04Sy
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Gold River - Orders of Battle

ericho - Orders of Battle

LEAGUE LEAGUE
® Task Force Location Ships ® Task Force Location Ships
01 Alger Working Girl x 1, Mordecai Fae x 6 02 Kiffryn's Star Explorer x 2
03 Ramage C Explorerx3 03 Bennett's Star Mordecai Fae x 5
10 Ramage C Wolverine x 4, Tiger x 1, Hawk Il x 2, Eagle x 4, Hornet x 2, Lion Il x 3 04 Gamma Felis Waspx 1
1 Ramage C Wolverine x 1, Hawk Il x 3, Tiger x 4, Lion [l x 2, Hornet x 4, Eagle x 2 10 Dehta Felis Lion x 1, Wolverine x 6, Hawk Il x 1, Bear x 3, Hornet x 1
12 Ramage C Wolverine x 2, Hawk Il x 3, Tiger x 1, Lion || x 3, Eagle x 4, Hornet x 3 1 Deha Felis Lion x 2, Wolverine x 5, Bear x 2, Hornet x 1
20 Ramage C Mordecai Fae x 2, Spiderbird x 4 12 Kiffryn's Star Wolverine x 7, Firebat x 1, Hawk Il x 1, Bear x 3, Hornet x 1
3% Laird's Star Snakex2 2 Bennetts Star Spiderhird x 4, Hornet x 1, Mordecai Fae x 1
® Command Ships 33 Laird’s Star Exploreér x 1
Training Spiderbird x 4, Mordecai Fae x 6, Hornet x 1, Eaglex 1, Lion Il x 1 35 Laird’s Star Firebat x 1
Escort 36 Laird's Star Snakex 1
Raiding @ Command Ships
Transport Training Explorer x 3, Spiderbird x 3. Wolverine x 2, Hornet x 3, Hawk [l x 1, Bear x4
Transit Lion Il x 4, Hornet x 3, Eagle x 2, Working Girl x 1, Snake x 3 ' Escont :
@ System Military Units Raiding
Laird's Star 01Sy, 02Sy Transport
Epsilon Felis 03Sy, 04Sy Transit Bear x 1, Explorer x 1, Snake x 1
Bennett's Star 05Hy, 06Hy, 15Lt ® System Military Units
Ramage C O7Lt, 13Lt, 16Lt, 17Lt, 19Lt, 21Lt, 23Hy Laird's Star 018y, 02Sy, 18Sy
Alger 08Hy, 09Lt, 10Hy, 11Hy, 22Hy Epsilon Felis 03Sy, 04Sy
Kiffryn's Star 12Lt, 20Hy Bennett's Star 05Hy, 06Hy, 15Lt
TF20 241t Delta Felis 07Hy, 11Hy, 13Lt, 16Hy
Kiffryn's Star 08Hy, 09Hy, 12Lt, 14Hy, 20Hy
P.HR. Alger 17Lt, 1911, 21Lt, 221, 23Lt, 24Lt
® Task Force Location Ships P.H.R
01 0gress John Calvin x 1, Goliath x 1 -
02 Alpha Felis Martin Luther x 1, Goliath x 3 Task Force Location Ships
04 Progress Martin Luther x 1 01 Alpha Felis John Calvinx 1, Goliath x 1
05 Glance's Star Martin Luther x 2 02 Progress Martin Luther x 1, Goliath x 3
06 Unity Martin Luther x 2 03 Brotherhood John Calvinx 1
07 Progress John Calvinx 3 04 Progress Martin Luther x 1
08 Brotherhood John Calvinx 2 05 Progress Martin Luther x 2
14 Progress Crossbow x 1 06 Progress Martin Luther x 2
15 Brotherhood Crossbow x 2 07 Progress John Calvinx 1
17 Brotherhood Crossbow x 5 08 Glance's Star John Calvinx 3
2 Brotherhood Crossbow x 16 18 Brotherhood Charles Martel x 1
23 Brotherhood Crossbow x 11, Charles Martel x 1 19 Brotherhood Crossbow x 1
31 Brotherhood Chariot x 3 2 Baker's Star Crossbow x 1
2 Progress Chariot x 1 22 Glance's Star Crossbow x 14
36 Progress Wrath of God x 1, Raider x 1 23 Glance's Star Crossbow x 9, Charles Martel x 2
® Command Ships 30 Brotherhood Chariot x 1, Charles Martel x 3, Crossbow x 3
Training Crossbow x 2, John Calvin x 1 2l Glance's Siar Clais 7 2
Escort 32 Progress Chariotx 1
Raiding ® Command Ships
Transport Training
Transit Raider x 3, Crossbow x 3, John Calvin x 3, Goliath x 1, Chariot x 1 RE:con
® System Military Units iding
Unity 015y, 45y Transpor :
Glance's Star 02Sy, 03Sy, 05Sy, 07Sy, 09Sy Transit Goliath x 1, Wrath of God x 2, Charles Martel x 4, Crossbaw x 5,
Alpha Felis 06Hy, 10Hy, 11Hy, 13Hy John Calvinx 5, Raider x 1, Chariot x 1
Brotherhood 08Hy, 15Hy, 16Hy . "
Progress 19Hy, 20Hy, 21Hy, 22Hy, 23Hy Jericho continues...
TF 31 14hy, 17Hy, 18Hy
TF 32 12Hy
34

33



..Jericho continued.

® System Military Units

Unity 015y, 04Sy

Glance's Star 02Sy, 03Sy, 0

Alpha Felis 06Hy, 10Hy, 11Hy, 13Hy

Brotherhood 08Hy, 12Hy, 15t

19LL, 20Hy, 21Hy, 22Hy, 23Hy, 24Hy, 25Hy, 26Hy

TF 30 17Hy

TF31 14Hy, 16Hy, 18Hy
Military Unit Table
Type Strength Capability Transport Size Cost
Security Forces 2 1-4 3 4
Light Regulars 2-4 1-8 6 10
Heavy Regulars 3-5 1-8 8 12
Special Forces 1 1-10 2 10
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Bennett's Star

Kiffryn's Star Baker's Star

Laird's Star @ League System

@ PHR System

() Schwake's Star

T T T T T T 1 T L

Kiffryn’s Cats Star Cluster - Route Map

Routes shown are available at Effectiveness 4
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