ASTRUM IMPERIUM

INTRODUCTION

Generic rule set for a series of empire building/conquest games.

MAP

The map depicts an irregular, interlocked set of territories.

Over half the territories are empty space. 

Revenue generating spaces are planetary systems.

Other territory types include: 

Nebulas: Ships must stop upon entering.

CONTROL MARKERS

Use chits to represent control markers.

UNITS

Use chits to represent units.

Units include Leaders & non-leader units.

DECK

Players share an action deck.

In some games, each player will have their own action deck.

The action deck cards allow you to move your units.

SETUP

Each player starts with a Homesystem with 10 random units. 

Others will be mixed into the unit chit pile. 

TURN SEQUENCE

Draw Phase

Move Phase

Exploration Phase

Battle Phase

Revenue Phase

Recruit Phase

Upkeep Phase

Control Phase

DRAW PHASE

First discard any cards you don't want. 

Each player draws 5 action cards.

Max hand size = 7. Discard excess cards.

If the deck runs out, shuffle the discard and draw from it. 

MOVE PHASE

Use Action cards to move stacks or units in stacks.

A Fast unit can move 1-3 spaces. 

A Medium speed unit can move 1-2 spaces.

A Slow unit can move 1 space. 

Units can move into but not through opposing stacks. 

Fortifications cannot move (Move = 0).

Starfighters cannot move by themselves, they must be transported aboard ships.

Your opponent can only look at the top unit of your stacks

Supralumina Detection Index

Determines if the defender’s stack is able to intercept an attacking stack. The defender rolls on the SDI based on the size of the attacking stack and the distance it has traveled. The attacker’s total only counts the force value of Capital and Escort ships in the stack. A failed roll means the defender may only use half of his available warship’s Force value in battle. Roll modifiers:


-1 per Scout in attacker’s stack


+1 per Scout in Defender’s stack


-3 per Fleet Scout in attacker’s stack


+3 per Fleet Scout in defender’s stack


+3 per Starbase in defender’s stack


+1 per Starbase in adjacent hex
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EXPLORATION PHASE

When entering an unexplored system for the first time roll to determine the presence of Resources, Minor Races, and Enigmas.

1D6
Resources:
Revenue:


1-2
Poor 

1


3-4
Moderate 
2

5-6
Rich

3

1D6
Minor Race:

Revenue:

1-3
No Minor Race
-

4
Primitive Race
+1

5
Modern Race

+2

6
Advanced Race
+3

1D6
Racial Trait: roll (6)

1
+1 Revenue

2
+1 Force w/Starfighters (1-3)

3
+3 Force w/Fortifications (1-4)

4
+1 Force w/Capital Ship (1-2)

5
+1 Research

6
Natural Leader (Force Bonus: 1-3=+2, 4-5=+3, 6=+4




    Specialty:1-3=General,4-5=Admiral,6=Scientist)

ENIGMA PHASE

1D6
Enigmas:



1-4
No Enigma

5-6 Enigma 

If the planet has an Enigma roll 1D6. 

Add +1 to the Enigma roll for each Scout/Surveyor in the stack. 

On a roll of 5-6 the Enigma is solved.

On a roll of 1-4 the Enigma causes unintended consequences. 

1D6
Consequence:

1-3
The Exploring stack is destroyed.

4-5
The Exploring stack must retreat.

6
Roll again plus if there was a Minor Race Present, it is destroyed.

A system cannot be controlled by diplomacy or conquest if it has an unresolved Enigma.

If the stack is destroyed the Enigma remains and must be faced again. 

If the Enigma is solved, it goes away forever.

DIPLOMACY PHASE

Include a Diplomacy phase after Enigma phase.

If the newly explored planet has a Minor Race roll 1D6.

On a roll of 6 or better, the race willingly joins your empire.

If you roll a 1 the race will never join your empire through diplomacy. You are considered to be at war. 

If a diplomacy attempt fails, you can try again next turn. 

BATTLE PHASE

When two opposing stacks occupy the same territory there will be a battle.

Add up the total Force values for each side. A failed SDI roll means the defender may only use half of his available warship’s Force value in battle.

Players may play action cards to increase their force value. 

The side with the highest force value wins.

The losing stack must retreat one space. 

The losing stack loses the difference between the player’s Force values in units. The winner picks the first unit lost. 

Fortification units in the losing stack are destroyed automatically. 

The winning stack loses units with a force equal to at least half the force 

total lost by the losing stack. The winner decides which units are lost.

If one stack has a Leader and the other does not, the stack with the 

leader gets double that Leader’s Force value. Treat Leaders like other units with respect to casualties.

Bombardment bonus is for stacks attacking occupied planets.

If both sides have Starfighters, the side with the lowest Starfighter value losses ½ its Starfighter Force value.

Escort value greater then enemy Starfighter value, lose ½ Starfighter value.

Players may repair ships after battle. Ships may only be repaired in the area they were damaged in, by units that are in the same stack. Shipyards may repair up to 2d6 warships, Fleet Repair Docks may repair 1d6, Starbases may repair 1d6/2 Escorts or Starfighters, and a Colony may repair 1 Starfighter. 

After a battle both sides replenish their hands to 7 cards.

Players may attempt to conquer minor races. The Minor Race will generate Revenue x 1D6 Force in its defense. 

When attacking a Homesystem the defender will get +20 Force.

You may only take control of an occupied planet in control phase if no defending units remain.

REVENUE PHASE

Gain revenue points for every planet with a Colony or minor race under your control. A planet can only support a number of Colonies equal to its resource value.

Each system generates revenue equal to its:

Resources + Installations + Minor Race value.

A planet’s resource level will limit the type of Revenue Installations it can support.

(Poor- No Refinery, Industrial Center)

(Moderate- No Industrial Center)

(Rich- no limit)

If the system has no minor race, you must first build an Outpost. On the players NEXT turn they may build a Colony in that system. 

Homesystems generate 10 Revenue points per turn, and gain 1 Revenue for each level advanced in Installation development.

Revenue may be saved from turn to turn.

Players may roll of Technological development and Upgrades in this phase.

Leaders

Leaders are not purchased; they are raised from Homesystems or Academies.

Cost 5, roll 1d6, get 5+ for a Leader to be raised.

Education (Force Bonus): 1-3=+1, 4-5=+2, 6=+3, 7+=+4

 Specialty:
1=General   Bonus for/vs Bombardment

2=Admiral
Bonus for Capital Ships or SDI roll

3=Scientist
Bonus for Technical/Enigma roll

4=Surveyor
Bonus to Resource roll

5=Diplomat
Bonus for Diplomacy roll

6=Scholar
Bonus for Leader/Education roll

Terraform allows for two options:

1) Raise the resource value for by planet ONE (poor to moderate).

2) Allow an additional Colony on an occupied planet, up to its maximum.

Terraform is discarded once it has been used. A planet may Terraform a planet as many times as a player wishes.

RECRUIT PHASE 

Draw 5 random units from the unit chit pile.

Purchase units. A unit’s cost is equal to its Force value. 

If you purchased all the drawn units, draw another 1D6 random units. 

Discard unpurchased units back to your unit chit pile.

Units must start at the following locations:

Homeworld
Colony
Shipyard
Starbase
Capital Ships
Yes

NO

Yes

NO

Escort Ships
Yes

NO

Yes

Yes (only 1/turn/base)

Starfighters
Yes

Yes

Yes

Yes (only 3/turn/base)

Leaders

Yes

(Academy)
NO

No

Existing warships may be converted to new tech levels at any location that they can be built at. The conversion cost is ½ the difference between the types, round up (Heavy Cruiser to Battleship cost 2). Conversions count against a Starbase’s maximum production.

A system must first have a colony before constructing ANY other installations or fortifications.

A Starbase may be built in a non-system space adjacent to a system you control.

Only Fortifications may be built at Homesystems. They are assumed to have any other newly developed installation automatically. They may not be Terraformed.

UPKEEP PHASE

Units that automatically receive upkeep = Basic Upkeep x total Revenue.

Basic Upkeep starts at 2

Example: You generate 10 revenue points per turn... You may have up to 50 units.

Add 1 to Basic Upkeep for each Escort Level you advance. 

(Convoy & Anti-piracy ops)

Discard excess units.

CONTROL PHASE 

Place a control marker on every revenue-generating planet occupied by one of your units. 

UNIT ABBREVIATIONS

S = Slow

M = Medium speed

F = Fast

C = Capital Ship

E = Escort Ship

X = Starfighters

K = Fortification

L = Leader

UNITS

Name



Move
Force
Notes/Sftr


Leviathan


S
15
C/6
+3F for Bombardment

Battleship


S
12
C/3
+2F for Bombardment

Battle Cruiser

M
10
C/2



Heavy Cruiser

M
8
C/1

Cruiser


M
6
C

Monitor


M
6
E/2
+2F vs. Starfighters

Dreadnaught


M
5
E/1
+1F vs. Starfighters

Frigate


F
4
E
+1F vs. Starfighters

Destroyer


F
3
E

Corvette


F
2
E


Fleet Scout


M
3
E
Cost 4 (DN-hull)

Scout



F
1
E
Cost 2 (Corvette-hull)

Fleet Repair Dock

S
0
C
Cost 10(BB-hull)

Science Cruiser

F
2
C
Cost 5, +3 Enigma roll (BC-hull)

Gunships    

--
2
X
Cost 3, +1F vs. Escort Ships

Assaultfighter   

--
2
X

Strikefighter    

--
1
X

Interceptors

--
2
X
+1F vs.Starfighters

WarBirds


S
3
X
Cost 4, +1F for Bombardment

Starbase


--
20
K/3
Costs 12, +2 SDI roll

Ion Cannon


--
15
K

Shield Generator

--
30
K
Cost 15 

Orbital Station

--
8
K

Ground Base


--
3
K

Type



Cost

Outpost


1
Allow colonization

Colony


6
Allow revenue collection and installations

Trade Port


3
+1 Revenue per Colony w/n 3hexes 

Research Labs

4
Allow +1 Tech roll

Academy


2
Allow Leader development

Mining Base


3
+1 Revenue/Colony 

Refinery


4
+2 Revenue/Colony

Industrial Center

5
+3 Revenue/Colony

Shipyard 


5
Allow ship construction

Terraform 


10
Allows +1 Colony OR raise Resources value by 1

ACTION DECK

Card Name


#
Notes

Tactical Move

8
Move 1 stack

Operational Move

6
Move 2 stacks

Strategic Move

4
Move 3 stacks

Wormhole


2
Move 1 stack twice

Senator Organia

1
Diplomacy +3

Admiral Pett

1
+4F vs. Capital Ships

Dr. Zod


1
+3 Research/Enigma roll

General Veers

1
+4F Bombardment

Biggs Starkiller

1
+4F for Starfighters

Fleet cloak


2
Attacker uses only ½ force value for SDI roll

Turbolasers


2
Battle: Capital ships get +1 Force

Ion Cannons


2
Battle: Target Capital ship -4 Force

Laser Cannons

2
Battle: Target Starfighters –4 Force

Weak Spot


2
Battle: +2 Force vs. Target Capitol Ship

Drop Ships


2
Battle: Capital ships get +2 Force to Bombardment

Strafing Run

2
Battle: Starfighters get +2 Force to Bombardment

Daring Rescue

1
Put captured Leader back into play

Probe Droid


2
Look at chits in target stack

Imperial Agents

1
Look at opponents hand

Sabotage


1
Destroy target Fortification


Incite Uprising

1
Remove control marker from target planet

Surprise Attack

2
Battle: Your side gets +5 Force.

Solar Flare


1
Randomly distribute 1d6 points of damage to def** 

Reinforcements

2
Return 1 defender from discard

Piracy


2
Lower opponent’s Upkeep level by one

Lost in Space

1
Discard 1 random Warship**

Lab Explosion

1
Discard 1 Lab

Core Instabilities
1
Discard 1 Mine

Gas Pocket


1
Discard 1 Refinery

Emergency Repairs

2
Discard all Damage counters

Seismic Events

1
System generates no income this turn**

Civil War


1
Discard 1 random Defender

Sabotage 


1
Discard one random structure*

Dilithium Crystals
1
Gain 2 Revenue per Mine

Syntha-petrol

1
Gain 2 Revenue per Refinery

Meteor Swarm

1
Discard one random structure*/**

Space Virus


1
Discard 1 Defender or Colony**

Discovery


1
Gain 2 Revenue per Lab

Merchant Prince

1
Gain 2 Revenue per Trade Port

Organized Crime

1
Lose half of your Revenue

Repairs


1 
Return 1 structure from discard

* If Fortification is hit, it takes 1 Damage counter.

** Successful Enigma roll, ignore card’s effects.

Technical Development

Players may advance one technology level per turn during the Revenue phase. They must wait a number of turns equal to the next Tech level before attempting to advance again. A successful Research roll must be made on 1d6, roll greater than the next tech level to advance. Only ONE Research roll can be made by each player per turn.

(To level II, wait 2 turns & roll 3+; Lvl III, wait 3 turns & roll 4+)

War ships

Levels
Capital Ships
Escorts Ships
Starfighters
I

Cruiser

Corvette

Strikefighters

II

Heavycruiser
Destroyer

Assaultfighters

III

Battlecruiser
Frigate

Interceptors

IV

Battleship

Dreadnaught

Gunships

V

Leviation

Monitor

Warbirds

Installations

Levels
Revenue

Populace

Fortification
I

Mine


Colony

Ground Base

II

Refinery

Laboratory

Orbital Station

III

Trade Port

Shipyard

Ion Cannon

IV

Industry

Academy

Star Base

V

Terraform

Terraform

Shield Generator

UPGRADES

Instead of making a technological advance, players may choose to upgrade an existing technology. Players may make one upgrade attempt per type per turn (Capital, Escort, Starfighters each get one attempt). Roll (6), adding Scientist and Laboratory bonus to a specific roll. No Scientist or Laboratory may contribute to more than one roll per turn. Cost 1 per unit upgraded.

Masking

 Capital & Escort ships, total only the stack’s ½ Force value for SDI roll.

Hyperdrive

 Capital & Escort ships, gain +1 movement.

Turbolasers

 Starbase, Capital & Escort ships, exchange Starfighter capacity for an equal 

 bonus to Force value. 

Novagun

 Capital ship and Ion Cannons, may target one enemy ship for loss first.

Shields

 Starbases, Orbital Stations, Capital & Escort ships, gain double Force value 

 for casualty losses only.

Dropships

 Capital & Escort ships, gain + to Bombardment equal to ¼ Force value.

Phallanx

 Starbase, Capital Ship, gain + vs. Starfighters equal to 1/3 Force value.

Through-Deck

 Capital ships, gain double Starfighter capacity for the loss of ½ Force value.

Torpedo-Boats 

 Escorts, Torpedo-boat value greater than enemy Escort value, then ignore       ½ enemy Capital ship value. Escorts with the upgrade have no advantage vs. Starfighters.

Jumpdrive

 Starfighters gain ability to engage in battle against any detected enemy         

 stack w/n 1 hex of their base/ship.

Launchbays
 Starbase may exchange +3 Starfighter capacity for every –5 Force value.

Auxilliary Carriers
 Escort ships, may exchange ONE Escort ship to replace 1d6 Starfighters lost in 

 battle this turn. Cost of +1 per Starfighter replaced.

Minefields

 Fortress, Capital ships lose ½ Bombardment value. Each Scout or Fleet Scout may 

 cancel effects of minefields on a roll of (6).

Legion

 Ground Base, Cost+5, Force value of 10 with +1 per Installation in the system. 

 May be moved from one Colony to another, max Warship range, for Cost+3.

Lateral Array

 Scouts & Fleet Scouts may look at ships in detected enemy stack.

Auto-Factory
 Industrial Center, Cost for ALL new units reduced by –1, minimum of 1.

Geo-Tech

 Colony, a system’s maximum limit is raised by 1.

Deep Core

 Mining Base, now produces +2 Revenue per colony.

Solar Satellite

 Colony, now produce 1 Revenue per turn.
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