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Parts I nventory:
Your game should include the follow ng itens:

e One gane box

Two di sks | abeled "Ganme (A)" and "Scenarios (B)" (the IBMversion includes two 5.25" and one
. 5" disk)

Thi s rul ebook

w

1.0 I ntroduction

The broadcast was a Mandatory; failure to watch was an inprisonabl e m sdemeanor. Consequently,
nearly every citizen of the People's Holy Republic was dutifully attendant when First El der
Gresham st ood before the Council in the Central Commttee Hall on Progress and raised his
seanmed face toward Heaven, lifting his hands above his head..

"The hour has cone Conrades. No nbre can we tolerate the insidious machinations of this
' Corporate' League. In two years, the Terran Navy, cowed by their revisionist governnent, will
| eave us to our fate. We will be al one

"Qur test is at hand! The Communi ng God has put a task before us and we shall not falter. W
must drive the sickness of capitalismfromour home. We nust burn out the evil of this League
of Devils with the fury of an expl odi ng sun!

"Join ne in this nost holy of quests. Swear with me by The Bl ood of Saint Mao that none shal
rest until this holy war is prosecuted to its just and righteous ending. Join ne in this
Stellar Crusade!"

Si xt een days after his declaration of war, First Elder Gresham di ed of an apparent stroke,

after which his driver, Vasily, disappeared without a trace. The resulting struggle for his
pl ace on the council lasted nearly six years. Six years of desperately needed tine for the
League to prepare..

2.0 Playing Stellar Crusade

Stellar Crusade is a two player game of exploitation and conquest on an interstellar scale. Two
factions, The League and The People's Holy Republic conpete over the span of decades for

control of a small, but richly endowed, star cluster in a renote armof the gal axy. The League
is always controlled by a human player while the P.H R may be either human or conputer
controll ed.

Installation and System Requirenents
ATARI ST Versi on

Stellar Crusade needs nost of 512K to run properly. If you have a 512K machine, try to mnimze
the nunber of desk accessories on your systemdisk. If you have nore than 512K, be sure to
| eave at |east that nuch for system and program use. The gane should work with nost desk
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accessories, but if you're not certain, boot your conputer with the Stellar Crusade Gane Di sk
(disk A).

If you plan to use a hard di sk or double sided 3.5" disk, copy the conplete contents of both
the Gane and Scenario disks into the sane directory (folder). There's no restriction on the
"path" from which the gane can be | oaded.

If you use two separate disks, the scenario disk nust be inserted into drive B (if avail able)
or whi chever drive the program asks for

| BM PC XT/ AT Ver si on:

The gane requires about 200K of free RAM This means that on nachines with 256K you won't be
able to use any TSR (Term nate and Stay Resident) prograns |ike Borland' s Sidekick (Sidekick is
a registered trademark of Borland International). If you have trouble getting the programto
run, change your AUTCEXEC. BAT file to prevent |oading any TSR prograns you ni ght be using and
reboot .

The program supports the foll owi ng graphics adapters: CGA MCGA, EGA64K, EGA256K, HGA and VGA
One of these adapters nust be present for the programto run

If you' re using a hard disk, copy the contents of both the Game and Scenario disks into a
single directory.

Starting Up
Make a copy of your disks for playing the gane. Don't use the masters.
ATARI ST Version

Put the Stellar Crusade Gane Disk (disk A) in drive A and power up your conputer. |If you have
only one disk drive, the programw || automatically pronpt you to insert the Scenari o Di sk
(disk B) at the appropriate tine. If you have a two drive system put the Scenario Disk in
drive B.

Make sure that your conputer is in Low Resolution Mdde. Stellar Crusade won't run if it's not.
If there's no open window for drive A open the drive A icon. Double click the icon titled
CRUSADE. PRG and follow the pronpts as they occur. Once the programtells you to insert your
save disk, the gane is entirely nenory resident. You can put your game and scenario di sks away.

| BM PC XT/ AT Ver si on:

The Stellar Crusade Gane Di sk doesn't cone equi pped with DOS, so boot your conputer normally.
Then, put the Stellar Crusade gane disk (disk A) into drive A and type "CRUSADE". If you have a
two drive system put the Scenarios disk (disk B) into drive B. If you only have one drive, the
computer will pronpt you to insert the Scenario disk at the appropriate tine.

To install Stellar Crusade on a hard disk, sinply copy the contents of both disks into a sub-
directory. You can nane the directory anything you |ike.

If your ganme and scenario files are in the default directories of your copies of the master

di sks, just type "CRUSADE " and press RETURN to start the gane. If you copied the gane and
scenario files into a sub-directory, use the DOS conmand "CD' to change the current directory
before you type " CRUSADE".

Once the gane is | oaded, the programw Il tell you when it needs to have di sks swapped. The
game disk is required to be in the boot drive at all times, unless the programtells you
ot herw se.

Loadi ng a Saved Gane
ATARI ST Version

Once the program has started, you'll be asked if you want to |load a previously saved gane. If
you do, you'll be presented with a standard GEM (CEMis a registered trademark of Digita
Research Corporation.) file dialog box listing all the save files on drive A You can change
drives by clicking the button above the list of files. dicking cancel will start the default
game (The Long Canpai gn).
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Notes on the GEMfil e sel ector box:

Files are selected by clicking the nouse on a file nane. If you want to search another drive or
directory, nove the text cursor (a vertical line) up to the current path definition and nmake
any changes you need with the keyboard. In order to search the new path for saved gane files,
nmove the cursor over to the vertical (scroll) bar to the right of the file display and press
the left nouse button

| BM PC XT/ AT Ver si on:

Once the program has started, you'll be asked if you want to |load a previously saved gane. If
you do, you'll be pronpted to make sure that your saved ganes are in one of the systenis
drives. Select the drive and you'll see a list of available files. Type the number of the file

you want and press RETURN
Docunent at i on Check

After you select a scenario or saved gane, the conmputer will ask you to do a docunentation
check before it will allow you to start the gane. This will take the form of a question about
sone section of the

rules. (See the list at the end of this file.)

Exanpl e:
Pl ease type the first word of section: 2.0, subsection: Pronpts and press enter

The correct response woul d be "sonetinmes" (w thout the quotes). You have three chances to get
the right response.

Gane Mbdes

If you're starting a new gane, the programw || display a menu for selecting the scenari o,
reality levels and difficulty. Reality levels are either "on" or "off" while difficulty ranges
from"Pushover" to "Hi deous" (see section 6 for specific effects). If you choose "Randoni, the
conmputer will pick a difficulty without informng you of the result.

Mai nt enance and Trai ni ng

When selected, this reality level requires you to nanage the maintenance of your ships and
mlitary units. This means you'll have to supply spares to the Fleet and rations to Arny. See
"Mai ntenance" in section 5 for details.

Conmand Control and Fog of War

Thi s enabl es hi dden novenent and covert operations. |If Fog of War is switched off, all fleet
movenents are visible to either player and certain nenu options related to Special Ops (see
Special Ops in section 5) will be disabled. The Cormanders selection in the Assign nmenu will
al so be disabl ed.

If you're not famliar with the gane, it's a good idea to keep both of these reality levels
turned of f. They add significant complexity to the gane.

Tal king to the Conputer
ATARI ST Version

Wth the exception of nami ng ship classes and save gane files, everything in Stellar Crusade is
done with the nouse. Selections are always made with a single click of the left button.

Whenever the nenu bar is visible at the top of the screen, noving the cursor over the name of a
menu will reveal a list of selections. If you don't want to choose any of the sel ections
listed, sinply click anywhere on the screen that's not part of the nenu. The nenu will

di sappear.

| BM PC XT/ AT Ver si on:

Except for naming ship classes and save gane files, you can control alnost everything in
Stellar Crusade with the nuneric keypad. On the main map, cursor novenent is done with nunber

file://ID|/D/Stellar%20Crusade%20Manual.txt (3 of 32) [19/11/2004 23:57:29]



file:///ID)/D/Stellar%20Crusade¥%20Manual .txt
keys.
Cursor speed will increase if you hold down the shift key with one of the other keys.

The center (5) key toggl es between cursor novenent and the nenus. |f the nenus are active, one
of the menu titles will be highlighted and the cursor won't nove. Use the even nunbered keys to
"pul | down" and "rel ease" nenus or to nove between nenu sel ections. Use the ENTER key to make a
sel ecti on.

Don't press the NUMLOCK key. The program knows when to expect nuneric val ues and when to | ook
for cursor controls.

The Map

The map is an isonetric view of the space surrounding the Kiffryn's Cats Custer. The XY pl ane
is the Equatorial Plane of the Galaxy with X increasing spinward and Y increasing outward. The
Z axis indicates distance "above" (toward galactic north) or "below' the Equatorial Plane.

ATARlI ST Versi on:

The XY plane is marked off in 5 |ight year squares. Bl ack squares indicate the approximte
| ocation of star systems as they would be seen by an observer positioned north of the
Equatorial Plane. This nakes it easier to correlate the isometric map with the Route Map.

Di stances north (above) or south of (below) the Equatorial Plane are shown with col or coded
el evation dots. Gray dots are north of the plane and green dots are south. The dots are spaced
at 2 light year intervals.

Systens are shown as |large dots with snmall rectangl es nearby. Unexplored systens are white,
League systens are gold and Republic systens are red. Wien League ships are in a system the
rectangle will be shown in gold and contain a dark task force marker. A Republican presence in
a systemwi |l be shown with a red rectangle. If the system contains both League and Republic
ships, the box will contain a white X on a blue background.

| BM PC XT/ AT Ver si on:

Note: The col ors nmentioned here refer to the default colors used in the CGA node. Your col or
schene may differ.

The XY plane is marked off in squares. Each square represents a distance of 5 light years. The
approxi mat e di stance of systens above or bel ow the Equatorial Plane is shown by the | ength of
the line connecting it to the XY plane of the map.

Systens are shown as large dots with small rectangl es nearby. Unexplored systens are green,
League systens are yellow and Republic systens are red. When League ships are in a system the
rectangle will contain a yellow task force marker. A Republican presence in a systemwll| be
shown with a red marker. If the system contains both League and Republic ships, the box wll
contain a green X

The nenu bar at the top of the screen will change during the course of the turn to reflect the
options available to you and the large dialog box at the bottomof the screen is used for
general information and pronpts.

Note: Information on the map which concern's your opponent's task forces, systens, etc. will
only be as current as the last contact with them See "Special Ops" and "Exploring a Systeni
for details on scouting.

The Qui ck System Di spl ay

You can get an overview of the condition of a star system during your Myvenent or Econom cs
Phase sinply by selecting it.

ATARlI ST Versi on:

Sel ect the systemby pointing to it and clicking the |eft nouse button. The Quick System
Display will appear below the map and will di sappear as soon as you nove the nouse.

| BM PC XT/ AT Ver si on:
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The map cursor will appear as a circle which you can position over a systemw th the cursor
keys (be sure NUMLOCK is off). Select the systemw th the ENTER key.

The left half of the display is devoted to general information about the system its current
condition and its potential for growh. This is shown with four pie charts:

System Habi tability and Farm Depl oynent

Slice 1

nunber of farms depl oyed + 99
Atari ST & EGA ... Geen

CGA ... ... Red

This gives an idea of how the systenmls food output conpares to an "ideal" production rate. The
bi gger the slice, the nore food the systemis producing.

Slice 2

(system habitability - farms) + 99
Atari ST & EGA ... Black

CGA ... ... Bl ack

This slice shows you how nuch roomthere is to expand agriculturally. If the farns + 99 slice
is small and this slice is large, the systemhasn't really been exploited agriculturally.

The remaining slice is sinply the "non-habitable" fraction of the system

System Organi cs and Refinery Depl oynent

Slice 1

nunber of refineries + 99
Atari ST & EGA ... Red
CAA .............. Red

This slice shows how the refinery output of this system conpares to the ideal.

Slice 2

(systemorganics rating - refineries) + 99
Atari ST & EGA ... Black

CGA ... .. ........ Bl ack

This is an indication of the untapped organic resources in the system If this slice is large
and the refineries + 99 slice is small, then the system has unrealized potential .

System Metal s and M ne Depl oynent

Slice 1

nunber of mnes + 99
Atari ST & EGA ... G ay
CGA .............. G een

Like its farming and organics counterparts, this slice give an indication of howthis systenms
m ni ng output conpares to the ideal.

Slice 2

(systemmetals rating - mnes) + 99
Atari ST & EGA ... Black

CGA ... ... Bl ack

This slice shows the unused mning potential of the system

System I ndustrial Devel opnent
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Slice 1

nunber of factories + 99
Atari ST & EGA ... Blue
CGA .............. G een

This slice gives an indication of howthe system s industrial output conpares to the ideal

Slice 2

(99 - factories) + 99
Atari ST & EGA ... Black
CGA .............. Bl ack

This is the unused industrial potential of the system

Note: A "+" synbol in a pie chart indicates additional resource production due to the sone
special characteristic of the system This is a good thing. A "*" synbol indicates the presence
of Spiders in the system This isn't.

The right half of the Quick System Di splay is occupied by three boxes:

The Popul ati on Box shows the nunber of earthlike, protected and belt colonies in the system as
well as the total system popul ation. For the col onies, each "man" synbol equals one col ony of
that type. For total population, each "man" synbol represents 1000 people. Lines under the
synbol s represent powers of 10. For exanple, one double underlined synbol followed by seven
underlined synbols next to "KPop" would indicate a total population in the systemof (1 x 1072
+ 7 x 1071) x 1000 = 170000 peopl e.

The Arny Box will contain a nunber of snaller boxes. Each of these is a deploynent site that
can contain one mlitary unit. Any mlitary units deployed in the systemw || appear in these
squar es.

The Navy Box will show one symbol (simlar to the task force markers used on the map) for each
friendly ship in the system The ships aren't differentiated as to size or condition and no
more than 90 ships can be shown. If this box is conpletely full, you've got nost of your fleet

here and probably don't need to count ship synmbols anyway.

Above the Population Box is a row of small flag synbols. The nunber of flags here indicates the
|l oyalty of the systemto the owning player

Note: just like the map, the accuracy of this display is only as good as your |ast contact.
Unl ess you own the system if you haven't had ships here lately, don't take this infornmation
too literally.

Pronpt s

Sonetinmes the programwi |l pause (to give you a chance to read a nessage, etc.) and wait for
you to give it the OK to continue.

ATARlI ST Ver si on

The conputer will beep and display a nouse icon at the far right of the Main Dial og Box. Press
the left nouse button to continue.

| BM PC XT/ AT Ver si on:

The conputer will beep and display a "key" synbol ("<>") at the far right of the Main Dial og
Box. Press any key to conti nue.

The Turn Sequence

Each gane turn represents three nonths (one quarter) and is divided into three phases with the
People's Holy Republic going first in each of the first two phases. The Resol utions Phase is
si mul t aneous and executed entirely by the conputer

The order of events in a ganme turn is:
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« Gane Save

e P.H R Econom cs Phase
e League Economi cs Phase
« P.H R Myvenent Phase
e League Mvenent Phase
* Resol utions Phase

The Econom cs Phase

This is where you'll do all your econonic planning, expansion of industrial facilities,
production of ships and mlitary units, etc.. Although the actual work in this phase gets done
by way of the Econ nenu, bear in mnd that a great deal of useful information can be gl eaned
fromthe other nmenus, particularly the Assign nenu.

The Movenment Phase

During the nmovenent phase, you'll issue orders for any covert operations, mnove ships,
passengers and cargo between systems, organi ze task forces and transfer ships between conmands.
If you're playing one of the Iong scenarios, the act of novenent into a system occupi ed by your
opponent isn't necessarily an invitation to open war. Check the scenario descriptions for
detail s.

The Resol uti ons Phase

Al'l conmand | evel conbat, ship-to-ship conbat, assaults, exploration, production, mnaintenance,
covert operations and cal endar functions take place during the Resolutions Phase. The conputer
will also calculate and display current victory |evels.

I f Conmmand Level combat occurred during the quarter, the conputer will display a report of
"tonnage hit" for both sides. The numbers displayed represent the nunber of cargo and assault
systens damaged.

In the long scenarios, there will be a chance in this phase that unplanned war will break out
after the fourth quarter of 2330.

Savi ng a Gane
At the beginning of each turn, you'll have the opportunity to save the game in progress.
ATARI ST Versi on:

Sel ect the appropriate button in the dialog box, when it appears, with the |eft nouse button
If you choose to save the gane, a standard file dialog box will appear. The conputer wll
automatically create a new save file name based on the current game tine. For exanple, if you
save the gane in the 3rd quarter of 2337, the default save file nane will be "SC032337. DAT".
You can change this nane if you like.

| BM PC XT/ AT Ver si on:

If you decide to save a gane, you'll be pronpted to insert your save disk. Tell the conputer
which drive to use. You'll be shown how nuch free space the disk has and asked to confirm your
drive selection. The conputer will automatically create a save file name based on the current
ganme turn. If you save the gane in the third quarter of 2337, the default file name will be
"SC032337. DAT". If you like, you may change the file nane, but not the extension, before
pressing ENTER to save the gane.

Endi ng a Gane

The gane will automatically end after the nunber of turns specified in the scenario you're
playing or if certain scenario specific conditions are met. The conputer will total victory
|l evels for both sides and enter a linited two-player node so that both sides' systens and
remai ni ng forces can be exam ned.

You can select End Gane fromthe General Menu at any tinme during your turn. The conputer will
all ow you to end the gane with current victory |levels.

3.0 Movenent and Conbat
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"In space there are no battle lines, no convenient bits of terrain to help delineate the edges
of contested territory. There are only skill and technology. Fall behind in either one and you
| ose. Lag in both and you | ose without knowi ng why." Raspian Bez (codenane "R E. Lee), Fleet
Admiral Ret.

Task Forces

Task forces are the basic unit around which your fleet is organized. Each side has up to 36
task forces at its disposal with three (33, 35 and 36) nornally reserved as holding forces for
shi ps under repair. Read "Command Autonony" in section 3, for nore information on the repair
task forces.

Al though it's possible for ships assigned to the Escort and Rai di ng Cormands (see " Commands")
to engage in limted conbat, the real action is in the Fleet. Only ships assignhed to task
forces may engage in ship-to-ship conmbat or |aunch assaults on eneny held systens.

M ssi ons

There are three types of nmission available to task forces: Transport, Attack and Reserve.
Al t hough their nanmes are nore or |less self explanatory, each m ssion has uni que features.

Task forces on Attack missions will attenpt to engage any opposing ships in the systemthey
occupy if hostilities have broken out.

Task forces on Transport Mssions will not engage in any aggressive action unless they're in an
eneny held systemand they' re carrying one or nore nmilitary units. If they are, they wll
attenpt a space to ground assault (see "Space to Ground Assaults").

Task forces with reserve nissions will not attenpt to engage opposi ng ships, even during open
war. They will, however, defend thenselves if attacked. This means that only side needs to be
on an attack mssion in a systemfor conbat to break out.

Transfers vs Reassi gnnent

When two active friendly task forces occupy the sane system they may exchange ships freely
with no delay. This is a transfer. You may al so transfer ships into an inactive task force
(effectively splitting one task force into two smaller ones). If the receiving task force isn't
in the same system it will be noved.

Reassi gnnent of a ship can occur in two ways. First, if you send a ship fromone task force to
a force in a different system that's a reassignnent and the ship will spend 1-4 turns in
transit before arriving at its destination. Second, any novenent of a ship to or froma conmand
is a reassignment and suffers the same del ay.

Car go

Any ship equipped with either cargo capacity or assault capacity can carry cargo. A ship can

| oad any noveable unit (These are listed in the Miveable Units section of the System Report)
whose size is less than or equal to its remaining current capacity. You may |oad any

combi nation of moveable units as long as the ship's capacity isn't exceeded. You may not split
cargo or passengers between shi ps.

Damage due to conbat or nornmal wear and tear may reduce the capacity of a ship below the

conbi ned sizes of itens it's already carrying. If this happens, the ship will still be able to
continue transporting them but may be unable to reload any units it unloads. This happens
frequently with Exploration Teans since their large size takes up every cubic centineter of
cargo space in the biggest freighters and danage to even one of their transport's cargo nodul es
will strand themuntil repairs can be nmde.

Assault capacity is identical to cargo capacity with the added ability to launch mlitary units
in assaults. Al mlitary units, except Special Forces, nust be |aunched into conbat from
assault rather than cargo boxes. Special Forces may be | aunched from any cargo carrier

The Transport Poo

The Transport Pool is essentially your Merchant Marine. The conputer will automatically total
al | undamaged cargo/assault capacity in the pool and use it to distribute surplus raw materials
anobng your systens.
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Ships in the Transport Pool, don't require naintenance, but are subject to attack by ships in
the eneny's Rai ding Command once hostilities begin. |If Command Autonony is enabl ed, any danaged
ships will be automatically sent to Task Force 33 for repairs. Once they're fully functional,
they'll be reassigned to the Transport Pool

Commands

There are four major conmmands in Stellar Crusade: Training Command, Escort Conmand, Raiding
Conmand and Special Support Command, each with its own specific m ssion.

Trai ni ng Comrand

This is where new ships and repaired ships not automatically reassigned to one of the other
commands are sent. Ships in Training Command don't require maintenance and can never be
attacked. They are, in effect, your strategic reserve.

Escort Conmmand

Shi ps assigned to Escort Command are tasked with the protection of your Transport Pool. Any
ships in the eneny Raiding Cormand will be attacked by your escorts during Conmand Level Conbat
in the Resol utions Phase, assum ng hostilities have broken out. Ships in Escort Comrand require
no mai ntenance, but can be danmaged in conbat. |If Command Autonony is enabl ed, danaged shi ps
will be automatically sent to Task Force 35 for repair.

It's a good idea to install a larger than normal proportion of Anti-i weapons on escorts, since
the mpjority of raiders will be i-Space drive equi pped.

Rai di ng Command

Ships in Raiding Command spend their tine trying to disrupt the eneny's shipping with hit-and-
run attacks on his Transport Pool. Like escorts, raiders require no naintenance, but are

subj ect to attack. Damaged ships in Raiding Conmand will be sent to Task Force 36 if Command
Aut onony i s enabl ed.

Because of the nature of convoy raiding, ships equipped with i-Space drives perform
particularly well here, but don't forget that nost of your eneny's escort's will have Anti-i
weapons.

Speci al Support Conmand

One support ship nust be avail able per Special Qps point spent on reconnai ssance of eneny
systens. Ships in the Special Support Conmmand don't require mai ntenance, but do suffer a 2%
attrition rate each turn. In other words, although they can't be damaged, they do have a 2%
chance each turn of being |ost altogether. Use old and/or inexpensive ships for this duty.

Conmand Aut onony

When command autonony i s enabl ed, damaged ships in the Transport Pool, Escort Comand and
Rai di ng Command wi || automatically be reassigned to task forces 33, 35 and 36, respectively,
for repairs. As soon as ships in these task forces are fully functional, they will be
reassigned to duty,

Normal |y, command aut onomy shoul d kept "on", since it frees you fromhaving to constantly check
the condition of ships in your conmands. On occasion, however, you may want to specifically
control your repair schedule. If you do, disable conmand autonony.

Transit

When you reassign a ship, there will be a delay of 1-4 turns while the paperwork clears, new
crews are trained and assigned, the ship is noved and the wheels of bureaucracy grind steadily
along. During that tinme, the ship will be "in transit" to its new post.

You can check the destinations and planned arrival dates of ships in transit by selecting Ships
in Transit fromthe Assign nmenu during your novenent phase.

G ound Forces
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There are four types of military unit in Stellar Crusade: Security Forces, Light Regulars,
Heavy Regul ars and Speci al Forces.

Security Forces are |lightly equipped units conposed mainly of reservists, local mlitia and
other irregulars. Because of this, Security Forces are best applied in a defensive posture.

Regul ars are the backbone of your ground forces. Well| equipped and trained, they perform well
bot h of fensively and defensively. The difference between Light and Heavy Regulars is
essentially one of equipnent.

Special Forces are snall, 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 | aunched from any ship
that can carry cargo

Movi ng a Task Force

During your novenent phase you'll have the opportunity to nove any of your active task forces
bet ween systens, subject to the limtations of range and the task force's condition. The
nmovenent range of a task force is equal to that of its slowest ship and only ready task forces
can nove. If a task force isn't in a friendly system there's a chance it will fail to becone
ready. Should this happen, you'll have to reassign its ships to another task force to get them
out .

When you sel ect Move Task Force fromthe Move nmenu, the conputer will pronpt you to select a
system of origin. Choose the systemin the sane way you woul d select a systemto exam ne.
Starting with the | owest nunbered ready task force in the system the conputer will show you
task force nunber, 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.

If you want to nove the task force, sinply select a destination system If it's within range,
the conputer will ask you to confirmthe nove (once the task force is in i-Space, you can't
recind the order). Mving a task force to its current |location is not a nove.

You can only nove a task force once in a gane turn, but you can initiate a novenent dialog as
many tines as you like. As long as you don't confirma nove, you can change your m nd
indefinitely.

Conmbat

There are two levels of conflict in the game. If limted hostilities are in effect, only
Conmand Level combat will occur. This is essentially skirmshing and interdiction aimed at
hanperi ng the eneny's econony.

Once open hostilities have broken out, any task force with an attack mssion in a system
occupi ed by eneny ships will automatically engage. This neans war.

Note: Once war breaks out, a "crossed swords" synbol will appear at the far right of the nap
di spl ay.

Weapons

There are four types of weapon used in the gane: 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
Systens and C asses, but it should be nentioned here that ships in i-Space can only be attacked
by Anti-i weapons. Also, |ong range weapons (both of fensive and defensive) are expendable, that
is, each long range weapon beconmes "damaged" when it's fired.

Command Level Conbat

Conmand | evel conbat consists of hit-and-run raider strikes on eneny shipping with the intent
of damaging their Transport Pool enough to prevent conplete distribution of surplus raw
materi al s.

Shi ps assigned to your Raiding Conmand will each attenpt to locate a ship in the eneny
Transport Pool. Each raider has a 5% chance of finding each eneny transport and will attack the
first ship it finds.

Rai ders equi pped with i-Space drives will automatically inflict 1 to 10 points of danage for
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each short range Anti-r weapon they nmount. If a raider is not equipped with i-Space drives, it
has a 10% x current effectiveness chance to score a hit with each short range Anti-r weapon and
each weapon will do only 1 point of danmage. Note that raiders never use |ong range weapons. |f
you design a ship purely as a raider, don't nount |ong range weapons on it.

After all your raiders have attacked, ships in the enenmy's Escort Command will attenpt to track
them down and retaliate. Each escort has a 4% chance to | ocate each raider and will attack the
first one it finds.

If an escort is attacking a target with a functional i-Space drive, it will fire its Anti-i
weapons. Each Anti-i weapon has a 10% x current effectiveness chance to hit. Long range weapons
do 3 points of danage and short range weapons do 1 point.

If an escort is attacking a raider operating in real space, it will use its Anti-r weapons with
the sane probability of hit. Short range weapons 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 systens,
there's a 7% x nunber of point defense systens chance that each | ong range weapon which
achieves a lock on will be shot down before inpact.

Conmand Level Combat is mutual, that is your raiders will attack enemy shipping and his raiders
will attack yours.

Ship to Ship Conbat

At the end of a Movenent Phase (after hostilities have begun), the conputer will check for
opposi nhg task forces occupying the sane system |f any task force in a contested system has an
attack mission, conbat will occun Each battle is resolved separately and you'll have the
opportunity to control the |arge scale actions of engaged forces at the begi nning of each hour
after the first.

M ssi ons and Formati ons

During the battle, the forces of both sides will be displayed in fornati ons appropriate to
their mssions. The individual task force commanders will decide what formation to use, but,
generally, task forces with attack mssions will be deployed in wedge shaped formations.
Transport forces will be deployed in linear formations and reserves will usually be

di sorgani zed

As long as both sides have task forces with attack nmissions in the battle, only those forces
will actually be engaged. This allows you to screen transport and reserve forces during an
engagenent. |f all of your attack forces have been elim nated, any of your other forces can be
engaged. You can't change the mi ssions of your task forces during conbat.

Long Range Conbat

Conbat al ways begins at long range and will continue at |long range until all |ong range weapons
on both sides are exhausted. Not all of a task force's |long range weapons will be fired at

once. The actual nunber depends on the commander's attack rating, the total nunber of avail able
targets and the nunber of |ong range weapons renmai ning inthe task force.

Each | ong range weapon has a (10 x firing ship effectiveness + 10 x nunber of scanners) x 1%
chance to lock on to an eneny ship. A long range weapon that nanages to hit will inflict 10 to
15 points of damage. This is enough to transformeven the |argest cruisers into rapidly
expandi ng spheres of high energy particles.

Once the conputer has determ ned how many | ong range weapons were able to | ock on, the opposing
ships' long range defenses will attenpt to intercept inbound weapons. Each | ong range defensive
weapon has a 3% x firing ship effectiveness x force commnder's defensive rating chance to

i ntercept an incom ng weapon. Intercepted weapons are destroyed. Notice that |ong range

def enses have the advantage of being able to protect all friendly ships in the engagenent.

Any | ong range weapons that survive interception will hit their target ships unless stopped by
poi nt defenses. A ship can only use point defense systens to protect itself. The probability
that a ship's point defenses will stop an incomi ng | ong range weapon is 14% x nunber of
functioning point defense systens (naxi mum 70%

Short Range Conbat
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When the engaged task forces have exhausted their supply of |ong range weapons, the battle

shifts to short range. Short range conmbat will continue until the end of a round in which no
ship receives a hit. This means that battles can end with surviving ships on both sides.

Up to 5 short range weapons per ship will fire at the eneny per round with a 10% x firing ship
ef fecti veness chance to hit. Each hit will do 1 point of danage to a randomy sel ected target
shi p.

Damage

Each point of damage inflicted on a ship incapacitates one of its systens. If a ship suffers
nmore danage than the total of its renaining operable systens, it's destroyed.

If all of the command nodules in a task force are destroyed, the task force commander is
assuned to have perished in the line of duty and the task force will be placed under Centra
Conmand' s control. A new (and unproven) commander will be pronoted to take his place.

Damaged ships can only be repaired by reassigning themto a task force in a system where spares
are available. If the "Mintenance and Supply" reality level is enabled, you' |l have to build
spares to support your repair activities. Otherw se, spares are assuned to be universally
available in systens you control

Aggr essi veness

At the beginning of each hour after the first, you'll be given the opportunity to order your
commanders to engage aggressively. If you do, the probability of achieving hits / |ock ons on
bot h sides increases significantly giving the superior force a slight edge.

D sengagenent

At the begi nning of each hour after the first, you'll have the chance to order your forces to
di sengage. In a two player ganme, the conputer will also ask which force wants to break off.

D sengagenent is never automatic. The probability of a successful di sengagenent is based on the
relative quality of the opposing forces' commanders. All things being equal, the attenpt has
about a 60% chance of being successful

I f di sengagenment succeeds, all task forces in the system on the disengaging side, will be
given a reserve mission and conbat will end. Any assault that may have been planned will be
abort ed.

If you di sengage from conbat and then fail to nove your ships out of the contested system the
eneny will be able to attack them again next turn. Don't forget to nove them

Caution: If your task force loses, it may not be able to nove next turn. That is, it will show
as having already noved. The only way to save the remmants of such a bel eaguered force is to
use reassi gnnent. Reassignhing ships in this way will inmediately renove themfromthe enbattled
system but will also take them out of action for the usual 1-4 turns. See "Transfers vs

Reassi gnnent"” in section 3.

Space to Ground Assaults

Hol di ng the space around a systemis only half the battle. Even in the 24th Century, to own a
systemyou still have to own the dirt.

Launchi ng an Assaul t

If you have ships with a transport mission in an eneny systemafter ship to ship conbat is
resol ved, the conputer will check for mlitary units in their holds. Only special forces units
may be | aunched fromnormal cargo holds. All other units nust be | aunched from assault hol ds.
If a ship's cargo or assault capacity has been reduced due to damage, it can still participate
in the assault, but it nay need repair before it can | oad troops again.

If there are nilitary units eligible to assault the system the conputer will automatically
I aunch themfromtheir transports according to the following priorities:

1. Task forces unload, in ascendi ng order.
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2. Transports unload in the sane order in which they're listed when you exam ne their task
force.

3. Units will unload in the sane or der in which they're listed in their transport's Cargo
Avai |l abl e for Unl oadi ng box.

Units will be launched until each deploynent site is filled or you run out of units
G ound Conbat

Once troops have | anded, ground combat begi ns. Each day, the conputer will display the current
state of the battle for the systemand cal cul ate 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 nultiplying the result by 1% for each point of the assault commander's Assault Rating (for
attacking units) or System Defensibility (for defending units). The combat strength of a unit
is equal to strength x capability. The conmander of the highest nunbered task force in the
systemw || be the assault commander.

At the end of every day of fighting, systemhabitability, farns and population will be reduced
by 1 each. If the battle continues |ong enough, it's possible to conpletely devastate a system

Eventual |y, one of two things will happen. Either all nmilitary units in the systemw | be
destroyed or only one player will have units left. If the only player to have units remaining
in the systemis the attacker, the systemw Il change ownership with the foll owi ng effects:

e Loyalty is set to 1

e Half of all local spares and rations will be captured. The rest will be |ost.

e Al build points accurmulated in |ocal shipyards and training centers will be |ost.
e Al local shipyards and training centers will be reduced in size by 1 to 20 points.
e« Al local intelligence centers will be destroyed.

Commander s

As suprene commander of your government, you have a | arge pool of willing | eadership at your
di sposal. Sone of your conmanders are good. Sone aren't. Sone are specialists. The only way
you'll knowis to test themin battle. Until then, the only thing you can be sure of is their
age.

During the Movenent Phase, you can | ook at a sunmary of your conmanders by choosi ng Conmanders
fromthe Assign nenu. Each commander is rated for ship to ship attack, ship to ship defense and
space to ground assault. Their ratings will range from21 (inconmpetent) to 5 (brilliant).

For security purposes, none of your comanders' real nanes are used. |nstead, each one has been
assi gned a codenane. League conmanders use codenanes borrowed fromthe great mlitary | eaders
of Terra's past. Republic commanders prefer nanes stolen fromQd Earth biblical literature.

Task forces w thout conmanders are assigned to Central Command. All task forces under Centra
Conmand aut hority operate with attack, defense and assault ratings of 2

Speci al Ops

Speci al Operations are used to disrupt your eneny's econony and gather information in places
the Fleet can't reach. Al though you can allocate nore than 10 build points to your intelligence
centers, you may only invest 10 total operations options in fonmenting rebellion and system
reconnai ssance. Any additional points spent on intelligence centers will go automatically into
internal security.

Fonent Rebellion

By encouragi ng popul ar unrest in eneny systens, you can reduce their loyalty. You'll need a
support ship from Speci al Support Command for each option you allocate toward this activity.
Wel | garrisoned systens are virtually immune to this kind of activity.

Syst em Reconnai ssance

Sonetinmes it's not practical to send ships into eneny territory to update your files on a
system This activity allows you to gather infornmation covertly. One support ship nust be
avail abl e for each option you allocate toward System Reconnai ssance.
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Internal Security

This counterintelligence activity makes it nore difficult for eneny special operations to
succeed. Any unal |l ocated options are automatically assigned to this activity.

Conbat Scenari os
STCOP

You' ve read enough rules for a while. The two conbat-only scenarios "Operation Gold River" and
"Plan Jericho" are described in section 6. Play one (or both) of themto get a feel for the
mechani cs of managi ng your fleet before you nove on to the additional conplexities of

expl oration and econonmics.

4.0 Exploration and Col oni zation

"...so0 reach for lcarus! Reach for the stars!! Phase Il honmesites; from 10 square kil ometers
are still available!l!! Call before mdnight and you could win a trip for tw to..."

Expl oring a System

If you have a | oaded exploration teamin an unexplored system during the Resol utions Phase, it
will be automatically unloaded and the systemclained in your name if the carrying ship is on a
transport mission. The teamw ||l report statistics for habitability, nmetals, organics,

depl oynent sites, defensibility and special characteristics. The loyalty of the newy acquired
systemis always 10.

Only the owner will know what a newy claimed systemis |like. Use System Reconnai ssance to
check on your opponent's systens. If both sides try to explore a systemat the same time, each
si de 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

Speci al System Characteristics

There is a possibility that a newy explored systemw || have sone unusual distinguishing
feature. Only the gane effects of these special characteristics are discussed here. Read the
gl ossary for a nore conplete description

Gaswor | der s

The systemwi |l add 3 extra units of organics to your surplus goods pool each turn for as |ong
as your hold it.

Oort Peopl e

The systemwill add 3 extra units of nmetals to your surplus goods pool per turn while you
control it.

Abori gi nes
The systemwill add 3 extra units of food to your surplus goods pool per turn while you own it.
Pal eot echnol ogy

The systemwi |l add 2 points per turn (instead of 1) to your research
pool as long as it's under your control

Spi der s

Normal |y, the population of a world will grow spontaneously, but a systeminfested with spiders
will be unable to grow until the spiders are elimnated. Each military unit deployed in the
system i ncreases your chances of eradicating a spider infestation. You can still add to the

| ocal popul ati on by inmporting col onies.
Col oni zing a System
As the popul ation grows on your hone worlds, larger and | arger nunbers of people will seek the

opportunities offered by the frontier and colonies will becone available for transport to new
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wor | ds. Essentially, colonization is nothing nore than transporting people to newWy explored
systens. The trick is to turn an isolated group of a few thousand struggling col onists stranded
i n an undevel oped systeminto a productive industrial concern. Read section 8, "Designer's

Not es" for hints on building successful col onies.

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

t henrsel ves.
Eart hl i ke Col oni es

The teem ng nasses are a fertile source of willing, if ill prepared, prospective colonists
Earthli ke colonies are easy to transport, but require a habitability of at |east 65 to depl oy.

Pr ot ect ed Col oni es

Protected colonies are usually financed by private corporations or well organi zed co-ops.
They're well equi pped and able to withstand the rigors of |ess favorable worlds. The m ni mum
habitability for protected colonies is 35.

Bel t Col oni es

Equi pped for environments up to and including total vacuum belt col onies are expensive to
field and difficult to transport. They can survive anywhere.

Kits

Kits are prefabricated, pre-packaged processing facilities that can be used to get new col onies
started on the road to industrialization. There are four kinds of kit: farm nine, refinery and
factory. Each kit, when depl oyed, converts to one point of capacity of the appropriate type.

When you unload a kit froma transport, it automatically depl oys. Be careful not to unload a
kit accidentally. They're expensive to replace and vital to the expansion of your new col onies.

Note: Kits provide you with a nethod for extending the resource capacity of a systembeyond its
original level. If a systemis fully exploited, that is, its deployed farm refinery and mne
val ues are equal to its habitability, organics and refinery ratings, you can still produce nore
of these raw materials by deploying kits in the system This is expensive (extrenely), but it
does allow you to force the output of a system beyond the norm

Expl orati on Scenari os
STOP

At this point you know enough to play the Exploration scenario. It's a good idea to try your
hand at this one before noving on to the canpai gn ganes.

5.0 Econonics

"A leader's greatest fear is not that he will make errors in fiscal policy, but that his
enemes will notice them" First Conrade Thrender Grone to the Conmittee on Internal Security,
Br ot her hood, 2297

Al l ocati ons

Each turn, you'll have the opportunity to direct the growh of your econony and mlitary by
"spendi ng" build points. The process is broken into three steps for each system you control
Buil d Point Production, Build Production Facilities, Allocate Build Points.

The conputer will take you through each step in order, displaying a separate page for each
Once you commt 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 | ater.

Sel ection of systens can be done nanually, or you can | et the conputer choose systens for you
This is a good i dea when you have several systens that need attention and you don't want to
forget one. If you try to exit the Econonics Phase w thout doing any allocations, the conputer
will warn you and prevent you from goi ng on.
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Raw Material s

There are three basic types of raw material: food, netals and organics. A systemw || produce
these based on the capacity of its farms, mnes and refineries, within [imts set by system
loyalty. A systemw ||l produce 10% of its maxi num 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 If the systenis
factories aren't able to consunme all of the available raw materials, any renmminder will be put
into the Surplus Goods Pool for use next turn, if you have sufficient capacity in your
Transport Pool

Bui |l d Points

Each factory in a systemis capable of producing one build point. To do so, the factory uses
one point each of the three basic raw materials. Factories will automatically use locally

avail able raw materials until they' re exhausted. If you still have idle factories, you can draw
fromthe Surplus Goods Pool to supply them

Functionally, this nmeans that you can have a heavily industrialized systemthat's | ow on raw
mat eri al s produce build points with goods inported by your Transport Pool. Because it's

i mportant not to neglect your Transport Pool, it's a good idea to check the suggestions
provided with the Econonmic Report to see if you have enough transport to nove your surplus
goods.

Bui | di ng Production Facilities

When you | ook 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, intelligence
centers, farnms, mines, refineries and factories.

If you look closely, you'll notice that the cost of building farns, mnes and refineries
depends on the systemis habitability, metals and

organics ratings. The higher the rating, the lower the cost of the corresponding facility. This
means that some systens are val uabl e as specialized sources of raw naterials. Oher production
facilities carry a fixed cost of 10 points.

Bui | di ng or expanding a production facility requires a point of idle population for each
facility built or point of increased capacity which will then become enployed (not idle). If a
system doesn't have any idle population, it won't be able to expand its industrial capacity.

Al l ocating Build Points

Each turn, your systens' factories will produce a nunber of build points which you can then
al | ocate for expansion, spares, rations, ships, mlitary units and industrial kits.

A shipyard can be set to produce any one of the 20 classes available to you or it can produce
spares which are necessary to naintain your fleet. You can change the class produced by a
shipyard at any tinme, but any build points already accurmul ated will be | ost.

Training centers produce nmilitary units or rations. Rations are used to maintain mlitary
units. Like shipyards, training centers can produce only one type of unit at a tine.

Bot h shipyards and training centers will go through a partial refit when you change the type of
their product. The first unit or ship produced will cost sonewhere between 2 and 4 tines the
norm

Special Note: If a systemcan't to acquire enough food (either through production of |oca
farns or via the transport pool), there's a chance that food riots will break out. The systenm s
loyalty will drop by one point for each quarter that the rioting continues.

Once the rioting starts, you have two choices: let the rioting go on or feed the popul ation. O
course, you don't have to give them food, rubber bullets and tear-gas work al nost as well.
Depl oyed troops can stop rioting.

The Econom ¢ Report

The Econonmic Report is a planning aid for resource allocation. Wen you sel ect Report fromthe
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Econ menu, the conputer will present you with a set of overlayed |ine graphs depicting the
output (over tinme) of various critical economic factors. It will also suggest steps to take in
order to maxim ze your industrial output.

You can | ook at one graph at a tinme by selecting Options, Cear Gaph and then the line you
want to see. You can use the same technique to |l ook at the relationships of specific econonic
factors by clearing the graph and then overlaying two or nore lines.

It's al so possible to get an overview of your econom cs situation by choosing Current Data. The
bar graph di splayed by this option can help you see | arge scal e i nbal ances at a gl ance.

Ship C asses

Al t hough both sides begin the gane with several "standard" ship classes, you have anple roomto
design new classes to suit your own style of play. You may nodify a class whenever you li ke,
and the revised design will be used on all subsequent builds of that class with no effect on

ol der ships. However, any ships of the revised class which are still under construction will be
scrapped and all build points invested in them]|ost.

Not e: the conputer identifies classes by nunber, not name. If you use duplicate class nanes,
you won't be able to tell themapart, but the conputer will.

Ship Systens
There are 12 types of ship system available, each with unique uses and limtations:
Long Range Anti-r Wapon

These weapons are the nost devastating in the gane. Any ship can be destroyed by a single hit
froma long range Anti-r weapon. Their disadvantage is their expendability. Once fired, they
become "damaged" and nust be repl eni shed during repair.

Restrictions: Only effective against ships in real space. Firing ship nust have at |east one r-
Scan system operational .

Long Range Anti-i Wapon

Li ke their real space counterparts, these weapons can severely danage a ship and are
expendabl e.

Restrictions: Only effective against ships in i-Space. Firing ship nust have at |east one i-
Scan system operational .

Short Range Anti-r Weapon
Not as destructive as a | ong range weapon, but able to fire indefinitely.

Restrictions: Only effective against ships in real space. May not fire until all |ong range
conmbat is conplete.

Short Range Anti-i Weapon
Simlar to short range Anti-r weapons.

Restrictions: Only effective against ships in i-space. May not fire until all |ong range conbat
is conpl ete.

Long Range Def ense
These systens can intercept and destroy inconming | ong range weapons regardl ess of target.

Restrictions: Like all |ong range weapons, these are expendabl e and nust be repl enished in
repair.

Poi nt Def ense

Last ditch defensive systens used to destroy incom ng |long range weapons targeted at the firing
shi p.

Restrictions: May only fire at weapons about to hit the firing ship.
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R Scan

Required equi pnent for any ship that nounts Long Range Anti-r weapons. Having nore than one
scanner increases the probability of a | ock on

i Scan

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

Command Mbdul e,

This is the C3l center for a task force. As long as one ship in the task force has a command
nmodul e, it may have a commander. Wen the | ast command nodule in a task force is destroyed, the
commander is assuned to be killed and a replacenent is pronoted back at Central Conmand. The
repl acenent is not assigned to the force.

Restrictions: Task forces wi thout a command nodul e equi pped ship will always be under the
control of Central Command

i -Space Drive

This variant of the standard interstellar drive, while bulky and expensive, allows a ship to
"slip under" real space into i-Space. This nakes it difficult to detect by norrmal neans. As a
result, the vast majority of convoy raiders are i-Space equi pped.

Restrictions: Ships in i-Space can only be attacked by Anti-i weapons. i-Space Drives are
extremnely bul ky.

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 a |large cargo anong several ships, so only the |argest
of transports can carry units |ike exploration teans.

Assault Capacity
This is cargo capacity with the additional ability to launch military units into comnbat.

The | argest ship current technol ogy can produce will contain 15 systens fromthe |ist above.
Wth the exception of i-Space Drives and | ong range weapons, all systens take up the sane
anount of space. Ships equipped with i-Space Drives may only nount two ot her systens. Long
range weapons and defensive systens take up two "spaces".

Pr oducti on

After build point allocation, the conmputer will resolve production according to the follow ng
rul es:

Shi pyar ds

Each shipyard will accunul ate the nunber of build points you specified toward production of a
ship of the class (or spares) built there. If enough build points have accunul ated, a new ship
will be placed in transit to Training Conmand. |f the shipyard is produci ng spares, one spare
will be added to the systenms Spares Pool for each build point.

Trai ning Centers

Each training center will accurul ate build points toward the type of unit produced there. If a
unit is produced and there's an enpty site available, it will be deployed. Gherwise, it wll
be held in reserve. Training centers producing rations will add one ration point to the

systemi s Rations Pool for each build point.
Intelligence Centers

Each center will generate one operations option for each build point allocated.
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Mai nt enance

If the "Miintenance and Training" reality level is enabled, the computer will check all ships
assigned to task forces for wear and tear. Every ship system has roughly a 10% chance of
failing each turn.

After checking for wear, the conputer will attenpt to repair all damaged ships in friendly
systens that have spares available. Task forces with attack m ssions get highest priority and
reserve mssions wait until last. Lower nunbered task forces are repaired first. Each repaired
syst em expends one spare.

Mlitary units |l ose one capability point each turn. If a unit is deployed in a system where
rations are available, two points of capability will be added and one ration will be expended.

Units aboard ships can't receive rations. If you | eave troops on their transports |ong enough,
they' Il deteriorate into usel essness.

6.0 Scenari os

Standard Victory Points

The foll owi ng standard victory point schedule is used in all scenarios except the first two.
e For each friendly system (population + colonies) x loyalty + 100

e 50 x (current effectiveness - 4)

« 50 points per turn that a player occupies his opponent's hone system The League hone system
is Alger. The Republic hone systemis Progress.

* Research Pool =+ 10

The first player to reach 750 wins imediately. If either player's total is reduced to 20 or
| ess, the other player wins imediately. In the unlikely event of a sinultaneous tie at 750,
the P.H R wns.

Qperation Gold River

"The conflict |asted far |onger than anyone expected. Although the fighting was largely linmted
to the Brotherhood - Ramage C - Kiffryn's Star corridor, destruction was extensive in the
affected systens. By the tine it was over, Brotherhood had changed hands four tinmes." - The

M das War, Fractal Press, 2349

This scenario picks up the action as the League is preparing to |aunch "Operation Gold River",
the assault on Brotherhood. Play begins in 03/2345 and continues until 04/2347 (10 turns).

Victory Conditions: Woever controls Brotherhood at the end of the game w ns.

Speci al : There are no Economics Phases in this scenario. Actions will be restricted to novenent
and conbat .

Pl an Jericho

"Each side faced the conflict with its own expectations. The P.H 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 unprepared League." - The Dooned Jihad, Strategic Studies Institute, 2352

The Republic assault on the League borders cones in two prongs. The main advance is directed at
G ance's Star while a smaller force is preparing 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 gane for control of each of
the following: Delta Felis, Epsilon Felis, Gance's Star, Bennet's Star, Kiffryn's Star, Ramage
B, Ramage C and Brotherhood. A tie results in a narginal Republic victory.

Speci al : There are no Economics Phases in this scenario. Actions will be restricted to novenent
and conbat .

Expl orati on
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"The first heady rush of expansion |asted only five years, but it was exhilarating while it

| asted. The border systens were rough, dirty

and usual ly hungry. Law was sonething that canme with the Navy ... and left with it. Fortunes
were made (and frequently stolen) on the frontier." - The First Wave Bot ham & Wl ner, 2348

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

Victory Conditions: In addition to the standard victory point schedule, players will receive
the foll owi ng points:

e For each friendly system other than Progress, Brotherhood, Unity, Al ger or Laird' s Star
(popul ati on exclusive of colonies) x loyalty + 10

e Cargo capacity of the Transport Pool + 10

Special: This scenario doesn't include an Econom cs Phase, but does include pre-progranmred
production to support colonial expansion

The War (historical)

The League was far nore successful in its early attenpts at col oni zation of the cluster than
the Republic. Not willing to admit that ideology didn't cut much ice on the frontier, the Holy
Bureau of El ders approved a canpai gn agai nst League shi pping. O course, the League responded
in kind. It was only a matter of time before the real shooting started.

The scenario begins in 04/2334 with the Republic's raiding canpaign and continues until the
standard victory conditions are net (usually about 45 turns). Qpen warfare usually erupts
sonewher e between turns 6 and 18.

Victory Conditions: Standard

Special: At difficulty Ievels above "challenging”, initial PPHR farm mne and refinery
depl oynent levels will be increased by about 3 points per |evel

The War (alternate)

When the Terran Navy pulled out in 2330, nearly everyone expected hostilities to break out
overni ght. That unhappy eventuality was forestalled by the internal power struggle that
continued to cripple the P.H R . Here's what m ght have happened..

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

Victory Conditions: Standard
Speci al : The sane special conditions specified in the historical war apply here.
The Short Canpai gn

After the chaos of the twenties, the econom es of the League and P.H R had both stabilized.
Territorial gains were well integrated and both sides felt relatively secure. O course, no
governnent is really satisfied when fresh territory is waiting to be clained...

The Short Canpai gn begins in 04/2330 and continues until the standard victory conditions are
met (normally about 75 turns). The cluster 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 |eve
above "noderate". The additional ships will be small transports and warships. Initial P.HR
factory, farm mne and refinery deploynent will be increased by about 3 each at |evels above
"chal | engi ng".

The Long Canpai gn
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The 20's were nmarked by rapid expansi on on both sides of the cluster coupled with grow ng
friction over territorial rights. Fortunately, the Terran Navy's strict enforcenent of the
peace kept things quiet ... until they left.

This is the big one. The starting conditions of both sides are junbled and will require carefu
pl anning to reach stable productivity. Play begins in 04/2320 and ends when the standard
victory conditions are nmet (around 100 turns).

Victory Conditions: Standard
Speci al : The sane special conditions specified in The Short Canpai gn apply here.
7.0 Solitaire vs Two Pl ayer Mde

In the two player node, the conputer will warn you with an alert box before proceeding to the
next player's phase. This allows you to exchange places at the conputer w thout worrying about
seei ng things you shouldn't.

Any gane can be restarted in the two player node, but only solitaire ganes nmay be restarted in
solitaire node. The conputer isn't smart enough to handl e the bizarre setups you might inflict
on it.

8.0 Designer's Notes

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

Ef fective exploration will require careful planning. The typical exploration task force shoul d
include at |least one transport in addition to the ship carrying the exploration team

Addi tional transports should be | oaded with spares. Once the exploration transport is damaged
by "wear and tear", it will not be able to reload the exploration teamuntil it has been
repaired. It will probably be necessary to set up a bucket brigade of transports to keep the
expl oration forces in spares. The People's Holy Republic player should build a class of maxi num
size (15 cargo systen) transports as quickly as possible in order to explore and exploit his

nei ghbor hood.

Nei t her player has a large supply of exploration teans to | eave |ying around. Wile the
conputer will produce new exploration teans, the rate of production is quite slow (one percent
per quarter at any systemw th | ocal population of 250 thousand or nore).

Next, the players will expand into the cluster. Only a very unlucky player will fail to find a
"nearly perfect" system near enough to his hone systemfor easy colonization. Generally, it
will be a good idea to concentrate on building up this system Each player nust identify the
mat eri al s needed by his society, and col oni ze systens where production of these nmaterials will
be inexpensi ve.

The nost effective way of setting up a colony is to produce ten factory kits for placenent in a
new system Let your transport pool carry the necessary goods to run colonial factories unti
they become self supporting by producing local farns, mnes and refineries.

If you know that you are going to be setting up a colony in a systembut don't have the
resources yet, be sure to nove at | east one colony to the systemin order to begin building up
the local habitability rating. Your transports can nove earthlike and protected col oni es around
a lot faster than belt col onies.

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

It may be necessary to allow sone slack in production at your original star systens in order to
free up raw materials for use in starting up your colonies. Be sure to ship out enough
popul ati onto supportthe buildup of colonial industry. No facilities may be built if no idle
popul ation exists locally to man them Build the |ocal colonial population up to around 100
thousand as qui ckly as possi bl e.

If your planning is good, the colony should be self supporting in at |east one category of raw
materials production by this time, and you can begin building the next one if necessary. Be
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sure to build up your raw nmaterials production before building 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. Wile the ability to view
the other player's current ship classes is not a particularly reliable way to count current
force strengths, it can be useful in avoiding nasty surprises.

Dependi ng on the distribution of resources in the cluster, the players will probably end up
fighting over sone star system eventually. Canpai gns nmust be planned. Players should try to
create a mx of large and small warship types. Large (100+) pools of spares nust be accumul at ed
at the star systens near the points of conflict.

War shi ps shoul d be kept in Training, 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
pl ayers will have to maintain them This will be expensive

Active task forces should contain a few snmall warships as well as the larger, nore powerful
varieties. This will limt the cost effectiveness of eneny |ong range weapons since these
weapons will select their targets at random On the other hand, if you make nothing but small
war shi ps, you will soon bunp against the 120 ship limt.

When you plan an assault on an eneny system separate your forces into two or nore task forces
with different mssions. This will force any defending forces to engage your attack task forces
first, limting the nunber of |ong range weapons your transport task forces will have to dodge.

Pay attention to the order in which mlitary units are | oaded onto transports. |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 reaction force), load themafter any units you want involved in the
assaul t.

If a naval battle is going poorly, don't be afraid to disengage your forces. There is no
penalty for a disengagenent attenpt and any forces saved may live to fight another day.

Fi nd out how good your younger comanders are. A 25 year old nmilitary genius is a very val uable
asset. Command has a significant effect on the gane.

Renmenber that once you begin hostilities, they can't be stopped. The League pl ayer shoul d take
advant age of his superior starting exploration position. An aggressive League player should be
able to explore much of the cluster before the P.H R exploration programreally gets rolling.

Both players would do well (in early ganes) to pay attention to the suggestions offered by the
program during econom cs reports. The initial industrial growmh 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 to do a proper job of
everything that needs to be done, you're right! Just renmenber that the other player is in no
better shape.

9. 0 Appendi ces
A - The System Report

Any tine you select "Exam ne Systeni froma nmenu, you'll be pronpted to select a systemin the
norrmal nmanner (read "The Quick System Di splay" in section 2, if you aren't sure how sel ection
works). The conmputer will then provide you with a detailed display of all known information
about that system Data on friendly systens is always up to date. Data on other systens is
updated only at the end of a turn in which you either have a physical presence there, after al
conmbat, or you successfully performcovert reconnai ssance. You can always tell how current your
information is by |ooking at the report date in the upper right portion of the display.

System Characteristics (top section):

Loyalty ranges from1 (simering rebellion) to 10 (utterly loyal) and will affect your

i ndustrial output. Each point of loyalty translates to an additional 10% output fromthe
systemis farns, refineries and mnes. If a systemshows a loyalty of 9, it will produce 90% of
its maxi mum out put of raw material s.

Speci al characteristics of a systemw ||l generally have either a positive or negative influence
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on the system s production. These include Gasworl ders, Oort People, Aborigines, Paleotechnol ogy
and Spiders and are described in the d ossary.

Popul ation is shown in thousands of people and will grow as the systemis colonized to a
maxi mum of about 5.5 million in with a habitability of 100.

Habitability, Metals and Organics ratings are generated when the systemis first explored and
range from5 to 100. Habitability will increase with tinme once a colony is established.

Depl oynment Sites ranges from3 to 8 and indicates the maxi mum nunber of military units that can
be deployed in the system

Defensibility directly influences the outcome of any ground conbat in the system and ranges
from1 (poor) to 3 (good).

Movabl e Units (center section):

Col ony, Protected Colony and Belt Colony all refer to units of 1000 peopl e ready and equi pped
for novement to new star systens.

Exploration is the nunber of Exploration Teans available in the system These teans are
required to explore new star systems. Wthout them your ships are just passing through.

Shi ps gives the nunber of ships in active task forces in the system This doesn't include ships
under construction.

Mlitazy will show a list of the military units deployed in the system Each unit has its own
uni que designati on.

FarmKits, Mne Kits, Refinery Kits and Factory Kits are prefabricated industrial facilities
awaiting transport. You'll need these to start an industrial base in newy col oni zed systens.

Production Centers (bottom section):

Shi pyards may accumul ate up to Sizebuild points per turn toward the production of whatever Type
Produced is currently being built by the facility.

Training Centers work in exactly the same way as shi pyards, but produce mlitary units.

Intelligence Centers may generate up to Size covert operations points per turn. Covert
operations points are used to perform Special Operations.

Farnms, M nes, Refineries and Factories are basic industrial facilities. This is where the
systeni s production cones from

Spares and Rations are used to maintain naval and mlitary units respectively. If the
Mai nt enance and Training reality level is enabled, these will become vital.

B - The Task Force D spl ay

If you choose the Task Forces selection fromthe Mwve nenu, you'll be presented with a
conprehensi ve report on all 36 of your task forces. Each task force will be shown with the
follow ng information:

Locati on

Nanme of the systemwhere the task force is currently operating.
Si ze

The nunber of ships in the task force.

St at us

This line is left blank for inactive task forces (those with no ships currently assigned).
Active task forces will have a status of "Ready" or "Mywved", and a m ssion 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
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sel ect another one by clicking its nunber (ATARI ST) or using the cursor keys (IBM PC XT/AT).

You can | ook at the selected task force by choosing "Exanine or nodify task force". This will
present you with a nore detailed report and the opportunity to change its m ssion, |oad/unload
cargo and transfer or reassign ships.

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

By the begi nning of the 24th century, humans had been a space faring race for nore than 200
years. Early colonization efforts, because of their expense, were funded by governnents in nuch
the sane way that the kings of Europe financed the exploration of the New Wrld in the 16th
through 19th centuries on Add Earth. O course, private concerns becane involved as soon as it
was economi cal ly feasible.

The majority of private colonies were established on governnment opened worlds, but many, for
religious, political or other reasons, sought to break away on their own. Any group that could
rai se the necessary funds could performits own utopian experinent on the frontier

Interestingly, a sort of "fanaticismgradient" devel oped as the human race spread outward from
Terra. Because of the expense and danger involved in independent opening of new worlds, only
those with the greatest need tended to nove to the outernost fringe of human space. O course,
one coul d never tell what one of these radical groups night stunble into.

The fanous explorer Pyotr Kiffryn surveyed a renote, but potentially valuable, cluster of stars
during his Second Grand Tour that, according to his astrogator wife, |ooked just |like two of
the ship's cats at play. The five stars of the primary cluster were named Al pha through Epsil on
Felis in honor of the feline genus and the cluster was | ogged as the "Kiffryn's Cats" Custer
By 2280, two groups were settled in the region.

The People's Holy Republic was founded by Neo-Christian Comuni sts of Northern and Centra
Arerica in the latter part of the 23rd century after the collapse of The People's Holy Marxist
Uni on of Northwest Anmerican States. Wth the Reformed Worker's Bible as their guide, the P.H R
set out to construct the ultimte worker's paradi se. Wiat they nmade was, predictably, a rigidly
bureaucrati zed oligarchy that used its state mandated religion as a brutally effective form of
m nd control

The League began as a private consortium of busi nessmen who sought to escape the increasingly
restrictive trade policies of Terra and her near colonies (called the Central Systens).
Oiginally called the Corporate League, it quickly devel oped into a | coose federation of trading
communities with virtually no political axes to grind. Wthin 15 years, the Corporate League
had becone sinply "the League".

Because they were well financed and cooperative, the P.H R originally wel coned the founders of
the League into the region. The honeynoon |l asted a little over 28 years. \Wen the League began
rapi dly expandi ng, devel oping newy explored systens as quickly as it surveyed them a voca
fundanmentalist faction within the Holy Council of El ders began objecting to the presence of
"unrepentant capitalists” so close to their garden of eden. The extrenists succeeded in cutting
all economic ties with the League and obtai ned an old surplus Centaurian cruiser which they
rear med.

Because the League represented a significant quantity of capital and

because it was sonething of an enbarrassnment to Terra and the Central Systens, clandestine aid
began to flowinto P.H R coffers. The struggle for control of the Kiffryn's Cats cluster had
begun.

Ironically, it was the same Terran governnment that was seeding noney into the P.H R that
openly displayed its mlitary strength to "naintain the peace" when friction with the League
threatened to turn into a shooting war. During the early years of the 24th century, Terra
mai nt ai ned, at great expense, a peacekeeping fleet in the region. It worked. Although sabre-
rattling became comonpl ace, no major armed confrontations occurred.

By the beginning of the 20's, however, pressure was growing in the Central Systens to reduce
mlitary spending. Playing "big brother" to dozens of fringe col onies was no | onger a popul ar
game and in 2320 Terra declared a 10 year countdown to the withdrawal of their mlitary
presence. Alnost instantly, a thriving black market in surplus mlitary goods devel oped on both
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sides of the cluster.

Then, in 2328, First Elder G esham declared the League an "abomi nation in the face of the
Conmuni ng God". He called for a holy war, a crusade to stanp the presence of capitalismfrom
the region. Only the premature demise of First El der G esham and the subsequent struggle for
control of the Council, prevented an i mredi ate outbreak, but the battle |ines had been drawn..

D - dossary
Abori gi nes

Wil e no technol ogi cally advanced races (other than humanity) had been found by the 24th
century, several promsing pre-technol ogi cal species were known. These bei ngs were useful as
wor kers and, somnetines, as trade partners. A thorough search was al ways conducted for
abori gi nes by exploration teans.

Bui |l d Unit

Also called Build Points. Build Units are the basic el enent of industrial production. They are
used to construct ships, mlitary units, etc. Build Units are produced fromraw naterials at
factories.

Col oni es

Col oni es are privately organi zed groups of self financed volunteers ready to settle new systens
as soon as the | ocal governnent provides transport. Protected and Belt colonies 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

Commander s

Individual mlitary commanders and their staffs. Gven the time scale of the game, comuanders
will come and go. Both sides used code nanmes for their commanders for security purposes.

Ef f ecti veness

The technol ogical levels of the societies represented in Stellar Crusade can change if the

pl ayers invest in research. Anything |left unspent autonatically goes into research. Any class
of ship you design will be given your current effectiveness |level. Effectiveness has direct

i nfl uence on conbat and movement.

Expl orati on

Initial exploration of an entire star systemis 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 seens reasonable to assune that just about any systemw || have sone econonically
useful features. The gane assunes that sone personnel remain behind in each star system and
begin exploiting its resources. This is why a player gains sone benefit froman expl ored
system regardl ess of whether it's ever devel oped. It al so explains why the exploring player
has to send in a massive team while his opponent gets all that valuable information for free.
By the tinme he gets there, the systemis crawling with prospectors, salesnen, etc. who are
happy to talk all about their new hone.

Gaswor | der s

These are intelligent creatures who inhabit the upper |ayers of jovian worlds. While none of
the gasworlders in the game are technol ogical, they do trade exotic organics for certain
manuf act ur ed goods.

i - Space

This is really a conveni ence of expression, since only a few physicists really understand this
"imagi nary space" where nassive objects travel faster than light. Mst ships are equipped with
drives that "dip" into i-Space, allowing themto nove in short junps. There are, however, nore
speci ali zed and vastly larger drive systens that allow ships to 11 stay under" for protracted

periods. Wiile in i-Space, ships are extrenely difficult to detect.

Qort Peopl e
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Qort people are an intelligent (?) life formof vacuumdwelling m gratory organi sns that feed
on solar radiation. They've been known to exchange exotic isotopes for original musica
compositions broadcast in the 1 to 6 gigahertz band.

Qperations 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 systens or help
mai ntain security in your own.

Pal eot echnol ogy

There were several star faring civilizations that preceded us into the
gal axy and their artifacts are a tantalizing source of discovery and frustration. Sonetines,
these forerunner artifacts can trigger a scientific breakthrough

Spi der s

The debate concerning the origin of these vicious, arachnid predators still rages, but the
smart noney seems to be in favor of an interstellar "hive" race that collapsed for unknown
reasons. Regardless of their origin, these ubiquitous terrors are a real threat in systens
where | ocal conditions favor them

Mlitary Units

These are units of about battalion strength that operate in star systens rather than deep
space. There are four types of military unit: Security Forces, Light Regulars, Heavy Regul ars
and Special Forces.

Appendi x E: Tabl es

LEAGUE

Task Force Locati on Shi ps

01 Al ger Wrking Grl x 2

02 Al ger Expl orer x 3

03 Al ger Mor decai Fae x 7

04 Al pha Felis Wrking Grl x 1
Wasp x 1

Conmand Shi ps

Trai ni ng Explorer x 5

Lion x 5

Spiderbird x 6

Wl verine x 14
Escort Wasp x 12

Fi rebat x 16

Wl verine x 2
Rai di ng Snake x 8
Transport Wrking Grl x 9

Explorer x 1

Transit Wl verine x 4
Firebat x 1
Snake x 1
System Mlitary Units
Laird's Star 01sy, 02sy
Al ger 07Hy, 11Hy, 13Lt, 16Hy, 17Hy, 19Lt, 21Lt, 22Hy
Bw&s St ar O5Hy, 06Hy, 15Lt, 18Hy

Killrynt Star 08Hy, 09Hy, 10Hy, 12Lt, 14Hy, 20Hy
Epsilon Felis 03Sy, 04sy
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P.H R
Task Force Locati on Shi ps
01 Al pha Felis John Calvin x 1
Goliath x 1
02 Progress Martin Luther x 1
Goliath x 3
03 Br ot her hood John Calvin x 1
04 Progress Martin Luther x 1
05 Progress Martin Luther x 2
06 Progress Martin Luther x 2
Comrand Shi ps
Trai ni ng Crossbow x 28
Chariot x 2
Escort Charles Martel x 22
Rai di ng Wath of God x 2
Charles Martel x 1
Rai der x 8
Transport Martin Luther x 7
Goliath x 4
Trinity x 1
John Calvin x 1
Transit Crossbow x 3
Chariot x 2
Charles Martel x 3
System Mlitary Units
Pr ogr ess 14Hy, 16Hy, 17Hy, 18Hy, 19Lt, 20Hy

G ancet Star 03Sy, 05Sy, 02Sy, 07Sy, 09Sy
Al pha Felis 06Hy, 10Hy, 11Hy, 13Hy

Br ot her hood 08Lt, 12Hy, 15Lt

Unity 01sSy, 04sy

Task Force Locati on Shi ps

02 Al ger Expl orer x 4
Comrand Shi ps
Trai ni ng Mor decai Fae x 6
Explorer x 4
Lion x 5
Lion 11 x 5
Snake x 1
Escort Wasp x 15
Lion x 3
N bl ebee x 1
Rai di ng Snake x 3
Transport Wrrking Grl x 10
Transit N bl ebee x 3
Lion 11 x i
System Mlitary Units

Garnrna Felis 01sy, 02sy
Kiffryn's Star 03Lt, O5Hy, 10Hy, 11Hy

Al ger 04Hy, O09Hy, 12Hy, 14Hy, 15Hy, 16Hy
Bennett's Star O6Lt, O7Hy, 08Lt, 13Hy
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P.H R
Task Force Locati on Shi ps
01 Progress John Calvin x 1
Goliath x 1
02 d ance's Star Martin Luther x 1
Goliath x 1
03 Br ot her hood John Calvin x 1
04 Progress Martin Luther x 1
05 d ance's Star Martin Luther x 2
06 Unity Martin Luther x 2
Comrand Shi ps
Trai ni ng Crossbow x 18
Chariot x |
Charles Martel x 1
Escort Charles Martel x 5
Rai di ng Wath of God x 4
Charles Martel x 4
Rai der x 6
Transport Martin Luther x 7
Goliath x 4
Trinity x 1
Transi t Crossbow x 1
Rai der x 1
Charles Martel x 1
John Calvin x 1
System Mlitary Units
Unity 01Sy, 02Sy, 04Sy, 05Sy
Br ot her hood 03Sy, 08Lt, 12Hy
d ance's Star 06Hy, 10Hy, 11Hy
Progress 07Sy, 09Sy, 13Hy
Gold River - Orders of Battle
LEAGUE
Task Force Locati on Shi ps
01 Al ger Wrking Grl x 1
Mor decai Fae x 6
03 Ramage C Expl orer x 3
10 Ramage C Wl verine x 4
Tiger x 1
Hawk 11 x 2
Eagle x 4
Hornet x 2
Lion 11 x 3
11 Ramage C Wl verine x 1
Hawk 11 x 3
Tiger x 4
Lion 11 x 2
Hornet x 4
Eagle x 2
12 Ramage C Wl verine x 2
Hawk 11 x 3
Tiger x 1
Lion 11 x 3
Eagle x 4
Hornet x 3
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Mor decai
Spiderbird x 4
Snake x 2

Fae x 2

6

1

its

15Lt
11Lt,

10Hy,

17Lt, 19Lt,
11Hy, 22Hy

21Lt,

John Calvin x
Goliath x 1
Martin Luther
Goliath x 3
Martin Luther
Martin Luther
Martin Luther
John Calvin x
John Calvin x
Crossbow x 1
Crossbow x 2
Crossbow x 5
Crossbow x 16
Crossbow x 11
Charles Marte
Chariot x 3
Chariot x 1
Wath of God x 1
Rai der x 1

N -

X 1

20 Ramage C

36 Laird's Star

Conmand Shi ps

Trai ni ng Spiderbird x 4
Mor decai Fae x
Hornet x 1
Eagle x 1
Lion 11 x 1

Escort

Rai di ng

Transport

Transit Lion 11 x 4
Hornet x 3
Eagle x 2
Wrking Grl x
Snake x 3

System Mlitary Un

Laird' s Star 01sy, 02sy

Epsilon Felis 03Sy, 04sy

Bennett's Star O5Hy, O6Hy,

Ramage C 07Lt, 13Lt,

Al ger 08Hy, O09Lt,

Kiffryn's Star 12Lt, 20Hy

TF 20 24Lt

P.H R

Task Force Locati on

01 Progress

02 Al pha Fells

04 Progress

05 d ance's Star

06 Unity

07 Progress

08 Br ot her hood

14 Progress

15 Br ot her hood

17 Br ot her hood

22 Br ot her hood

23 Br ot her hood

31 Br ot her hood

32 Progress

36 Progress

Conmand Shi ps

Trai ni ng Crossbhow x 2
John Calvin x 1

Escort

Rai di ng

Transport

Transit Rai der x 3
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Chariot x 1
System Mlitary Units
Unity 01Sy, 04sy
G ance's Star 02Sy, 03Sy, 05Sy, 07Sy, 09Sy
Al pha Felis 06Hy, 10Hy, 11Hy, 13Hy
Br ot her hood 08Hy, 15Hy, 16Hy
Progress 11Hy, 20Hy, 21Hy, 22Hy, 23Hy
TF 31 14Hy, 17Hy, 18Hy
TF 32 12Hy

Jericho - Orders of Battle

LEAGUE
Task Force Locati on Shi ps
02 Kiffryns Star Expl orer x 2
03 Bennetts Star Mordecai Fae x 5
04 Ganma Felis Wasp x 1
10 Delta Felis Lion x 1
Wbl verine x 6
Hawk 11 x 1
Bear x 3
Hornet x 1
11 Delta Felis Lion x 2
Wbl verine x 5
Bear x 2
Hornet x 1
12 Kiffryns Star Wl verine x 7
Firebat x 1
Hawk 11 x 1
Bear x 3
Hornet x 1
20 Bennetts Star Spiderbird x 4
Hornet x 1
Mordecai Fae x 1
33 Laird' s Star Explorer x 1
35 Laird' s Star Firebat x 1
36 Laird' s Star Snake x 1
Conmand Shi ps
Trai ni ng Expl orer x 3
Spiderbird x 3
Wl verine x 2
Hornet x 3
Hawk 11 x 1
Bear x 4
Escort
Rai di ng
Transport
Transit Bear x 1
Explorer x 1
Snake x 1
System Mlitary Units
Laird's Star 01sy, 02sy, 18Sy

Epsilon Felis 03Sy, 04Sy
Bennett's Star O5Hy, O6Hy, 15Lt

Deb Felis 07Hy, 11Hy, 13Lt, 16Hy
Kiffrynt Star 08Hy, O9Hy, 12Lt, 14Hy, 20Hy
Al ger 17Lt, 19Lt, 21Lt, 22Lt, 23Lt, 24Lt
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Cost

4
10
12
10

P.H R
Task Force Locati on Shi ps
01 Al pha Felis John Calvin x 1
Goliath x 1
02 Progress Martin Luther x 1
Goliath x 3
03 Br ot her hood John Calvin x 1
04 Progress Martin Luther x 1
05 Progress Martin Luther x 2
06 Progress Martin Luther x 2
07 Progress John Calvin x 1
08 d ance's Star John Calvin x 3
18 Br ot her hood Charles Martel x 1
19 Br ot her hood Crossbow x 1
20 Baker's Star Crossbow x 1
22 d ance's Star Crossbow x 14
23 d ance's Star Crossbow x 9
Charles Martel x 2
30 Br ot her hood Chariot x 1
Charles Martel x 3
Crossbow x 3
31 d ance's Star Chariot x 3
32 Progress Chariot x 1
Conmand Shi ps
Trai ni ng
Escort
Rai di ng
Transport
Transit Goliath x 1
Wath of God x 2
Charles Martel x 4
Crosshow x 5
John Calvin x 5
Rai der x 1
Chariot x 1
System Mlitary Units
Unity 01sy, 04sy
@ ancet Star  02Sy, 03Sy, 05Sy, 07Sy, 09Sy
Al pha Felis 06Hy, 10Hy, 11Lt, 13Hy
Br ot her hood 08Hy, 12Hy, 15Lt
Progr ess 19Lt, 20Hy, 21Hy, 22Hy, 23Hy, 24Hy, 25Hy, 26Hy
TF 30 17Hy
TF 31 14Hy, 16Hy, 18Hy
Mlitary Unit Table
Type Strength Capabi lity Transport Size
Security Forces 2 1-4 3
Li ght Regul ars 2-4 1-8 6
Heavy Regul ars 3-5 1-8 8
Speci al Forces 1 1-1 2
CREDI TS
Gane Design

Norman C. Koger, Jr.
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Ganme Devel opnent
Graene Bayl ess

Rul es
Scot Bayl ess

Pl aytesters
Davi d Shel |l ey, Janmes Kucera, Cyrus Harris, Scoff Barnes, Mke Laird, Dick Vohlers, G aene
Bayl ess, George MacDonal d, Keith Brors, Arlon Harris, Roger Batchel der

Art and G aphic Design

Loui s Hsu Saekow, David Boudreau

Deskt op Publ i shing
Davi d Boudr eau

Printing

A&A Printing and Lithographers;

Stellar Crusade Copy Protection

Section Subsection VWord
2.0 Starting Up make
2.0 The Turn Sequence each
2.0 The Movenent Phase during
3.0 M ssi ons there
3.0 Car go any
3.0 Transit when
3.0 Long Range Conbat conbat
3.0 Ground Conbat once
4.0 Belt Col oni es equi pped
5.0 Ship O asses al t hough
5.0 Pr oducti on after
6.0 The War (alternate) when
9.0 D d ossary abori gi nes
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