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Virtual Galaxy Project
Virtual Galaxy Introduction

The Virtual Galaxy 2 Project is a means for the Officers of STOC to engage in battles using the game Starfleet Command 2: Empires at War with an overall goal far more involved than the average pick-up game.  This is an attempt to compile and clarify the rules currently in use, as well as introduce changes to those rules.  The Virtual Galaxy is a moderated campaign system, and as such strives to be both satisfying for the players, and simple for the moderator(s).  To this end this will be a “living” document, as some rules are found to be overcomplicated will be removed, and a simpler rule instituted.

Goals

It is important to first state the goals of our SFC campaigns within STOC. First and foremost our objective is to have FUN.  All other goals, rules, etc. are there only for furthering this first goal. Our second objective is to provide a fair an honorable setting for players. Working toward these goals, please understand the following: We are not a clan. We are a group of gamers dedicated to getting the most out of our game. We are not interested in being better than anyone else. We do not support rivalry between our members either. Though conflict is a necessity in a campaign level game, your enemy today may be your ally tomorrow. Players may be encouraged to choose different sides from one campaign to the next if one race is in need and there’s excess in another. It might even be possible for a player to be a Fleet Captain in more than one faction during a campaign, providing that objectivity can be maintained. 

                                      Background and Timeline

The Virtual Galaxy begins just prior to the period of the General War established in the Amarillo Design Bureau’s game Starfleet Battles (which is the game which SFC is based on).  As such, there is a pre-conceived chronology present that cannot be accurately portrayed via the platform of SFC, due to the fact that not all the races that participated in SFB’s General war are represented in the game.  Therefore it falls to us to re-write the history of the General War ourselves. To this end I have included the following timeline to illustrate an alternate history of the period prior to the start of the VG. 

2091

First contact between Human and Vulcan races.

2099

United Federation of Planets is formed.

2128

The First Romulan War (between Federation and Romulan Star Empire)
2134

The Federation Introduces the Cruiser design.

2136

The Romulan-Federation cease-fire results in formation of the Neutral Zone.

2150-2182

The First Klingon-Mirak war begins.

2162

Federation begins conversion of cruisers to warp power.

2162-2167

All races (except the Romulans) develop warp-powered ships.

2164

Hydran colony ships arrive in the core-ward edge of Lyran space.  The Hydrans begin colonizing planets that are of no use to the Lyrans.

2171

Federation Star Fleet is formed.  Member races begin disbanding their “national” fleets in favor of the unified fleet.

2174

First contact occurs between the Lyrans and the Mirak.  In spite of their great similarity, and obvious common ancestry, it is hate at first sight.  The same year, the Lyrans begin the first of many ineffective forays into Mirak Space.

2179

Tholians arrive, and occupy an area of space previously claimed by the Klingons.

2182

Klingons win first Klingon-Mirak war.  Depriving the Mirak of three key colony planets.

2189

The Lyrans, seeking to consolidate the space they claim as their own, begin a campaign intended to drive the Hydrans back to where they came from.  The war goes badly with tremendous losses for both sides, but is ultimately a Hydran victory, as the Lyrans are driven out of the area now known as the Hydran Kingdom completely.  The Lyrans, with enemies on two sides, realize that they need time to rebuild their losses and so make overtures of friendship towards their neighbors the Klingons.

2193

Klingons encounter the newly arrived Tholians, and begin the first of several wars in their continuing attempt to destroy them.  They also stretch their resources thin by continually harassing the Hydrans and Mirak, attempting to keep them off-balance.

2203-2206

Second Klingon-Mirak War ends in a stalemate.

2210-2211

The first war between the Federation and the Klingon Empire begins.  The war is bitter, but inconclusive.

2213

The Federation completes the disbanding of the “national” fleets in favor of the unified Star Fleet.  Sixteen Orion starships (of various types) with over 9,000 skilled crewmen mutiny and disappear.  They form the nucleus of the Orion Pirates.

2223-2237

Lyrans finish their program of reconstruction, and re-enter the Galactic Stage with a vengeance, capturing fully 25% of Hydran space in a series of strikes designed to take the Hydran capitol of Hydrax.  The campaign’s ultimate success was almost assured, until the assassination by rebel serfs of Count Zehrk of the Dark Star County and his entire family.  Vital elements of the Lyran fleet had to be recalled in an attempt to put down the uprising.  Rather than give up their campaign against the Hydrans, the Lyrans continued on with a force insufficient to the task, resulting in the Hydrans being able to rally and drive the Lyrans back.

2235-2238

Attempts to reclaim the territory of the Dark Star County are thwarted by the fact that there are no surviving heirs of Count Zehrk.  Many of the Lyran noble families begin squabbling over the right to annex the area as part of their own territory.  The King realized that to increase any family’s holdings by that degree would upset the balance of power, and make any such family a threat to his rule.  He then issued a Royal Proclamation recognizing the “Autonomous Status” of the Dark Star County.  This results in the formation of the Lyran Democratic Republic (LDR).

2242

Initial confrontation between the Gorn and the Federation results in a Treaty of Friendship.

2243

The Klingons propose an Alliance with the Lyrans for the purpose of destroying the Mirak Hegemony completely.  The Lyrans, seeing the opportunity to expand their borders and rid themselves of their hated enemy, agree.  The Mirak are unable to withstand the might of two empires, and begin taking losses on both borders.

2246

Klingon-Romulan Treaty of Friendship is signed.  Klingons begin supplying advanced technology to the Romulans, in return for their agreement to increase pressure on the Federation border.  The Federation transfers main fleet units from Klingon border to Romulan border, releasing Klingon ships for the assault on the Mirak.

2249

Romulans begin conversion of War birds to War Eagles.  This coincides with the combined assault by the Klingons and Lyrans into Mirak space.

2249

The Mirak, on the verge of annihilation by the combined forces of the Klingons and Lyrans, appeal to the Federation for assistance.  The Federation begins to ramp up industrial production in order to mobilize for war against the Klingons.

2250

The initial battle in the second Klingon-Federation war takes place in the Organia system.  The conflict attracts the attention of a previously unknown race with unimaginable mental powers.  The Organians use their abilities to enforce a peace upon the Galactic Powers.

2250-2255

A five-year period of peace follows, wherein many races chafe under the restrictions placed upon them by the Organians. The Mirak take the time to recover from their previous losses, and rebuild some of their fleets. Klingons and Lyrans consolidate conquered territories.  The Tholians take this time to make their territory nearly impregnable.

2255

The Organians disappear without a trace.  The Galactic Powers once again cast an acquisitive eye towards their neighbors, and the embers of old hatred flare once again to flame.  

2256

The years of enforced peace end suddenly, but the players in the galactic are wary to go to war without solid alliances. Diplomatic maneuvers and fleet maneuvers are practiced hand in hand for the inevitable fire to burn brightly yet again.

The VG begins…

Rules Preface 
This will be a moderator-controlled game.  The moderator will announce the guidelines as/if they change, and will send each Race Leader/VG Officer a copy of the results as the turns progress.  Moves will be sent in by email, the moderator updates the strategic map (and may announce battles), and then a set period of time is allowed for empires to resolve their conflicts.  If no battle results are received at the end of that time, the moderator will resolve them arbitrarily and the turn will progress.  Additionally, if moves aren’t received none will be made.  The same goes for production.

The above guidelines are mostly to keep the game moving.  Missing a turn won’t usually be devastating, but your opponents should be pretty good at capitalizing on your weaknesses, so don’t expect to have the same empire if you miss too much!

The moderator will take stock of your current empire, announce how many build points you have, and allow you to place buys (or spend your production elsewhere...like for diplomatic purposes) upon your next movement report.  All the preparation is considered to have happened already, no freighters or pre-allocating will be required. 

Behind the scenes diplomacy is of course allowed, but any treaty must be publicly announced.  And production spent for this, of course, must be made evident to the moderator.

Timeline

The time scale for our VG will pick up shortly after historical events mentioned above have occurred…although the exact start date will remain somewhat vague.  Instead of listing years/months, the VG will begin at Turn 0 and progress sequentially from there.  For tracking purposes, consider each turn as 1 month and 10 months as a year.

Year 5 begins Medium era, year 12 dawns Late era.

Strategic Map

The Strategic map will be supplied to all players via cyberboard software, and will be updated on a regular basis.  Provision for public posting via the STOC website has been made.  The map is composed of hex areas (called “Strategic hexes”) that will show various terrain features, physical and political boundaries, starships, and permanent installations.  These Strategic hexes are vast, and can easily accommodate as many forces as an empire may choose.

Physical Terrain

Terrain is a basic characteristic portrayed by any given Strategic hex.  Some types of terrain will have an effect on the economy of an empire; others will be more of a tactical consideration.  All VG battles will be played on large maps, and will include terrain as indicated for the hex in which the battle takes place. If the players so choose, they may use the Fleet Mission Script Editor to develop more customized maps to reflect a particular set of terrain, as opposed to using a stock map from the game. If this option is used, the moderator, and all participating officers must approve the map before it is used.

Open.
No special terrain is listed, and played on a Large-Open map.  There are actually minor colonies/installations present as well as various other phenomena, but none of these are consistent enough to reflect tactically.

Large Planet. 
Some hexes will contain a slightly larger planet icon representing a major colony, or home world in that sector.  They will all be reflected by a Large-Planet map, and usually have other manufactured defenses and/or installations present.  These highly important strategic hexes not only provide a bonus to an empire’s economy, they’re central to the manufacturing capabilities of any major race. Shipyards of any class may be built here.

Small Planet.
Most planet hexes will represent somewhat smaller colony worlds that represent the foundation of most empires. They will also be reflected by a Large Planet map by default. Small colonies (also called Minor colonies) can only support Shipyards of Class C and D.

Asteroids.  Extra production is gained by owning such a hex, considered major mining colonies.  Tactical map will be reflected as Large-Asteroid.  As pirates and other strange beings lurk in these areas, caution is recommended. Asteroid Hexes come in Large and small sizes, but the tactical battles will always use Large Asteroid maps.

Black Hole.  Surprising phenomena abound here, and played on a Large Black Hole map.  Otherwise, no significant restrictions apply to movement, ownership etc.

Nebula.  Another favorite of pirates as well as any plasma-using race.  Played on a Large Nebula map.  Strategic movement is hampered through such areas, and due to hostile local conditions no empire can realistically consolidate these hexes.  Strategically, they’re considered permanent Neutral-Zones, as they’ll never be a reliable source of fleet supply.


Political Terrain

This is part of what makes a VG so exciting.  Tactical gains or losses will affect the outcome of any conflict, and be reflected in the very shape of your empire!  Careful strategic planning and evaluation can secure victory for your captains…the studied cooperation within a Tactical group will be paramount to the well being of your empire.  Some items of note:

Color.  Each Empire is reflected by a color that will be easily viewed on the Strategic map.  Yellow for Lyrans, purple for Hydrans, burgundy for Mirak, red for Klingons, blue for Federation, dark green for Gorn, light green for Romulans, and blue-green for the ISC.

Captured Hexes.  These are incorporated into said empire the very next turn.  A captured hex is indistinguishable from any other hex an empire owns…economic terrain will apply, supply benefits will be present, and installations may be constructed.  As the map is updated it will be easy to spot captured hexes but the distinction is there only for reference (and ease of updating). In order to capture and pacify a hex, you must first remove the existing infrastructure, and then occupy it to maintain control. 

Trade routes.
A two-headed arrow pointing from the center of one hex to the center of an adjacent hex will represent Trade Routes. . The benefits of a trade route will be defined under the economic section of the rules.

Neutral Zone (NZ).  Grey-colored hexes represent Neutral Zone areas.  These are either negotiated between the bordering empires, represent areas yet to be explored and settled by any particular political faction, or are simply areas that have no internal structure at this point.  Nothing but the goodwill of bordering empires will restrict movement through such hexes.  NZ’s provide no supply or production for any empire, and movement within such a hex will usually result in some sort of diplomatic penalty.   Because movement within these hexes will not necessarily result in their capture, a few special guidelines must be set:


NZ hexes will not be captured unless the empire orders it (movement orders), and brings enough forces.  


Forces from bordering territories may not retreat into a NZ hex if there’s ANY type of combat there.


Forces may not retreat into a NZ hex if occupied by another empire’s ships, unless on friendly terms (peace or alliance).


Both sides of a NZ combat are in hostile territory…the attacker is considered the side with the largest force for purposes of resolving Squadron engagements, etc.


No installations may be placed within a NZ hex (this includes Bases, FRD's, Shipyards, and Supply nodes). 


No trade routes may exist through a NZ hex.  Indigenous populations and uncontrolled phenomena will always disrupt trade caravans.


Minor Races  

Various political boundaries will be indicated for these, usually a tan color for playable races, and a dark green for non-playable races:

LDR.
A designated officer will control the Lyran Democratic Republic much like a major race, but without political penalties.  Treaties may still be negotiated, and they may be attacked.

Pirates.  A designated officer will play the pirate commander. Full rules are included in Section 7, but some topics include Cartel Weapon limits, Squadron size and Identification, Pirating, Extortion, Espionage and Sabotage. 

Tholians.  Considered off-limits for VG purposes at this time.

Organians.  Also considered off-limits, although the galactic rumor mill has it they have taken quite an interest in the ISC.

Wyn.
While they aren’t technically off-limits, and won’t be played even to the extent of the LDR.  However, the Wyn territory is a haven for pirates and the like so must be kept under scrutiny.

Other events.
Other units such as monsters and various phenomena will be represented on the strategic map when called for.  Inclusion of these may be at random intervals, and always at the moderator’s discretion.

Units

Various installations and starships can and will be used by most empires.  These units will all be playable or represented within the arena of SFC2 through the use of utilities like the Fleet Mission Script Editor, and ShipEdit, both from Eagle Eye Software.


Starships

These are mobile (trans-light speed) vessels that are typically used for a number of purposes.  Strategically, combat is the major role in this VG.  The Ship-availability chart will list the various ability and cost for each type of starship, as will the individual piece chits on the map.  The terms “hull size” and “size class” (SC) are interchangeable and categorize starships to an extent:

Dreadnoughts/Battleships (DN/BB)
size class 4


Heavy Cruisers (CA) 


size class 3


Light Cruisers   (CL)


size class 2


Frigates  (FF)



size class 1

Due to some discrepancies in the way Taldren has chosen to organize the data in SFC2, some ship classifications will fall outside these simple rules.  Please consult the VG Shiplist to confirm data regarding any ship.

Squadrons.

All starships will be organized and moved in squadrons.  Even one starship may be its own squadron, but to increase combat effectiveness and ease of calculating supply and combat loadout, the squadron format shall be used.  The VG officer may re-arrange squadrons via movement reports, but once ships are arranged into particular squadrons they remain in said groupings until the next movement report is submitted.

Every ship type is given a command rating.  In any grouping of ships, the largest ship (hull size) with the highest command rating will be the designated command ship for that squadron.  The size and composition of its squadron will be dependant on its own command rating as applied to available ships.  The total number of size classes cannot exceed the leader's command rating.  For accounting purposes, always list the command ship first in any VG report.

For example, a CA which has a command rating of 6.  It may have up to 6 FF's in its squadron (SC1 each), or 3 CL's (SC2 ea.), or two other CA's (SC3 ea.).  Or any combination which doesn’t exceed the command rating of 6 SC's.  The command ship does not apply its own SC against the command rating.  

Aside from these restrictions, squadron makeup is left to the strategic officers within any empire.  The purpose of limiting squadrons in this manner is to place some tactical limit on the size of inevitable battles while allowing tactical groups to arrange forces to their benefit in smaller, more manageable groupings.  The maximum size of any squadron will be 9 total ships, beyond any command rating calculations.  Further guidelines and restrictions on squadron composition may become evident after reviewing the supply section of the rules.


Installations  

Fixed- or mobile- location builds which include Bases, Shipyards,  Defense Platforms, FRD's,  Supply Nodes, and Science Stations.

Base  

This is a generic term to indicate Base Stations (Science Stations), Battle Stations, and Star Bases.

Repair

Each one of these considered a fortress and source of repair for damaged ships.  Repair benefits do extend to allied units only.  Any Size Class of ship may be repaired at a Base within one turn, in any number required, with the exception of Science stations which do not have repair facilities.  All Bases, including Science stations, will automatically repair any battle damage to itself by the end of the current turn.

Supply

Bases provide for increased supply of defending starships, allowing for increased load-out of all defending ships during battle. Allied ships can receive basic resupply, but may suffer from penalties.  See the supply rules for further clarification.

Mobility
Strategic movement (moving a ship or fleet three hexes on the Strategic map) may only be accomplished between two bases; preferably your own but friendly bases can be used.  Bases themselves cannot be moved.

Command
The cost and command rating of any given base is provided.  Bases may command a fleet in any combat situation as the need arises, and command rating is provided should squadron breakdowns be required.

Construction
Upgrading or constructing a base is a major endeavor.  To reflect this, once the full construction cost has been paid a certain time-delay will ensue.  The intended build/upgrade will be updated on the map with an Under Construction icon for 1/2 year...5 months...at which point the installation will be commissioned and fully functional.  Any installation which is Under Construction in this manner, whether it be initial construction or merely an upgrade, is considered non-functional and can be easily destroyed if enemy attacks succeed.

Upgrading from one base to another requires an empire to pay the difference in construction cost and wait the required time for activation.  Downgrading any installation still requires the delay but does not require any economic investment.  An empire may choose to upgrade/downgrade in any increment, but once construction begins the order may not be changed until current modifications are complete.

Science stations
Science stations are the civilian equivalent of a Base station.  As a result, they can provide limited supply, and when needed, use their sensitive scientific equipment to detect incoming hostiles. However, their primary purpose is to gather scientific research data.  So while strategic movement is supported to and from a Science station, repair functions do not apply.  See research rules to sum any further benefits of a Science station.

Shipyard

Starships may only be constructed, converted or refitted at Shipyards.  The larger Shipyards (classes A and B) are restricted to major colonies, while the smaller Shipyards (C and D) can be built in any planet hex. Shipyards may also repair starships as per Bases.  The FMSE utility will accurately represent a Shipyard when needed.  There are four types of Shipyards, and none require a time delay (as with Bases) to construct or convert:

Class A may build any size of ship currently available. 
Cost is 1024 bpv.  

Class B may build up to Heavy Cruiser (SC3) class ships. 
Cost is 512 bpv.

Class C may build up to Light Cruiser (SC2) class ships. 
Cost is 256 bpv.

Class D may only build Frigate (SC1) class ships. 

Cost is 128 bpv.

Repair.  A shipyard may repair any number of starships up to its construction rating, each turn.  If needed, a larger sized ship may be repaired at any substandard shipyard.  This being the case, only one such ship may be repaired in a turn.  If a shipyard is ordered to perform any repair operations, it may not be used to construct or upgrade any other ships during that same turn.  

Supply.  A shipyard requires no supply to operate, nor does it provide any supply benefits outside being able to repair any damaged/out of supply units.

Mobility.  Shipyards cannot be moved once constructed.  Nor do they provide any strategic movement benefits toward starships.

Command.  No command benefits are provided by any shipyard.  

Combat.  While a shipyard provides the ability to construct up to 4 additional Defense platforms in that strategic hex, it does little else to supply any combat benefits.  When possible, a shipyard (and any Defense platforms specific to it) should be represented in a Base Defense squadron engagement to represent the possibility of its destruction due to combat.  If the battle software or circumstance does not permit, then consider any shipyard at the mercy of its defending squadrons as a non-combatant.  When the strategic hex is captured or annexed, then the shipyard is considered destroyed.  The VG Moderator will keep all players abreast of tactical/software support in regard to these types of battles.

Construction.  Shipyards may only be constructed in a strategic hex occupied by a colony, and owned by the player's empire.  Cost and restrictions as listed above, and consider a newly-purchased shipyard operational the next turn.  The major purpose of any shipyard is to allow for new construction of starships or FRD's.  Any number of ships, up to its largest capacity, may be built at a shipyard in one given turn so long as accounted for in the empire's production report...all other logistics and delays are considered accounted for beforehand.  No new construction may commence in any particular shipyard which also has orders to repair or upgrade existing starships that same turn.

Upgrading.  A shipyard may be upgraded to the next better type (or more than one increment) from one turn to the next, so long as that empire pays the difference in production cost.  No appreciable delay is required to upgrade a shipyard.  Shipyards may also upgrade or refit starships when improvements become available in the timeline.  No repairs or new builds the turn you wish to upgrade/refit at a particular shipyard.

Defense Platform  

Smaller defense satellites may be constructed to aid in protecting another installation.  The Fleet Mission Script editor (or another, sanctioned script) will need to be employed to insert these units into the scenario.

Up to 4 Defense platforms per planet, base, or shipyard may be constructed at the cost of 32 production points each.  There is no construction delay when building a Defense platform, nor is there a limit on how many can be built in any given strategic hex per turn.  A maximum of 12 Defense platforms at a strategic hex is granted…they may be arranged however the defender chooses when battle is commenced.  Certain tactical limits may be imposed due to the software used and installations present.  For example, if a Shipyard is destroyed and the sector had the maximum allowable number of Defense platforms, some of those Defense platforms may become unusable due to attrition.  This being the case, consider them permanently lost until rebuilt with a corresponding, supportive infrastructure...or they may be destroyed during the course of combat, independently of such supporting infrastructure.  As always, the VG Moderator will dictate the software and its specific limits as the need arises.  The strategic map will be updated to reflect the total number of available Defense platforms in a given hex.

Fleet Repair Dock (FRD)

Fleet repair docks represent a mobile means of maintaining the combat abilities of ships that may have advanced beyond their normal means of repair and resupply. As a mobile rally point they represent a vital link in an offensive, and a juicy target for counterattack.

Each Fleet Repair Dock will require a tug in order to be transported strategically, although this tug will be considered part of the FRD for combat and building purposes.  While in tow, an FRD/tug combo will move at a maximum rate of 1 hex per turn and be unable to use strategic movement. In order to maintain high mobility the FRD is designed for quick setup and is capable of becoming immediately active upon arrival to its target hex.  However, when conducting repairs the FRD is considered immobile. A FRD can only repair one (any size) ship per turn.  FRD's do not offer any source of supply outside being able to repair damaged/out of supply units.  Additionally, an FRD may never move outside occupied territory even with an escort, and is considered destroyed if it encounters a successful enemy attack (retreat rules do not apply to FRD's).  The VG Moderator will determine if any specific software/combat conditions are required for campaign purposes, but otherwise consider an FRD a non-combat unit which is at the mercy of the existing escort squadron/s.

An FRD is considered a Mobile Installation and is moved separately from any other squadrons in escort.  It does not require any supply outside being within said empires' territory, nor does it offer any Command rating benefit.  Any number of FRD's may be included within a specific strategic hex, each being able to repair one ship per turn when not mobile.  When a ship is ordered to repair via an existing FRD, it becomes part of that FRD during its repair operation and offers no combat benefits toward defense of that strategic hex….if the FRD is destroyed (the hex is captured or annexed) then any ship currently under repair is also considered destroyed.  At present, no installations (including FRD's) may be captured, although the VG Moderator may revise this ruling as the opportunity permits.

FRD's may be constructed at any Class B shipyard or larger, at the cost of 256bpv.  After purchase they do not require any further delay to become active. No timeline restrictions apply toward FRD availability.

Supply Node
A supply node is a cache of supplies and resources intended to be a temporary logistical service center. Expediency replaces efficiency as entire freighter loads of cargo drift through space in an organizational pattern known only to the local quartermaster. 

A supply node will be represented within VG on a tactical level by a sector rife with cargo boxes, defended only by the quartermaster and whatever ships happen to be in the sector at the time. Logistically and strategically, they keep local ships in supply as determined by the supply section of the rules.


Supply Node costs are as follows:


Supply node level
Cost (bpv)



Level 1


32



Level 2


64



Level 3


96


Level 4


128


Supply nodes must be built within an empires own territory, and are used specifically to extend the lines of supply from the nearest Base or Colony.  They do not require any other type of specific terrain in order to be constructed, nor is there any time-delay for their activation, once purchased.  Supply nodes remain in effect (immobile) until destroyed or disbanded by their controlling empire.  They are considered destroyed when the strategic hex they occupy has been annexed or captured, but may be destroyed by other means:

Given the nature of supply nodes, any combat resulting in said hex should be of the Convoy escort variety.  Defending ships are escorting a convoy of freighters which represent ships tending to the supply node itself.  If any of the freighters are destroyed during the course of battle, consider the supply node reduced in capacity by 1 (e.g. from a Level 3 to a Level 2) minimum of Level 1 should any freighters remain.  If all the freighters are destroyed then the supply node is destroyed as well, regardless of the battle's outcome.  If no adequate software/scenario is available to represent a supply node, consider it a non-combatant element and destroyed completely if the strategic hex is successfully attacked.

Disbanding a supply node provides no benefit to its controlling empire, aside from removing a juicy target of opportunity.  Successfully attacking a supply node may result in a salvage bonus to the attacking empire, depending on the circumstance and VG Moderator's discretion.  Refer to supply rules for further explanation of supply nodes.

Movement of Units

The VG officer designated within each Tactical group will move existing units.    The moderator is responsible for enforcing deadlines for movement submissions and updating the map in a timely fashion.

Single-hex movement

In general, all units except permanent installations will have the ability to move one strategic hex per turn.  There are exceptions to this rule, below.

Three-hex (strategic) movement

Starships may move up to three strategic hexes during a turn under the following conditions:


The move originates at a friendly base.


All hexes traveled through are non-hostile, non-neutral territory. VG officers must list the path.


The move ends at a friendly base.


Damaged ships will not be allowed to perform strategic movement.


Towed installations will never be able to perform strategic movement


Ships may never attack if they have used strategic movement in that turn.

An attacking ship or fleet may intercept ships attempting to make a strategic movement, as movements happen simultaneously.  While this won’t incur any undue penalties, the movement will not be completed if interrupted by combat.

Should the final destination of a strategic movement end in a combat, there will be no tactical penalty imposed.  The combat will proceed as normal. However, units that use strategic movement to enter combat, then choose to retreat, will automatically become damaged (out of supply) as their net movement has exceeded any legal movement limits.

A Supply Node is not a base for purposes of Strategic Movement.

Movement Restrictions

Ships undergoing repairs, conversions, or upgrades will not be able to perform normal movement for that turn.  This requires a full turn delay; movement orders must specify these events while remaining in place.  Should combat force a retreat from that strategic hex, this will be allowed but the vessel(s) will not complete the repair, etc.  During combat, ships under these orders will be considered out of supply due to overhaul conditions. 

 Squadrons containing damaged/out of supply vessels may not enter into combat intentionally via movement orders:  the VG officer must move the ships into uncontested friendly territory if at all possible.  If not possible, the ships must attempt to navigate any neutral zones in an attempt to regain friendly territory.  Failing that option, they may move through enemy territory (shortest path) toward the nearest friendly territory.  If NO movement options exist that will satisfy the above criteria, the squadron cannot be moved.  Bear in mind that there may be an attrition penalty for out of supply ships making no progress home.

Retreat
From time to time every empire will be on the losing end of a conflict, and be forced to consider withdrawing its combat forces.  While this technically constitutes more than one movement, retreat is allowed in this VG with certain restrictions.  Please remember that a retreat is not a normal movement…the Fleet commander at the scene will usually make the decision to withdraw ships if the battle is progressing poorly.

Restrictions include:


VG officers may agree to allow for an uncontested retreat.  If no agreement can be reached on this, the battle must be played normally.


Attacking ships are required to retreat to the hex from which they attacked, if that hex remains a viable option. 


All ships retreating from a combat must retreat to the same bordering strategic hex.  The battle report should include this information.


Ships must retreat into a friendly or neutral strategic hex.  You may not withdraw forces into bordering territories if they are combat hexes or are occupied by any hostile forces.  If there are no bordering hexes to which you may retreat your ships, they are considered destroyed at the end of combat.


During battle, the ships must physically disengage from the map.


Ships may retreat to bordering hostile hexes (enemy-controlled) so long as there are no defending forces.  This should be done only if there are no friendly or neutral hexes available for retreat...as a last option.


Any retreat-hex which is not covered by friendly supply zones will result in all ships becoming immediately out of supply.


Any ships using strategic movement to arrive at a base then retreat (due to combat) shall also be considered out of supply.  Moving either two or three hexes to defend a base then retreating from said defense applies.

Pursuit

Giving any type of pursuit orders to a fleet, or pursuit of retreating ships, is not allowed in the present scope of this VG.

Visibility (Fog of War)  This section will be used if, and only if, the database system becomes fully functional.

Supply

There are two major reasons for detailing supply rules within a VG.  First and foremost, supply limitations reflect logistics as applied to a huge empire...which in turn limits or restricts how a majority of its mobile forces may be strategically deployed.  Second, supply dictates the type of combat loadout ships may have when faced with the unavoidable skirmish or fleet action.  It is always a challenge to design, and implement, a simple yet dynamic set of guidelines to reflect supply.  KISS is the dominating principle.

Logistics.

Certain terrain or installations within an empire's territory will exert influence and provide an infrastructure that your starships can utilize.  This may include any number of resupply depot's, fueling stations, transfer points, freighter routes etc. that our theoretical 24th century starships may need to use on a regular basis.  Without going into detail and bogging the VG down, certain guidelines will be set forth to follow.  These guidelines will encompass all the smaller details to make for greater ease of play.

Every source of supply will have a supply rating and a zone of influence.  With only one exception, all sources of supply will extend a zone of influence 3 strategic hexes in diameter outside the hex it occupies.  All sources of supply must extend from the nearest empire's colony.  Constructing a new source of supply cannot be done unless it interconnects with another supply zone directly back to a colony...although these zones may be daisy-chained   If this "chain" is broken due to certain events, existing supply zones will remain in effect but cannot be expanded upon until a link back to the nearest colony is re-established.

The following supply guidelines will apply to all starships:


Ships may not attempt to attack or move into any (neutral or hostile) territory if they will not be in supply.


Ships that become out of supply are identical to damaged ships and will be treated as such, until repaired.  The terms “damaged” and “out of supply” are interchangeable, for the purposes of this VG.


-All ships are considered in supply if within their own territory.  By definition, any ship involved in combat within its own empire is considered defending and supply restrictions only apply to moving/attacking fleets.


-Ships may only become out of supply due to forced retreat (either a normal retreat into a zone not in supply or retreating after a strategic movement) or when their source of supply has been removed while outside the empire's territory.  If a scout/exploration vessel becomes damaged/destroyed while it was the only source of supply for its squadron, then all remaining ships in that squadron become out of supply.


-Vessels which started the turn in supply will remain in supply until the end of the turn, regardless of events which may remove sources of supply.

Supply rating.  The supply rating actually reflects the number of squadrons which can be supported by that source of supply, throughout its zone of influence, in any given turn.  These supported squadrons may move outside your own empire's territory, annex or capture neutral strategic zones, or perform any number of combat specific missions.  Keep in mind that this supply rating need only be tracked for operations outside of territory already owned by your empire, as combat units within owned/friendly territory are considered in normal supply by definition.


Source of supply:
Supply rating:

Zone (hexes):



Major colony


5


3


Starbase


4


3


Level 4 Supply Node

4


3


Minor colony


3


3


BattleStation


3


3


Level 3 Supply Node

3


3


Base Station


2


3


Level 2 Supply Node

2


3


Science Station

1


3


Level 1 Supply Node

1


3


Scout starship


1*


3


Exploration Cruiser

1*

          n/a

Special units (*).  These units, Scouts and Exploration cruisers, are exceptions to the normal supply rules.  Any squadron containing a scout starship of any size may operate up to 3 hexes outside the closest supply zone.  Scouts facilitate covert supply lines due to their increased knowledge of local surroundings and phenomena, so they may be considered a source of supply applied to (only) their own squadron.  There is no limit to the number of squadrons containing a scout starship, nor of how many may be operating within a given strategic hex.  Only one scout ship need be included within any given squadron to receive this benefit.  Should this scout ship get damaged or destroyed, all remaining ships in said squadron may immediately become out of supply if outside present supply zones/friendly territory. 

An undamaged Exploration cruiser is an extension of scoutship abilities, so long as it remains the designated command ship.  As with scouts, it keeps its own squadron within supply outside normal zones.  Unlike scoutships, a squadron led by an Exploration cruiser may continue operations independently of any supply zone.  An empire devotes extended, redundant resources to an exploration ship, and crewmembers are generally the most hardy of their type.

An Exploration cruiser does not provide any of its special benefits to a squadron if it is not the command ship.  This includes loadout and research benefits as described below.


Combat loadout.

Ships entering combat will typically have a certain amout of resources applied toward combat loadout.  This is used to purchase extra marines, mines, repair parts, missile reloads/upgrades, shuttles, and fighter squadrons or PF's.  All ships within a squadron will pool their loadout bpv, and when entering combat the Fleet Commander will decide how and where these resources will be spent within that squadron.

As with prestige, some ships will provide more resources than others.  Typically 10bpv per Size Class will be awarded to any undamaged ship, so the larger hulls demand and receive more loadout resources.  Additionally, each Carrier or PFT will add one hull size per attrition unit (fighter group or PF) that it may field.  If within its own empire's territory, a scout vessel will be able to divert more resources toward its own specific theatre of operations:  consider the scout's hull size as doubled for combat loadout calculations.  If undamaged, consider a commanding exploration cruiser's hull size as doubled for combat loadout regardless of locale.

Damaged or out of supply ships provide 0 bpv for combat loadout purposes, should they enter into a battle.  Generally these ships are the defenders in an engagement, as you cannot normally move a damaged/out of supply ship into combat.  However, some engagements may field some damaged (attacking) ships.  In addition to providing 0 bpv to its squadron for combat loadout, damaged/out of supply ships are under the following restrictions:   Minimum loadout for shuttles, marines, mines, repair parts.  No fighter groups or PF's may be fielded, either due to resource exhaustion (scrapping attrition units to maintain minimum combat readiness) or simply minimum crew fatigue...thus damaged carriers/PFT's do not add their bonus for attrition units  What drones remain will always be slow speed, normal, and a minimum loadout.

Vessels undergoing repairs, conversions, or upgrades are also considered out of supply during a battle.  Ships being repaired in may not be fielded at all.

Example of a typical squadron.  Your squadron is defending its territory against an enemy excursion.  It consists of a CC (SC3), a CVA (SC3) with 3 fighter groups, a damaged DD (SC2) and a scout FF (SC1).  Breakdown of your combat loadout as follows:


Command Cruiser 
+30bpv


CVA


+30bpv


  3 fighter groups
+30bpv


DD (damaged)

+0bpv


F-Sc


+20bpv (doubled due to scout abilities)


Total


110bpv

Of the 110bpv allowed for your squadron, granted most of this will be spent on selecting premium fighter squadrons.  Or, depending on your race, drone options may be maximized for one or two of your ships to increase effectiveness...this may depend upon your present opponent and the preferences of the Fleet Commander on the scene.  Constructing squadrons to maximize loadout options should take a high priority in strategic planning.

Maximum Combat loadout.

Whenever a squadron of starships is left to specifically defend a base, they may enjoy a maximum combat loadout during battle.  Under this loadout, BPV is not a consideration...each ship within the squadron may select any number of supplies that the timeline permits to include drone options and fighter (or PF) selection.

In order to specify such a squadron, movement orders must be specific. The ships in question cannot have any movement orders, and the VG officer should list the Base as the command ship (using its command value appropriately).  Otherwise normal squadron construction applies.

As stated, any squadron defending a base and enjoying maximum combat loadout cannot be moved normally while under these orders.  Additionally, they may not intercept attacking squadrons as described in combat below.  Only one squadron may be assigned to defend a base.  Damaged ships may not receive any combat loadout benefits.






Combat

When forces from two non-peaceful empires occupy the same territory, the occasion for combat has arrived.  Many times, one side or the other may decide to withdraw its forces instead of risking certain defeat, when the fleets are obviously mismatched.  Other times, the outcome is uncertain and captains are tested on the field of battle 

The attacker in any combat is normally responsible for scheduling and making sure the event is completed within the course of the turn.  In some cases, it’s not obviously apparent exactly who the attacker is, but ample guidelines have been provided for some contingencies…the moderator should be called upon when there’s a valid question.  Once any combat has been resolved, or portions of combat have been completed but there will be a delay before finishing the overall battle, a battle report must be submitted to the moderator.  The fleet commanders on either side of an engagement are responsible for this.

As always, good sportsmanship and honorable demeanor is required.  The creed and core values apply specifically to this VG.

Starship Combat

Whenever starships of two or more non-peaceful (War, No treaty, or NA pact) empires meet in the same strategic hex, the cause for starship combat has arisen.  Starships will always be allocated in squadron format, and ship combat will describe how squadrons will carry through any tactical battle.  The locale for such an encounter will have certain effects on the combat, insofar as determining who is the attacker or defender:

Friendly/Hostile territory.  The battle is taking place in territory owned by one combatant.  This being the case, home squadrons will always defend.

Neutral Zones.   While technically hostile to both empires, thus making both sides of the encounter the attacker, KISS must intervene with some arbitrary ruling.  One side must be the attacker and one side must be the defender, regardless of movement orders or supply consideration.  For ease of determination, the larger force present will be considered the attacker.  Use the total number of size classes for a determination.  And yes, this may result in some damaged/out of supply ships becoming (technically) the attacker…so long as those vessels were not intentionally moved into combat, the procedure stands.

Foreign territory.  The battle takes place in territory owned by a third empire.  Should either side have friendly relations with the third-party empire (allied or peace treaty) above the other, that side will be defending.  Otherwise use the same criteria as Neutral Zone hexes.

Regardless who is the attacker or defender, or how many squadrons are participating, the battle should be played in one scenario if at all possible.  Due to tactical limitations of SFC2 this may not be possible with 12 or more ships involved.

Multiple squadron engagements.  The following steps are to be used when it has been determined that multiple squadron engagements will take place, and who will be the attacker and defender:

1.  The defender begins with a tactical advantage.  Knowing the content of all squadrons, the defender will choose to intercept certain attacking squadrons with his own.  Squadrons may only be matched 1:1 in this manner.   Should the defender have more squadrons than the attacker, some of these squadrons will remain idle for the current round.  The defender may not leave squadrons intentionally unassigned...if there is an idle attacking and defending squadron, they must be matched with the following exception: any squadron assigned to Base defense cannot, by definition, intercept attacking squadrons in this manner...that will be resolved in step 2.

2.  The attacker will then determine in which order the matched squadron engagements will be resolved.  All squadrons intercepted by the defender must be resolved first, but in any order the attacker chooses.  Extra attacking squadrons (if any) will remain idle unless there is a Base present.  Should a Base be present, all available remaining forces will commence an assault on said Base as the last squadron engagement for the round.  It is assumed that all attacking squadrons are headed toward the immobile defending fortress...the defender is merely intercepting certain of those attacking squadrons before

they reach their objective.  If more than 12 total ships will be involved in said base assault (with more than one attacking squadron), the attacker must designate at least one idle squadron which will attack the Base this round.

3.  Resolve all squadron engagements as described above.  There will usually be retreating ships (either attacking or defending), and those ships are considered to have retreated from the local theatre of operations for the time being...they cannot participate in any further battles of this particular combat.  Ships will remain in original squadron format, even if losses have been taken.  Remove all destroyed or retreated ships from the squadron roster at this point.

4.  The current round is complete.  Both sides will determine if there is a reasonable chance for victory by continuing on to another round.  If not, usually one side or the other will call a general retreat.  All ships withdrawn from the above squadron engagements will be included in this general retreat. If no general retreat is called for, one side or the other may still withdraw forces from the roster before continuing to the next round.  If the defender called for a general retreat, any Base left must still be engaged by the attacker on the following round.

5. If there remains 12 or less total number of ships  then the final round may be resolved in one scenario.  Resolving multiple-squadron engagements in one combat is always preferable where possible, and overrides any VG ruling to the contrary.  Otherwise, repeat the steps beginning in 1. (above) until attrition has lowered the total number of ships to 12 or less, and then complete the combat.  All ships/installations from one side must be destroyed or withdrawn before combat is finished.

6.  Once there has been a complete winner determined, all ships which had retreated from actual combat may be re-united with victorious forces.  The losing empire's ships retreating from battle must, of course, be included with the general retreat.  Complete details are to be listed on the VG battle report.

Guidelines for resolving battles.  The attacker in any given engagement is responsible for scheduling and making sure the battle gets resolved fairly.  If problems develop, the moderator (or any senior officer within the command) may take steps to assist this process.

Since SFC allows a maximum of 6 captains for any given battle, each side of an engagement should attempt to use only 3 players to control their contingent.  We expect all participants to use fair common sense when there is an unequal match-up.  Gentlemen’s code of honor should be used.

GameSpy Arcade (GSA) is the recommended field of battle for resolving a combat.  However, should there be heavy traffic or some other problems, participants may opt to use TCP/IP, The Zone or any other available option.  So long as players agree, there will be no problem in this resolution.  The moderator reserves the right to impose restrictions as the need warrants.

It is generally recommended to utilize players from within the ranks of STOC as captains in any battle.  As well, it is required that at least one member from the Tactical group involved on either side, unless specifically delegated.  However, we remain flexible in the type and association of captains used so long as guidelines and conduct can be maintained.  This VG is, after all, for the tactical and strategic enjoyment of our personnel…and we’re relying upon the character of our officers to carry through.

The Fleet Mission Script Editor is specifically authorized in order to resolve most battles involving planets or bases with installations.

If at all possible, it is recommended that a combat be resolved in one scenario.  This will provide the most realism and supply the deserved emphasis upon ship type and numbers.  If there are up to 12 total ships in a battle (not counting installations of any sort), it should be resolved in one combat.  Battles of 13-18 ships are also recommended to be resolved in one combat, but it is unlikely that this can be accomplished on GSA.  

Damaged ships.  During the course of any combat ships may become damaged.  The criterion for listing a ship as damaged is: any more than 50% total damage sustained during the combat.  Since repairs will affect this total, automatic and directed, officers will be liberal in applying this status.  SFC2 announces when your target is damaged at approximately 25% increments, you should know which announcement declares the 50% level in order to determine the status of your target. If there’s any question then consider the ship in question as damaged.  Again, honor will be required of all commanders…if a ship was damaged beyond 50% and subsequently repaired to well above that mark, still consider it damaged.


There is no distinction between damaged, crippled, and out of supply vessels.  All will follow the same overall restrictions.


Ships damaged during combat may still finish that combat, at the commander’s option.  Specifically, this applies toward subsequent rounds in a squadron  resolution.  Even attacking ships, should they become damaged, may remain through successive rounds of combat.  FC's option.


No damaged ship may intentionally be brought into a combat as an attacker.  Damaged ships may of course attempt to defend.  


Since Neutral Zones are borderline hostile territories, movement orders shouldn’t specify that damaged ships move into one unless there is no other avenue toward friendly territory.


Damaged ships will remain damaged until repaired successfully.


Damaged ships may not utilize strategic movement.


Scout vessels/Exploration cruisers, once damaged, lose all special benefits until repaired.


While squadron engagements require the existing squadrons remain as allocated, by the end of combat the good possibility exists that there remain illegal squadron formations due to destroyed ships.  The following movement report should re-arrange said squadrons as needed.

 Repairing damaged ships.  Damaged ships may be repaired to full status by moving into the same hex as a base, FRD or shipyard…then spending an entire turn listed as “under repair” as specified in movement orders.  Ships may be repaired at an allied base or shipyard, as well as FRD's.  See the descriptions above for further details.  Repairs interrupted by combat will not be completed....the vessels must spend an entire turn under overhaul conditions, uninterrupted, before repairs are successful.

Any starship under repair, upgrade, or conversion is considered a non-combatant part of its installation.  It may not be included in combat for that turn, and is destroyed with its parent installation should combat favor the attacker.
Annexing a territory

Another combat specific option your ships might be ordered to perform.  In order for hostile (enemy-controlled) territory to be captured, it must be first annexed from its parent empire.  Doing so basically turns it into a neutral zone territory.  The following rules and restrictions apply:

1.  Attacking squadrons must be under orders to annex the territory they presently occupy.  They must also forego any movement to receive these orders, i.e. begin the turn at that present location.

10. 2.  Any starship combat may nullify orders to annex a territory.  So long as the attacker has an appropriate number of undamaged ships remaining, still under orders to annex the hex, victory may allow for the annexation to continue.

3.  All attacking squadrons must be in supply.

4.  All defending forces and installations must have been removed/destroyed in previous turns.

5.  Any enemy territory may be annexed independently.  No pre-set conditions or modifiers will restrict an otherwise legal annexation.  Once the proper orders have been made and conditions met, the territory will become a NZ the following turn.

6.  Damaged ships may not be used to annex a hex.

The type of terrain to be annexed will have certain requirements:

Normal terrain.  This includes open and black hole territories.  Due to local defenses and other interstellar obstacles, a sizeable fleet must subdue the various picket ships and population centers.  At a minimum the fleet must contain 4 SC's of warships.  No large scale ground assaults need be completed, beyond the capacity of a normal warship's ability, in order to exterminate local strongholds.

Asteroid/Mining colonies.  Any asteroid hex terrain.  Due to the extensive number of interstellar phenomena present within such a sector, logistics and guerilla warfare favor the defender.  A larger force of warships is required to pacify the resistance and destroy existing infrastructure: 6 SC's of warships are required.

Minor Colony.  Still more than your normal open terrain and equivalent to any asteroid hex.  6 SC's of warships will be required to pacify local defenses.  However, some large-scale invasion forces will undoubtedly need exercise when liberating the larger colony systems.  As normal warships lack this capacity, at least two SC's of Commando ships must be included in addition to the normal pacification forces.

Major Colony.  Extensively fortified, 6 SC's of warship and at least 5 additional Commando SC's are required to liberate the systems within a Major Colony.

Capturing a territory

Another starship combat option similar to annexing, this will capture any neutral territory (excluding nebulae) and turn it into a normal part of your empire.  Similar rules and restrictions apply:

1.  Only NZ's or annexed territory may be captured.

2.  Attacking squadrons must be under specific orders to capture a territory.  Movement orders will nullify the capture order.

11. 3.  Any starship combat may nullify orders to capture a territory, as per annexing rules above.

4.  All capturing squadrons must be in supply.

12. 5.  Any territory to be captured must be adjacent to territory already owned.

6.  Allied squadrons may assist in capturing a territory, under some of the following restrictions:


At least one ship must be from your empire, if you are to capture the hex.


Allied ships may use your supply zones to remain in supply, as required.

13. Allied ships may not capture territory (for their own empire) unless they own adjacent territory.

7.  Damaged ships may not be used to capture any territory.

8.  Territory cannot be annexed and captured in the same turn.

9.  Once the proper conditions are met, captured territory becomes a normal part of your empire the next turn.

Normal terrain.  4 SC's of warships are required to capture normal terrain.

Asteroid/Mining colonies.  6 SC's of warships are required to capture any asteroid terrain.

14. Minor Colony.  Basically a major incursion, sufficient forces to capture such a hex will include 6 SC's of warships in addition to at least 4 SC's of Commando ships.  After successfully capturing any Minor Colony territory, the participating Commando ships will have exhausted their resources and be considered out of supply until repaired.

15. Major Colony.  To capture the jewel of another empire is an epic undertaking.  Always full of insurgents and guerillas, these sectors are still highly developed in spite of being annexed.  Caution, preparation and a large superiority in available forces are advisable.  Required:  6 SC's of warships in addition to 10 SC's of Commando ships.  As with Minor Colony sectors, participating Commando ships will have exhausted their resources in order to consolidate these systems.  They will become out of supply until repaired.

Economics and Production

As befits any strategic campaign of this scope, there can and should be some form of economic system.  This may be as detailed or simplistic as desired…we’re attempting a middle ground here.  The basic “currency” used to build any ship or installation will be entitled production or build points, which will actually represent both the manufacturing capacity and commercial investment required to complete most endeavors.  Diplomatic expenditures and penalties will also be reflected in production, as explained below.

Method.  Each turn, the moderator will calculate every empire’s production and forward this information to the various VG officers.  This production may be used the next turn to spend accordingly, either in straight building or other avenues such as diplomacy or research.  Unused production will accumulate and remain in a “bank”…this may be drawn upon at will.

Some logistics allocations have been eliminated for simplicity’s sake, others have been kept at a simple level.  It is assumed that the infrastructure of any empire is sufficient to handle the background work, so micro-management shouldn’t be necessary.

Calculation.  Production calculation is made from the physical terrain within the empire as a whole, with modifiers.  The specific method is as follows:

1.
1 production point for each strategic hex owned.

2.
1 additional production point for each valid Trade Route segment that empire owns.

3.
5 production points for each Mining outpost, as indicated by a sole Asteroid icon.

4.
10 production points for each minor colony, as indicated by a planet icon.

5.
20 production points for each major colony, as indicated by a larger planet icon.

6.
Items #1 through 5 are summed up.  Should the empire have absolutely NO wars…i.e. is entirely peaceful, then 50% of this sum shall be the production available per turn.

7.
If the empire is at war with any other, then 100% of that sum is applied.  This reflects the overall increased economic output of any empire under such stress.

8.
Additionally to #8 above, there is a war bonus granted.  This is reflected depending upon the political terrain.  Every hex within two strategic hexes from an enemy territory provides +2 production, in addition to normal production.

9.
Diplomatic penalties are assessed depending upon the overall situation.  Guidelines for these are explained below, under diplomacy rules.  Generally, diplomatic penalties are a result of popular unrest, strikes, or outright theft on many levels when the major political factions within an empire disagree with foreign policy.

16. Pirating.  Any income received by pirates from your territory will directly impact your production, as they are stealing from you on a 1 to 1 basis.

17. Any benefit from trade routes will be added.

Once the production points have been earned and are available they may be spent to produce starships, installations, or used on research and diplomacy.

Construction.  

Starships and installations may be built within your territory.  The cost for any unit is provided either within these rules or on each specific game piece (usually both).  When the VG officer submits the movement, he should also submit any builds the empire will make. 

Bases.  After the initial investment is made, the Base will be placed on the strategic map under construction for 5 turns.  As a Base is a viable means of supply, consideration must be made for supply zones before specifying a location.

Other installations.  Shipyards, supply nodes, FRD's and defense platforms are placed the turn immediately following the expenditure for them.  Supply nodes and defense platforms can be placed instantly. Shipyards and mobile bases must be moved to their final locations via tug. Upgrading a shipyard may be done by investing the difference in cost. Large Shipyards (A and B) can only be built at major colony hexes, while smaller shipyards (C and D) can exist at any planetary hex. Defense platforms are limited in where and how many can be in a given strategic hex (previously explained).

Starships.  Once bought, these must be placed at a shipyard of the correct minimum capacity (you cannot place a Heavy Cruiser at a Class C shipyard, for example).  Additionally, 50% of all starships produced in any turn (calculated by total cost) must be placed at a Major Colony.

Starship Refits

Starships may be refitted at a shipyard.  When the refit becomes available (such as the + refit, or the R refit for Federation ships) simply specify the intended upgrade while the ship remains docked for a turn, and may not participate in combat as per repair procedure.  This requires no appreciable investment.

Starship Conversions

Starships may be converted to a variant at a shipyard.  Conversions are reworks of many major systems, and may only be done within a ship class (not to be confused with size class), i.e. a DD can be converted to a DD Leader, Escort, or Drone variant, but not a DW, or CL, since those are a different class of ship. Conversion possibilities will be detailed in the ship list.  

Investment required:  The ship is required to spend one turn in spacedock, and the empire is required to pay the BPV difference in the two variant types, plus 10 BPV.  This is done on a case-by-case basis, and requires the movement orders to be specific.  Like repairs or upgrades, the ship is still on the strategic map “under conversion”  but may not participate in combat.

Economic investments.

Research

50 production points are required for any research investment, and there is no limit on how many times you may so invest.  Once the investment is made, there is a 16.67% chance that you’ve been successful.  A successful investment will result in 1-6 (rule of 6) "tech levels", or turns, you gain in addition to the normal timeline.  These advances may be used to gain access to a later era, and to build other starship designs well before the timeline would allow.  The moderator will track these advances, and provide the information every turn.

Science stations
Science stations increase production for the purposes of research. Normal scientific production will provide 3-18 points per turn per station, which can only be spent on research.  In order to generate this research benefit, a Science Station must be built within range 1 of certain interstellar phenomena to include black holes, nebulae, and radiation zones.

Production Gift
You may invest in another empire’s production specifically.  In effect, you will be depositing directly into their “bank” at a small penalty.   There may be events which interfere with this process, but the frequency should be rare and the scope of any interference under the moderator’s influence.

Diplomatic Gift
You’re investing directly into the infrastructure of that empire, rather than into their production queue.  This is an attempt to raise popular support toward your empire by certain “gifts” to various political factions within, of a non-military nature.  For every point of popular support you intend to raise, 15 production points must be spent in this manner.  Further details under diplomacy, below.

Trade Routes

Trade routes represent an extra investment in infrastructure within a strategic hex to encourage trade convoys to use that area.  As a result each section in the trade route will cost 10 BPV to establish. 

A Trade route may either be internal (costing the 10 BPV per hex) to yield 1 BPV per hex/turn, or it may span between two empires.  This being the case, both empires are required to pay the initial cost...although both empires also reap the benefits.  Some diplomatic benefits may result from long-term trade relations.

In order to be a valid trade route: 


The complete path must start and stop at a colony.   


The trade route cannot cross any NZ's, hostile, or unknown territory.


A positive treaty (NA pact, Peace, or Alliance) must be established with any joint-trade empire.


The moderator will count the total number of trade routes, per strategic hex, per turn for benefit to your empire.  It is possible to combine trade routes (running parallel through the same territories for some distance) while having different destinations.  This being the case, initial investment will not require the empire to pay for hexes which already include another trade route.  Conversely, the empire will not gain extra from having more than one trade route running through the same hex.


-Regardless, the complete initial path must be listed upon conception.


Loss of an “arterial” trade route, or more than one trade route through the same hex as explained above, may result in more than one trade route being abolished.

Trade routes can be broken in three ways:


A shift in political conditions (the hex is annexed/captured)


A shift in treaty conditions (your partner dissolves the treaty)


Voluntarily. 

Diplomacy

There are many ways to track changes in a given campaign.  There may be a timeline enforced, which may not only dictate overall political attitudes but also economic output as a whole.  Other methods may not allow for any type of diplomacy, and the game becomes a strategic challenge only.  Within STOC, many methods have been tried and to date the most popular VG uses open-ended diplomacy rules.

Diplomatic standing.  This is a points-scale, from 01-100.  This scale represents the overall standing of your empire toward all others; the higher number the more favorable.  In sum, this is the will of your people…either by tremendous good/bad will, or in the outlook of political factions which represent large numbers of people.  Factions may include one or more military branches, various political cartels, industry monopolies, or any other such grouping which may have an impact on the whole empire.  

It is important to note that your diplomatic standing will not require you to change your status toward another empire.  It merely reflects the attitude of your population as a whole.

However, if foreign policy strongly disagrees with said diplomatic standing, you may eventually receive some penalties on economic production.  The treaty you have (or don’t have) with an empire may differ from what your popular support requires.  This being the case, your "home" popular support will invariably drop.  Left unchecked, eventual labor disputes, bureaucracy or outright insurgency may begin to seriously impact your empire's production.

Diplomatic points scale.  

Standing

Popular support requirement

1-30
War
25-45
No Treaty
40-65
Non Aggression
60-80
Peace
75-100
Alliance
Note that some areas overlap…this indicates that there is no penalty for having either treaty while at this standing.

Creating or changing a treaty

The first two categories, war or “no treaty”, can be assumed at will by any empire toward another.  Note that an empire can declare war on another, without forcing that other empire to respond in kind (may remain at no treaty status).  However, declaring war on another empire will cancel any non-aggression pact, peace treaty, or alliance previously in effect.

Canceling a non-aggression pact, peace treaty, or alliance automatically puts both empires at “no treaty” status unless something else has been agreed upon.

Both sides must agree upon treaties requiring higher popular support.  Both empires must make a public announcement before those treaties may go into effect using either the Mailing List, or an O-club message board posting, or both.

Definition of treaties

War.  The empire(s) are at a state of war, and this may be of any intensity they choose.  This isn’t necessarily even an agreed-upon item, as one empire may be at war with another that doesn’t respond in kind.

1.
If at war, there are no movement penalties imposed.  Popular support will not change as a result of any non-combat movements.

2.
Once war is declared, combat is imminent.  Since popular support is already low, the result of combat is downgraded but still prevalent.  Any combat which results in a lost ship will lose 1 popular support point by your people towards you and your enemy …however, any number of ships may be lost with only that same penalty, per battle.

3.
Any combat which results in a lost colony, or mining colony, will result in the loss of an additional 1 popular support point by your people towards you and your enemy.

4.
For each turn your empire spends at war, the popular support for your own empire may be reduced by 1 point per empire that you are at war with. This reflects the economic exhaustion caused by an ever more ravenous “War Machine” slowly burning out the empires economy.

5.
Behind-the-scenes negotiations may produce any cease-fire or cessation of hostilities the empires will choose to honor.  Suing for peace is also allowed…but these events rely upon only the empires involved.  The moderator will not restrict or influence this in any way.

6.
The very act of declaring war reduces popular support by 5 points towards “the enemy”, for both empires involved.

7.
You may attack an empire without previously declaring war.  If this is done, the declaration of war will be automatic and as a result of this “sneak attack” the people of each empire will lose 10 popular support points towards the other.  Attacking another empire’s ships within neutral (NZ or nebula) hexes doesn’t automatically result in a “sneak attack” under this rule, but a diplomatic penalty will be imposed regardless.

8.
Once war is established, this may adjust popular support toward you from other empires.  +/-3 popular support points will be adjusted, depending upon whether those empires are allied with or already at war with your new opponent.

9.
Any empire may cease a war with another.  This need not be a universally agreed upon measure (i.e. they may choose to remain at war with you).  Ceasing a war automatically places you at “no treaty” status.

No Treaty.  There are no formal negotiations agreed upon.  This is the “neutral” status between any two races.

1.
Movement restrictions do exist.  Per fleet moved into an owned hex, 1 popular support point is lost toward the “aggressor” empire.  A fleet moved in this manner may be of any size…merely the fact that a movement into said adjacent hex has happened will trigger this popular support loss.

2.
Combat does not necessarily change “no treaty” status…so long as it happens within neutral territories.  However, per every combat event 2 popular support points are lost.  If another empire’s territory is directly attacked, it will be considered an automatic declaration of war with penalties listed (War, above).

3.
Cancellation of any formal treaty automatically places the empires at “no treaty” status, unless some other treaty is agreed upon and announced.  Or a declaration of war.

Non-aggression pact.  This is the specific intent of both empires to minimize hostilities.  Significant movement penalties exist.

1.
As with “no treaty” status, moving ships into an adjacent hex will result in a diplomatic penalty.  This penalty is 2 points per fleet moved as such.

2.
Should there be combat for any reason between ships of the two empires, the treaty is immediately cancelled.  The same applies toward any ship movement within each other's territory.

3.
Signing a non-aggression pact will result in +3 mutual popular support points, if this is an overall upgrade in status between the two empires.

4.   Trade is possible between the two empires, however unlikely.  

Peace Treaty.  Movement penalties are reduced since the two empires are inherently friendly.  However, diplomatic restrictions are imposed to a degree.

1.
Ships moving into adjacent hexes impose no penalty to popular support.

2.
Capturing an adjacent NZ hex is considered rather aggressive, and does warrant a slight penalty in the form of -1 popular support point.

3.
Ships may move into territory of peaceful empires. However, normal supply benefits will not be provided while within peaceful territory.

4.
If for any reason ships are engaged in combat within peaceful territory, even if helping defend from foreign aggressors, a -1 popular support penalty will be imposed per event.

5.
Supply benefits will not be extended from peaceful territories.  For example, your ships may not attack a NZ hex or another empire relying upon supply from only your peace-treaty neighbors.

6.
Ships may not repair at peaceful installations.  However, they may employ strategic movement if able, using friendly bases.

7.
Wars must be mutual.  If there isn’t 100% compliance on which empires are warred with, some form of tension exists in the form of -1 popular support point per difference, per turn. (trend)
8.
Signing a peace treaty provides +5 mutual popular support if this upgrades the empire’s overall status.

9.
Romulans gain the ability to build KR-type hulls while at peace or better with the Klingons.  Additionally, Klingons may build cloaked ships while at this status.

10.
Trade routes may be built between empires. 

Alliance.  This is the highest form of treaty allowed.  No movement restrictions exist, but severe diplomatic restrictions are evident.

1.
Capturing any adjacent hex imposes no penalty whatsoever.

2.
Allied territory is a source of supplies, and may even be used to launch an attack.   Review the combat rules for clarification.

3.
Ships may be repaired at allied bases/shipyards without penalty.

4.
All treaties with other empires must be 100% compliant.  For every empire that there’s a discrepancy about, -1 popular support point is penalized per turn.  Only one point per empire may be lost in this manner per turn. (trend)
5.
Coming into an alliance provides +5 popular support for both empires, as well as +3 mutually with every other allied empire.

Adjusting popular support.

From time to time, popular support will need to be adjusted in order to gain/maintain the status desired…which will facilitate gaining the treaty or standing you desire.  There are various ways to do this, some of which have been listed above.  

1.
Lowering popular support.  This is very easy to do with a bordering empire.  In most cases, simply making skirmish attacks or adjacent fleet movements will lower popular support quickly.  While at war, constant attacks will continue to lower popular support…even the act of declaring wars lower it!  Other, more subtle methods do exist for lowering popular support (for example, between empires that don’t share a direct border) but these won’t be specifically listed here 

2.
Raising popular support by declaring Neutral Zone hexes.  This will affect a bordering empire.  Relinquishing control of a bordering hex will give +4 popular support toward your empire from all empires bordering that hex.  In effect, this is a concession toward a more peaceful co-existence.

3.
Diplomatic investment.  Depending on the amount invested, you can significantly increase an empire’s standing toward you.  For every 15 production you invest, their popular support will increase +1 in your favor.  As stated before, such diplomatic investments are actually attempts to gain favor from various political factions within the target empire.

4.
Signing a treaty.  Various popular support adjustments are listed under the specific treaties.

5.
Changing treaty standing toward various empires in quick succession, in order to adjust popular support specifically, will be frowned upon.  A certain delay will be expected if you don’t wish to create havoc within the infrastructure of your empire.  

6.
Popular support may be swayed by propaganda. In order to encourage creative role-playing, propaganda announcements made over the mailing list will be evaluated for potential to shift popular support. Creativity is encouraged, but plausibility will be judged.

Civil Support
A value has been included to reflect how your own people feel about your actions and leadership, as well as the overall ability of your empire to make war. Prolonged war will waste away at your ability to generate new recruits and starships to put them in. The following chart details the penalties assessed by low home support.

1-30
Civil War!
-30% Production
30-45
Unrest
-20% Production
45-65
Resentment
-10% Production
60-80
Peace

75-100
Happiness

You may spend Production points to raise your own civil support, in the same manner as raising the Support of another empire.






Research

Research is both an economic and strategic method to advance one's empire.  Using various methods to generate Research Points (RP's), an empire can consistently improve upon its own timeline to gain access to later technologies.  These later technologies provide for better drone or fighter selections, ship availability, and improved installations.

For research purposes, the terms "turn" and "tech" level are interchangeable.  Turn 0 is tech level 0, while turn 20 is tech 20 is year 2.  Tech level will be tracked separately for each empire, and ship availability may use tech as benefits become apparent.  Additionally, an RP "pool" will be tracked per empire.  Each time this "pool" reaches a total of 50RP's, the moderator will determine if any advanced techs will be awarded to that empire.

Gaining RP's
There are a number of methods with which to gain RP's, as listed:

Economic investment.  Every BPV invested can be converted into an RP.  However, the conversion from RP to BPV is not possible.

Science Station.  If built within range 1 of any appreciable phenomena (black hole, nebula, or an original and current NZ hex with any type of terrain), then a Science Station may provide from 3-18 RP's per turn.  More than one strategic unit cannot gain RP’s from the same terrain in this manner.

Scout ships.  Scouts and exploration cruisers may gain RP's if ordered to research distant interstellar anomalies.  Orders must specify research instead of any movement, and as with Science Stations they must be within range 1 of any black hole or nebula…OR any type of terrain in original NZ territory.  More than one scout ship may not gain RP’s from the same terrain in this manner.





Orion Pirates

The  Orion pirates are an organized crime syndicate in control of the majority of profitable illegal activity in known space. Each Cartel within the syndicate has it’s own zone of control, and influence. When profits are high enough, these Cartels can and will work together, but there is no guarantee of teamwork from any pirate vessel, unless the price is right.

Deployment

Orions are not deployed like any formal military unit. With no real need to stay in touch with a chain of command, the ships tend to run without transponders, or other active communication equipment, and are therefore more difficult to distinguish from normal space traffic. The fact that their ships have been customized to the whims of the owning captain also causes a bit of confusion for some younger ship captains, as the Orion Light raider you faced yesterday had few tactical similarities to the one you may face tomorrow. Stories abound of a ship changing weapon load outs overnight. These rules define the truth of Orion capabilities; everything else is urban legend.

Other details about Orion activities will rely on covert information.

Order of Events

Every turn will follow a specific series of events:

1.
Movement and production expenditures from various VG officers will be submitted to the moderator.

2.
Random or moderator-controlled events will be initiated.

3.
Ships are moved as ordered, if able.


All ships will be moved the normal 1 hex movement. Ships using strategic movement will move only the first hex of the planned movement


Strategic movement will be completed. If enemy forces occupy any hex in the path of strategic movement, the ships will enter combat, and strategic movement will end.

4.
Production is placed.  Economic investments are resolved.

5.
Uncontested strategic attacks are resolved.  Supply changes are immediately in effect.

6.
VG map is posted
7.
Normal combat takes place.

8.
Retreat actions are finalized.

9.
Diplomatic changes are updated.

10.
VG combat results are posted.
11.
Empire status final update.  Results are provided to VG officers.

12.
End of turn.

In summary

It is my sincere hope that you, as members of STOC or invited guests, will enjoy all aspects of this Virtual Galaxy campaign as presented.  This is a works-in-progress, so changes will occur on a regular basis.  As with any campaign, the character of its participants will oft be tried…but I have great faith that our fine representatives can overcome all such obstacles and provide a worthy game.  

God speed and may your victories be without equal!

CDR Spikeas

Callsign:  TOC-Spikeas  Email address: rifenberg@techline.com
The first VG went extremely well under the expert and patient tutelage of Spike, I hope that the changes made here go smoothly to allow this to be a step of evolution, and not revolution. Some changes have been made, but since over 90% of it remains from VG1, I decided to leave Spike’s words of wisdom intact. In the end we are really all here for the same things, fun and friendship. I hope to be able to facilitate both of those goals, with the help of not only everyone who helped put this campaign together, but also those who will be leading and participating in it. 

My thanks go out to all of you.

FLTCAPT TrollStomper,  TOCCO

18. Callsign: TOC-TrollStomper  Email address: trollstomper@voyager.net 
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