The Empirical Imperium

Imperium 2c: 
Send in the Clones

Game Purpose:

An online forum game for the Brisbane Strategy Gamers that requires no GM, Umpire, or dice rolling.

Players are responsible for their own book-keeping, which is open to the review of all players. This takes out a lot of the secrecy in a game, but also removes the necessity of one player doing all the Donkey work.

Winning the Game:

A Player is deemed to have won the Game, if, at the end of a turn they personally control 40% of the votes in the Galactic Assembly OR if they are elected President by 61% of the votes in the Galactic Assembly.

The Map

The Map is basically that as used by the Game “Imperium”. Some stars have been moved to protect the innocent. Other stars have been removed to punish the guilty.
The Data
System Population and Resource Production Values are public knowledge at all times, and cannot be changed during the game.
The Turn

Each week is one turn. A Week is considered to begin at 12.01AM on the Sunday of each week.
The Rules

Are what follow:

The Turn Process

Each player must post a Production Phase Report (PPR) in the appropriate turn Thread each turn. Players may post their PPR in any order, early or late in the week as desired. No Move Orders may be posted for any Player that has not issued a PPR.
A PPR must include the following steps:

1. Gather Resources & Build Units

2. Research
Gather Resources and Build Units

* Each system produces resources each turn equal to the system’s resource production value.
* Resources may be stored or used to produce units

* Systems may produce a number of minor units up to the resource production value of the system
* Systems may only ever produce one major unit per turn 

* Systems may forgo Resource Production to create a single Trade Good of the correct colour. 

For Example: 

System New Georgia has a resource production value of 3, and a trade colour of “Red”.
Three resources are produced each turn, and may be used to produce units, or stored for future use.

If there are sufficient resources in the system, up to 3 minor units may be produced.
OR the system may produce a major unit.

OR the system may produce 1 “Red” Trade Good.
Research

Each Turn a Player may exchange their trade goods for Credits.
Only one good of each colour may be exchanged on a system each turn.

Trade goods must be in the same system to be exchanged.

The Player receives Credits equal to the number of different trade goods exchanged squared.

These Credits may be immediately spent to purchase previously investigated and quantified techs.

For Example:

A Player has three different coloured trade goods in the same system. They receive 9 Credits, which may be immediately spent on technology.

A Player may choose to cash combinations of trade goods on different systems in the same turn, and thus receive more Credits.
Order Moves

Once a PPR has been posted, players may post a Move Order for each Jumpship under their control. A separate thread should be created for each combat. 
Jumpships may move once per turn.
1. Move Jumpships

2. Resolve Combats

* Only Jumpships may move between Systems. Issue orders to each Jumpship, specifying destination and units, resources, trade goods, population to take with. 
* Each Jumpship should be given a name, to keep clear which is moving where.

For Example: Jumpship “Versimilitude” moves from TERRA [e11] to NEW GEORGIA [e10] with – 2 Destroyers, 2 Shield Drones, 8 Resources.

Resolve Combat

* Combats are resolved via the forum in an interactive way.

Units, Abilities, and Build Costs

	Unit Name
	Type
	Build Cost
	Hits
	Special

	Jumpship
	MAJOR
	15
	3
	Jumpships may travel between the Stars – up to 3 squares. One Jump per turn. A Jumpship has no offensive or defensive weapons. May transport up to 8 vessels or troopers, or 16 resources, or 2 Trade Goods.

	Destroyer
	MINOR
	3
	1
	Destroyers make 2 missile attacks. Specify targets to be hit.

	Escort
	MINOR
	3
	1
	Escorts defend with short range lasers, blocking hits. Each Escort may BLOCK 1 hit from a specified target.

	Shield Drone
	MINOR
	2
	2
	Shield Drones are the last ditch defenders – each drone may BLOCK 2 hits. The Drone is destroyed.

	Troopers
	MINOR
	1
	1
	One trooper may be built per population unit per turn. Only troopers may occupy planets. Planets require at least 1 Trooper to defend the civilised population from the savages that inhabit all worlds. Any Planet without a trooper has the Population halved (rounded down).


Combat

Each system containing units of two or more different factions may result in a battle.

A separate thread is created for each system, where players list all their units.

Players may negotiate a peaceful settlement – exchange resources or cash, etc, however if one player gives a FIRE! Order, battle has begun. 

The Firing player posts with the subheading “FIRE!” Within the post he specifies which targets he wishes to hit with his destroyers.

The other player posts which targets he wishes to save with any defences (escorts, drones), and then returns fire.

The firing player responds with his own defensive orders. 

For game purposes, all fire is regarded as simultaneous.

For Example:

The Red Player has sent a Jumpship, 4 Destroyers, 2 Escorts, and 2 Shield Drones to a Blue Player’s system.

The Blue Player has 3 Destroyers, and 2 Escorts
The Red Player is in no mood for diplomacy, and immediately places a post announcing his Fire!

Of his 8 attacks (2 per Destroyer), he directs 4 Attacks at the Destroyers, and 4 at the Escorts.
The Blue Player may block 2 Attacks (1 per Escort), and so cancels 2 of the Attacks against his Destroyers – at the end of the turn the Blue Player will have to remove 2 Destroyers, and 2 Escorts.
The Blue Player posts his counter fires – of his 6 attacks, he directs them at all at the enemy Destroyers.

The Red Player must now post his defensive fire. His Escorts block 2 of the attacks, leaving 4 attacks on his Destroyers. The player can choose to sacrifice his Shield Drones, or to lose his Destroyers, or a combination.

The Red Player chooses to lose his two shield drones.

Escorts and Drones that are targeted by enemy fire may choose to block the attack on themselves, or still be used to block attacks on other units.

The battle is concluded.

The Red Player has a Jumpship, 4 Destroyers and 2 Escorts in the system.

The Blue Player has 1 Destroyer

The situation will remain unchanged until the following turn, when either side may decide to send reinforcements, or the Red Player may choose to withdraw using his Jumpship. The Blue Player may not retreat – he has no Jumpship to carry the smaller vessels away.

If no Player issues a FIRE! Order within 36 hours of the posting of orders, it is assumed that neither side fires – no can do so for the remainder of the turn.

If one Player fails to post their own blocks or attacks within 48 hours of the opponent firing, no blocks will be counted.

Players who are going on holidays, etc, may designate another player to issue tactical orders on their behalf.

There can be no EDITING of FIRE or BLOCK posts – UNLESS an obvious error has been made (too many attacks, etc) – in which case the responding posts may also be edited.

Orbital Bombardment:

After any space combat is resolved, Players may opt to fire at troopers with any destroyers that did not participate in Space Combat. For each destroyer, 1 enemy trooper is removed.

After Space Combat and Orbital Bombardment, Ground Combat is resolved.

Ground Combat:

Players exchange trooper casualties until one side is eliminated. The Attacking player loses the first trooper.
Technology

Players may propose 1 new Technology each turn. Players post this technology in a new thread on the forum.

Each technology proposal costs the player 2 Credits.
The Proposal must contain:

1. A Unique Name

2. A simple purpose

3. A bit of Fluff, explaining how it came to be.

Other players must then “RATE” the proposal based on how easy or hard it should be to discover. 1 – Easy through to 6 – Impossible.

Players have 72 hours to give their opinion of the rating, which is then averaged between the players, and then Squared, and rounded up to the nearest whole number. 

This final number is the “Research Cost”, or the number of  Credits it will take to discover the initial solution.

For Example:

Improved Destroyers

· When there are four destroyers in the system, an extra attack is generated.

· Improved fire coordination between Destroyers improves the chance of inflicting damage. 
Once the technology has been researched by the proposing player, any other player may also research the technology.
Galactic Assembly

Each Player has a number of votes equal to the population of systems under their control. Neutral Planets have no votes.

Any Player may propose a rules change to the Assembly at a cost of 2 Credits. The change will be approved with 66% of the total number of votes (cast and uncast).

The Galactic Assembly serves to elect various officials who carry out the mechanics of the game. A player may control only one official at a time. An Election is held every turn for at least one of the positions. Any player may nominate themselves for a position. The Player with the highest number of votes is elected.

The Arbiter – The Arbiter is the player who can influence the Game by declaring any one system a non-combat zone each turn. The Arbiter simply posts in the Combat thread that he has initiated negotiations. Neither side may fire in that system for that turn. The Arbiter receives no remuneration except for any bribes he may collect along the way.
Neutral Systems

Neutral Systems will produce 1 Trooper per turn to a total equal to the system population. Neutral systems will produce one resource each turn to a total equal to three times the system resource production value.

