warlords
IMPERIUM 3rd Millennium
Unit List

	TERRAN
	IMPERIAL

	BB   B9 T8 D3 CM4 F1 M4      x5    C24/3
	BB   B7 T9 D3 CM4                     x4    C23/3

	B     B8 T7 D3 CM3 M5            x6    C20/3
	B2   B5 T8 D3 CM3 M5                x4    C19/3

	   No Equivalent
	B1   B4 T7 D2 CM2 M5                x3    C16/3

	CV   B0 T2 D2 CM3 F3 M3      x4    C10/2
	CV   B0 T2 D2 CM3 F2 M3          x4    C10/2

	CA   B5 T5 D2 CM3 M3           x4    C15/2
	CA   B5 T6 D2 CM3 M4               x5    C15/2

	CS   B2 T6 D2 CM3 M3           x5    C13/2
	CS   B2 T6 D2 CM3 M3               x5    C13/2

	   No Equivalent
	CR   B4 T5 D2 CM2 M3               x5    C13/2

	CL   B4 T2 D1 CM3 M3            x6    C8/1
	CL   B2 T3 D1 CM2 M2                x7    C8/1

	DD   B2 T1 D1 CM2 M2           x12   C5/1
	DD   B1 T2 D1 CM2 M2               x13   C5/1

	TB   B0 T5 D1 CM 1 M2           x10   C6/1
	   No Equivalent

	SC   B1 T0 D1 CM1 M1            x9    C2/1
	SC   B1 T0 D1 CM1 M1               x10  C2/1

	AR   B0 T1 D1 CM 1 M2           x1    C6/2
	AR   B0 T1 D1 CM0 M2               x1    C6/2

	AT   B0 T2 D2 CM2 M2            x4    C6/2
	AT   B0 T2 D2 CM2 M2               x5    C6/2

	TR   B0 T0 D1 CM0 M1            x8    C2/1
	TR   B0 T0 D1 CM0 M1               x8    C2/1

	
	

	M     B6 T4 D3 CM4  M3           x5    C8/1
	M     B4 T6 D3 CM 4 M3              x5    C8/1

	F      B0 T2 D1 CM2 M2            x21  C2/1
	F      B0 T2 D1 CM2 M2               x21  C2/1

	PD   B3 D2                                x8    C10/1
	PD   B3 D2                                   x8    C10/1

	RT   6-2 x1; 5-2 x2; 4-2 x2; 3-2 x2; 2-2 x1  C2/1
	RT   6-2 x1; 5-2 x3; 4-2x 3; 3-2 x1       C2/1

	JT    6-2 x1; 5-2 x2; 4-2 x2                C4/1
	JT    6-2 x1; 5-2 x2; 4-2 x2                   C4/1

	Outpost                                             C4/1
	Outpost                                                C4/1


B –Beam; T –Torpedo; D –Defense; CM –Counter Measures; F –Fighters; M –Maintenance; C –Cost/Time to Build 
BB –Dreadnought; B/B1 –Battleship; B2 –Old Battleship, CV –Carrier, CA –Heavy Cruiser; CS –Strike Cruiser; 
CR –Cruiser; LC –Light Cruiser; DD –Destroyer; TB –Torpedo Boat; SC –Scout Ship; AR –Repair Ship; AT –Attack Transport; TR –Transport; M –Monitor; F –Fighters; PD –Planetary Defense; RT –Regular Troops; JT –Jump Troops  

-Sequence of Play
-Administrative Segment (Imperial Intervention; Appeal, Production, Reinforcements, Construction)
-1st Action Segment (Players determine Initiative; the players alternate activating and moving fleets and resolve battles)
-2nd Action Segment

-3rd Action Segment

-4th Action Segment

-Close-Out (Maintenance and Repair), Glory Points


-New Turn (If the war continues, re-start the sequence with a new Administrative Segment. If not, conduct the Inter-War Sequence in a campaign). 

-Production

Imperial Resources: 10 as a regional budget plus 1 per World, 1 per connected Outpost.

Terran Resources: 10 for Sol, 8 for connected World, 6 for unconnected World, 1 for connected Outpost. 

-Reinforcements and Construction
New units are placed at Worlds; a second unit may not be placed at one World until all Worlds have received at least one. Fighters, jump/regular troops, planetary defense systems or Outposts may enter the game loaded on any previously empty transports. Imperial forces per Intervention or Appeal are placed together on any one home world. New constructed jump/regular troops are randomly drawn. Resources not expended may be held back for use during the Maintenance and Repair segment or in a later turn. Terran may not produce BB until at least one Terran B unit has been destroyed. Imperial may not produce CR, CA, B1, B2 and BB without permission from Imperial Appeal. 
-Action Segments
-Each player DR; the higher wins the initiative. If both roll the same, it is no action, proceed directly to the next action segment (closeout if this is the 4th action segment). Each player’s result is the maximum number of activations that player can conduct this Action Phase.

-The player who won the initiative designates one system containing his units. He may move any fleets there, attack an enemy-occupied planet in the system, combine or divide fleets in the system or load or unload transports. Moving a fleet and attacking a planet are separate actions: a fleet may not move to a new system and attack an enemy-occupied planet there in the same segment.  
-The player who did not win the initiative now designates one system and does the same. Players alternate doing so a number of times equal to their initiative result, one system at a time. No unit may move more than once in the same Action Segment.
-A player may pass and use remaining activations later in the same Action Segment. If both players pass consecutively, the Action Segment immediately ends.

-Galactic Movement
Light Ships: 5;  Capital Ships: 4;  Non-Warships: 3.    Damaged ships movement reduced by 1.
If entering a system which contains only enemy scouts, fighters or auxiliaries, the moving fleet may fight or move on.
-Planetary Boxes
Total number of units in a planetary box may not be more than five times the number of hexes on the planetary map. Monitors are placed in a planetary box, not on the planetary display.

Units that may be placed on the planet types:


A1/A2/A3 planet: Regular Troops, Jump Troops, Planetary Defense, Fighters


N1/N2/N3/N4 planet: Jump Troops, Planetary Defense, Fighters


X1 planet: Jump Troops, Fighters

-Space Battle
-Battle Movement Speed: Light Ships 3;  Capital Ships 2;  Monitors and auxiliaries 1.  Max 12 ships per side per hex. 
Ships may move one area in each movement step and fighters may move two.

Damaged ships, except fighters, have speed reduced by one (never less than 1).

-Beam Fire hit: DR 4-6 range 0, DR 6 range 1 area.

Capital Ships: DR 4-6 range 0, DR 6 range 1-2 areas. May split fire between 2 targets.
-Torpedo Fire hit: DR 5-6 range 0-1 areas, DR 6 range 2-3 areas. Capital Ships may split fire between 2 targets.
Counter Measures: each DR 6 negate one torpedo hit. 
-Catastrophic Explosion: if hits equal to three or more times ships defense value – totally destroyed. 
-Battle Initiative: Each player DR. The player who had the initiative in the last round of battle, or the moving player if this is the first round, has +1 DRM. The player who wins initiative chose who will move first.    

-Ending a Battle: after third round. Losing side retreats from where it comes or to a closer system to its home world.

-Planetary Battle
-Planetary Bombardment (Disputed planet may not be bombard)
Defender: each Fighter torpedo hits DR 5-6; Planetary Defense hits DR 5-6 and 4-6 if in the friendly World. Do not combine fighter and planetary defense hits.
Attacker: one DR for every 3 torpedo factors (ignore fractions). DR 6 hits the defending fighter or planetary defense system. Hits may be assigned in any way the attacker wish.     

-Planetary Defense

Defender places surviving units from the planetary box on planetary map. Up to five units may be placed in the same hex.
-Planetary Landing

Attacking troops and fighters may land on the planet. Attacker places his invading units (including the transports carrying them) on the hexes in which they will land. Only fighters and jump troops landing from attack transports may be placed in hexes occupied by defending units. 

Defender indicates which invading transports and fighters his fighters will attack. Each fighter torpedo hits DR 5-6. Then planetary defense systems fires, hit DR 5-6, or 4-6 if on a friendly World. Do not combine fighter and planetary defense hits. If a transport or attack transport is destroyed/damaged also is a transporting unit.

After defensive fire, the attacker places all surviving units on the planet’s surface.

-Surface Battle
-Invader Movement: fighters any number of hexes, jump troops up to 3 hexes, regular troops 1 hex. Units must enter enemy-occupied hexes to fight them. Must stop upon entering enemy occupied hex; may exit if already occupies a hex containing an enemy unit, but must stop if enters another enemy-occupied hex.
-Invader Combat: Invader indicates hexes in which combat will occur; it is not mandatory for opposing units in the same hex to fight. Invader designates targets for his units, followed by the defender. Each DR 6 hits.

Only hits inflicted by jump/regular troops may eliminate enemy jump/regular troops. Fighters and planetary defense systems may damage enemy jump/regular troops, but may not eliminate them.
-Evacuation: a player may load units from a disputed planet onto transports during subsequent activation. Planetary defense systems may not be loaded or unloaded from or onto a disputed planet.

The opposing player may attack the evacuated transports using the same procedure as for Planetary Landing. 
Fighters may leave a disputed planet without penalty.

-Fighting for Disputed Planets
-Either player may activate forces in a system with a disputed planet, which will renew planetary battle. Units are left on the planetary display, and resume battle from their previous positions. Player who chose the system for activation taking role of the invader (moving first). If a player activates a fleet in a system with a disputed planet, he may land units from the fleet on the planet. A disputed planet may not be bombarded.

-Maintenance and Repair
-Maintenance: Friendly Worlds provide 20 Resources’ worth of maintenance for ships in the same system, and friendly Outposts 6 Resources. These Resources may only be used for maintenance. If these are not sufficient to maintain the ships in the system, the owner may expend Resources from his stockpile to make a difference if a path of jump routes free of enemy fleets can be traced to a friendly World. DR for each non maintenance ship and add one if it occupies a system with a friendly World, Outpost or repair ship (AR). If the modified result is less than or equal to the ship’s maintenance number, the ship is damaged. 
-Front-Line Maintenance: A ship may be maintained in a system containing an enemy-controlled plane, but disputed planets provide no maintenance help.

-Ground Forces: Maintenance for planetary defense systems, jump and regular troops costs one Resource per unit. If Maintenance is not paid, DR for each such unit and add one if it occupies a friendly World. On a result of 2 or less the unit is reduced.

-Scrapping: After resolved maintenance, damaged ships at Worlds or Outposts may be scrapped. The ship is removed and the owner gains Resources equal to half its maintenance cost. Monitors may be scrapped even if undamaged. 
-Repair Ships: After scrapping, damaged ships may be restored to full strength. The ship must occupy the same system as a friendly World or Outpost or belong to a fleet containing a repair ship. The owner pays the ship’s full damaged side maintenance cost and flips it to its undamaged side. Repair must be paid from the player’s Resource stockpile (local contributions may not be used to cover this cost).

-Repair Ground Units: Reduced planetary defense systems, jump and regular troops may be restored if occupy a planetary box with a friendly World or Outpost (they may not be aboard a transport). Repair cost is one-half of the unit’s production cost. Units on a disputed planet may not be repaired.
-Augmentation: Two reduced fighters or monitors may be combining into one undamaged unit.

-Glory Index
In campaign, at the beginning of the first war and after any war that ended in a truce the Glory Index is set at 5. Thereafter the Glory index is set at 4 if the Imperial player lost the last war and at 6 if the Imperial player won the last war.

The Glory level required to win varies by turn as follows:


Turn


Terran Victory
Imperial Victory

1 through 6  

0


10

7


1 or less

9 or more


8


2 or less

8 or more





9


3 or less

7 or more


10


4 or less

6 or more

If at the conclusion of turn 10 the Glory level is 5, the war ends with no victor and a truce is declared.

-Glory Gained 

Event              


       -Glory Lost

             Event
   +1


Terran outpost captured                         -1


Empire outpost lost
   +1 


Major Empire Victory*
          
            -1


Major Terran Victory*
   +3


Terran world captured

            -3


Empire world lost

   *Major victory: both sides have involved capital ships or at least 10 ships on each side. 

-Inter-War Turns

-At the end of a war the Imperial player removes any forces received by Imperial Intervention or Appeal. If such units are not available, the next–largest ship must be removed in its place.

If the Imperial player won the war, he needs not to remove those ships. 
-The Terran player then rolls three dice. The total is the number of turns of peace before the next war.

-Territorial exchange: Players remove any unconnected outposts and their planetary defenses and monitors. Ignore enemy fleets when determining these connections. Disputed planets are controlled by neither side: remove any World or Outpost marker.

-Going Home: All troops and ships (except planetary defense systems and monitors) are returned to its home world: Sol for Terrans; Dingir, Gashidda or Ishkur for Imperials.
-Peace Dividend: The loser of the war retains all Resources in his stockpile, but the winner’s Resources are reduced to zero.
-Postwar Production: Any units on the Turn Record Track continue to be received as scheduled.

-Peacetime Turns: During each peacetime turn, all game functions continue but fleets may not enter a system containing an enemy fleet, Outpost or World. Production, maintenance and repair costs are doubled. There are no Imperial Intervention and Appeals.

-Outpost Upgrades: During peacetime players may convert friendly Outposts on type A planets (only) to Worlds. The player must expend 10 Resources on each of four turns to upgrade one Outpost. The four turns need not be consecutive.
-Campaign Galactic War
War begins as First Interstellar War 2113 AD. After each war ends, follow the Inter-War procedure. The Terrans win if at the end of any war they control all three Imperial home-worlds (Dingir 1, Gashidda 1 and Ishkur 1). The Imperials win if at the end of any war they control Sol 1, Sol 2, Alpha Centauri A1 and Alpha Centauri B.     
-Deep Space Movement
Ships in open space move one hex in the 1st Action Segment. Ships in interstellar hexes may not be repaired.  

-Stealth Scouting
A fleet containing only scouts may attempt to investigate an enemy-occupied system undetected. The owning player rolls two dice when the fleet enters an enemy-occupied system (one containing an enemy fleet, Outpost or World). On a result of 10 or less, the scouts are not detected and the enemy player must reveal the contents of any fleet and what units occupy planetary boxes. A successful scouting fleet may move on from the system if it has remaining movement capability. If the scout fleet is detected, space battle will result. Each enemy destroyer revealed adds one to the DR.
-Terraforming
Players may attempt to convert type N1 and N2 planets to type A (and thus suitable for World markers). To convert (terraform) the planet, it must have a connected outpost and the player must commit Resources to the effort during the Construction step. It cost 10 Resources on each of 10 turns to convert a type N1, and 10 Resources on each of 8 turns to covert a type N2. The turns need not be consecutive. Terraforming may continue during war turns.

If a planetary battle takes place on a planet undergoing terraforming, any Resources expended are lost. An enemy may capture a planet undergoing terraformation and continue the process if no battle took place (an unopposed landing). If a terraformed planet is bombarded it reverts to its original type. Bombarding terraformed planet: Imperial player -2 Glory, Terran player +1 Glory.
-Imperial Intervention Table

   DR
Event

2 Imperial Succession: DR 1-2 Civil War. During the turn -1 DRM to all Imperial player’s initiative DRs.     
3 Frontier Crisis: The Imperial player DR and immediately remove that number of ships (capital ships count double). Place them on the turn record track three turns ahead. They return as reinforcements.  
4 Imperial Visit: Follow the rules of Mandated Offensive but with +1 DR. All glory gains are doubled and all glory losses are tripled.
5 Recentralization: Permission to build CR, CA, B1, B2 and BB, if already granted is revoked. B1, B2 and BB in production are cancelled with ½ their Resource cost returned to the player.

6 Economic Depression: Reduce income by 10 Resources (but not below one) for the next 3 turns.

7 No Event
8 Economic Boom: Increase the budget by 10 Resources this turn. Cancels an effect of a Depression.
9 Mandated Offensive: Additional forces arrive together at Dingir, Gashidda or Ishkur. They remain available until Imperial player, starting with the turn after the forces arrive, is increasing glory. DR 1 (2xCA), DR 2 (1x B1, 2x CA), DR 3 (2x B1, 2x CA), DR 4 (1x B1, 1x B2, 2x CA), DR 5 (2x B2, 1x CA, 1x CR), DR 6 (2x BB, 2x CA, 1x CR), DR 7 (2x BB, 2x CA, 2x CR, 1x AT, 1x jump troops). More than one may occur.
10 Token Reinforcements: 1x DD and 1x CL arrive together at Dingir, Gashidda or Ishkur.
11 Imperial Reinforcements: DR one die. The result is the number of ships which arrive together at Dingir, Gashidda or Ishkur. Capital ships count double, and no more than one capital ship may arrive.
12 Peace Talks: Players may not attack one another or move fleets into systems containing enemy units. Units on disputed planets remain in place, but may not attack and no additional units may be landed on the planet
-Imperial Appeal


Forces


DR


Finances

Further Appeals Prohibited*

2

Further Appeals Prohibited*


Further Appeals Prohibited*

3

Further Appeals Prohibited*


1x CL, 1x DD



4

Further Appeals Prohibited*


1x CR




5

no result


1x CA




6

no result


no result



7

10 Resource one-time grant


CR/CA production permitted

8

+1 Resource budget increase


B1 production permitted


9

+2 Resource budget increase


B2 production permitted


10

+3 Resource budget increase


BB production permitted


11

+4 Resource budget increase


All ships may be produced

12

+5 Resource budget increase
