Spherus: Pax Galaktika

Order of Phases

1.  Collect resources and money.

2.  Espionage phase


3. Movement phase

a. Strategic Movement

b. Defensive Movement

4. Resolve any combats


5.  Market phase

6.  Improvement stage: Players spend money to improve Economy, Industry, Technology, Espionnage or Counter-Espionnage.


7.  Production phase: players spend industrial points.

Return to 1.

***Note that planets captured during the turn cannot be used in stage 7.

Economic, Industrial and Technology rules:

Every turn, you receive money equal to the total economic scores of all your planets.  It costs 5 marques to improve either the Industrial or Technology score by 1.  It costs 3 marques to improve Economy by 1. Finally, it costs 5 marques to increase Espionnage by 1.  The Industry score of each planet dictates what can be built there.  Unused Industrial points during a turn are lost.  The Technology score also dictates what equipment your empire is capable of building.  Note that the Technology score applies to your entire empire, while Industry and Economy apply only to one planet.

Resources: To build military equipment, it costs resources.  There are three main resources:  Food, Minerals and Natural Gas.  You receive an amount of these materials every turn from each of your planets.

Maintenance: All your military units cost money to maintain.  Any units for which you cannot pay the maintenance are lost.  

Combat:

Combat in this game is fairly simple.  First off, each side totals up the number of combat dice that their side has.  Then they roll these dice and total the results to get your side’s “damage points”.  These points are then applied to the other side.  Each unit has an “Armor Number”.  That is the amount of damage points that is needed to destroy the unit.   The battle continues until one side is destroyed, or all remaining parties hold their fire.  If all units in a battle are destroyed, then the battle is won by the defender.

Espionage


During the Espionage phase, players can spend their Espionage points to create Espionage Operations.  All Missions target Players, except for Intelligence Op and Industrial Op, which target planets. Missions have a chance to fail based on the target player's fixed Counter-Espionage according to the following formula: 


Chance of failure = target player's Counter-Espionage * 5%.


Failed espionage attempts will only be reported to the target if they are running a Counter-Esp operation against you.  Successful espionage operations that affect the target's empire will remain anonymous unless the target is running a Counter-Esp operation against you.

Cost
Mission

Effect

2: 
Intelligence Op. 
Targets a planet, reveals details.

4: 
Economic Op. 
Steals 5 money. The target is aware of "financial irregularities" if the mission succeeds but not the source. Also reveals target's Treasury.

7: 
Industrial Op. 
Reduces the target's available industry by 5 for this turn only.

8: 
Technology Steal. 
Gain up to 5 tech, as long as target has that much more than you. Also reveals target's tech. Target is NOT aware of the success or failure of the mission.

3: 
Security Op. 

40% of foiling all espionage attempts by target player against you.

1: 
Counter-Esp Op. 
Reveals all esp attempts (success or fail) against you by target player.

Standard Space Fighter List

Unit:

Ind
Res. Cost
Tech
Maint.cost
Dam. Dice
Armor

Spd

Falcon

2
1M, 1G

10
1

2d4

7

2

Heatwave
3
2G

15
1

2d6

5

4

Thunderer 
4
1M, 2G

20
3

5d4

10

2

Falcon-X
4
1M, 2G

25
4

3d6

16

3

Carrot Ship
2
2F

40
0

1d4

2

3

SY-3

6
1M, 3G

40
8

6d6

24

5

Race-Specific Space Fighter List

Unit:

Ind
Res. Cost
Tech
Maint.cost
Dam. Dice
Armor

Spd

S. Pteranodon
2
3F

15
2

1d12

12

2

(Chalchak)

Phoenix

5
1M, 3G

30
6

6d6

22

4

(Fenixa)

Drakkhaan
4
2M, 2G

25
4

5d4+2d4(belt)
18

2

(Sphere)

Crystal Defender
5
1M, 2G

35
6

7d4

20

3

(Electra)

Kithn-Kazash*
5
1M, 2G

20
1

4d4

15

3

(Warchor)

Kithn-Drakai*
4
1M, 2G

20
1

4d4

10

4

(Warchor)

Kithn-Sy * (L)
5
2M, 2G

35
2

2d8

10

3

(Warchor)

Kainin-Moross*
8
2M, 2G

35
3

6d6

24

4

(Warchor)

· Note: The Warchons can not build any of the ships from the Standard Space Fighter List.

Transport Ships

Unit:

Ind
Res.

Tech
Maint.cost
Dam.dice
Armor
Spd
Carry


Starstreak
2
2M, 1F

5
1

None

6
2
3

Silver Dust
3
1M, 2G

25
3

None

3
4
1

APC

4
2M, 1G

15
2

2d4

12
2
2

Assault Trans.
7
3M, 1G, 1F
20
4

5d4

20
2
2

SG-3

3
1M, 1G, 2F
5
1

None

25
1
6

Cruiser

15
6M, 2G, 4F
20
8

8d8

40
2
3

Star Cruiser
20
8M, 4G, 6F
20
12

12d8

70
2
5

Battle Star
25
10M, 5G, 8F
25
20

18d8

110
2
8

Ragnoss-Keel*
25
10M, 5G, 8F
25
10

20d8

100
2
8

*:  The Warchons may not build the Cruiser, Star Cruiser or Battle Star, but only they may build the Ragnoss-Keel instead.

Permanent Space Installations

Unit:

Ind
Res.cost
Tech
Maint.cost
Dam. Dice
Armor


Survey Station
3
1M, 1F

15
1

None

5



Guard Station
10
3M, 3F

15
4

8d4

35



Battle Station
15
5M, 5F

20
6

10d6

60



Star Defender
25
7M, 7F

20
8

12d8

90



Orbitus

30
9M, 9F

25
12

15d10

150



Standard Ground Units 

Unit  

Ind
Res. Cost
Tech
Maint. Cost
Dam. Dice
Armor


Soldiers

2
2F

5
1

2d6

10



Shocktroops 
3
1F, 1G

15
2

4d4

12

Punisher Tank
4
1F, 1M

15
2

3d4

18



Annihilator 
 7
2F, 2M

25
4

6d6

25



  Tank 

Serpent Walker
5
2F, 1G

25
3

4d6

20



Battle Walker
10
3F, 1M, 1G
30
8

8d6

40



Permanent Ground Installations

Unit

Ind:
Res.cost
Tech.
Maint.cost
Dam. Dice
Armor


Turret

2
1M

5
1

2d6

10



Missile L. 
3
1M, 1G

10
2

4d6

8



Bunker

3
1M, 3F

5
1

2d4

20



Fortress

10
3M, 4F

15
4

7d6

40



Ion Canons
25
4M, 2G, 4F
45
6

12d6 (fleet)
35



Race-Specific Ground Units 

Unit  

Ind
Res. Cost
Tech
Maint. Cost
Dam. Dice
Armor


Bikers

2
1G, 1F

10
2

5d4

10



(Fenixa)

Emperors Guard
5
2F, 1M

35
5

8d4

22



(Electra)

Barbarians
1
2F

5
1

3d4

12



(Dortal)

Terrorians 
1
2F

10
3

5d4

10



(Terroria)

Taios-Moross
6
2M, 1F

15
2

4d6

20



(Warchor)

Sy-Keel-Moross 
5
2M, 1F

25
4

5d6

18



 (Warchor)

Superwarrior
6
2F, 1M

15
4

6d6

18



(Zelzakia)

Armorians
3
2F, 1M

15
3

5d4

22



(Armoria)

Doom Priests
3
2F, 1M

15
4

3d6

25



(Loric/Lorac)

Arms of Justice
2
2F

10
2

3d6

14



(Arsa)

Dino Riders
4
3F, 1M

20
3

4d6

26



(Chalchak)

Warlords 
6
2F, 1M

15
8

5d6

25



(Sphere)

Blue Berets 
5
1F, 1G

30
4

8d4

18



(Deksiil)

Starting Conditions of Planets:

Dortal:

Eco: 15

Starting Money: 25

Space Fleet: 2 Falcons, 1 Starstreak,  

Ind: 4


Starting Res: 6F, 4G, 4M


1 Assault Transport

Tech: 10

Starting Maint: 12

Res per turn: 4F, 3G, 3M



Ground Army: 3 Barbarians, 

Espionage: 2







1 Pun. Tank

Counter-esp: 3

Chalchak:

Eco: 20

Starting Money: 30

Space Fleet: 3 Falcons, 1 SG-3

Ind: 5


Starting Res: 4F, 3G, 3M

Tech: 15

Starting Maint: 11

Ground Army: 3 Soldiers, 1 Serpent Walker

Res. Per turn: 3F, 3G, 3M  





1 Turret

Espionage: 6

Counter-esp: 1

Zelzakia:

Eco: 25

Starting Money: 25

Space Fleet: 3 Falcons, 2 APC’s

Ind: 13


Starting Res: 4F, 1G, 2M

Tech: 15

Starting Maint: 20

Ground Army: 1 Soldier, 2 Superwarriors

Res. Per turn: 1F, 2G, 2M





1 Fortress

Espionage: 2

Counter-esp: 1

Terroria:

Eco: 30

Starting Money: 30

Space Fleet: 1 Falcon, 1 Heatwave, 









2 Starstreaks

Ind: 6


Starting Res: 6F, 4G, 4M

Tech: 15

Starting Maint: 13

Ground Army: 2 Terrorians, 1 Punisher T.

Res. Per turn: 1F, 1G, 1M




1 Bunker

Espionage: 7

Counter-esp: 1 

Sphere:

Eco: 40

Starting Money: 25

Space Fleet: 2 Falcons, 1 Survey Station

Ind: 15


Starting Res: 1F, 1G, 1M


2 Drakkhaans

Tech: 20

Starting Maint: 17

Res. Per turn: 2F, 2G, 1M



Ground Army: 2 Soldiers, 1 Shock Troop, 

Espionage: 4, Counter-esp: 2




1 Turret, 1 Bunker

Electra:

Eco: 40


Starting Money: 10

Space Fleet: 2 Falcons, 1 Thunderer, 

Ind: 4



Starting Res: 1F, 1G, 1M
1 Survey Station, 1 Silver Dust

Tech: 20


Starting Maint: 31

Res. Per turn: 1G, 2M





Ground Army: 1 Soldier, 1 Turret, 

Espionage: 4








1 Emperor’s Guard

Counter-esp: 2

Tortalus:

Eco: 20




Space Fleet: 1 Falcon, 1 Thunderer, 

Ind: 2

Tech special: x2 tech/5 marques

Ground Army: 1 Soldiers, 1 Missile Launcher, 

Res. Per turn: 1G




1 Serpent Walker

Denchul:

Eco: 10




Space Fleet: 2 Falcon, 1 Starstreak

Ind: 3

Res. Per turn: 4F, 1M



Ground Army: 1 Soldier, 1 Bunker

Armoria:

Eco: 25

Starting Money: 25

Space Fleet: 2 Falcons, 1 Silver Dust, 1 APC

Ind: 10


Starting Res: 2F, 3G, 4M

Tech: 20

Starting Maint: 16

Ground Army: 1 Shock Troop, 2 Armorians

Res. Per turn: 2F, 1G, 2M




1 Turret

Espionage: 2

Counter-esp: 3

Deksiil:

Eco: 40

Starting Money: 30

Space Fleet: 2 Falcons, 1 Assault Trans.,

Ind: 13


Starting Res: 2F, 2G, 2M

1 Guard Station

Tech: 20

Starting Maint: 16

Res. Per turn: 2F, 1G, 3M



Ground Army: 1 Soldier, 1 Shock Troop,

Espionage: 5






1 Punisher Tank, 1 Turret

Counter-esp: 2

Lorac:

Eco: 20

Starting Money: 25

Space Fleet: 2 Falcons, 1 Starstreak

Ind: 6


Starting Res: 3F, 1G, 3M



Tech: 15

Starting Maint: 20

Ground Army: 1 Soldier, 1 Doom Priest,

Res. Per turn: 1F, 3G, 1M





1 Fortress

Espionage: 7

Counter-esp: 1

Loric:

Eco: 15



Space Fleet: 1 Falcon, 1 APC, 1 Survey Station

Ind: 5








Res. Per turn: 1F, 2G, 1M

Ground Army: 1 Soldier, 1 Serpent Walker

Fenixa:

Eco: 25

Starting Money: 40

Space Fleet: 1 Falcon, 2 Heatwaves, 








1 Starstreak

Ind: 8


Starting Res: 3F, 2G, 3M

Tech: 15

Starting Maint: 11

Ground Army: 3 Biker Units, 1 Bunker

Res. Per turn: 1F, 4G, 2M

Espionage: 3

Counter-esp: 2

Arsa:

Eco: 25

Starting Money: 25

Space Fleet: 2 Falcons, 1 APC, 1 Silver Dust

Ind: 6


Starting Res: 4F, 4G, 4M

Tech: 15

Starting Maint: 13

Ground Army: 1 Soldier, 1 Shock Troop,

Res. Per turn: 2F, 1G, 1M




1 Punisher Tank, 1 Bunker

Espionage: 3

Counter-esp: 4

Warchor:

Eco: 10

Starting Money: 25

Space Fleet: 2 Kithn-Kazash,

Ind: 20


Starting Res: 3F, 3G, 3M

1 Kithn-Drakai, 2 Starstreaks

Tech: 20

Starting Maint: 5 (10)

Res. Per turn: 2F, 2G, 3M



Ground Army: 1 Soldier, 2 Taios-Moross

Special: Ground Units on Warchor




1 Fortress

require no maintenance

Espionage: 5









Counter-esp: 4

Super-Technology

Tech Level
Discovery

Description

30

Hydroponics

Each of your planets has its food output increased by 1

35

Super-refining
Each of your planets has its gas output increased by 1

40

Ore-refining

Each of your planets has its minerals output increased by






1

45

Hyper-LSD

This technology increases the movement rate of all your 






ships by 1.

50

Matter transporter
This technology allows you to transport ground troops 

directly onto transport ships, wherever they may be.  Note 

that the opposite (ship to ground) is not possible.

