Admiral
A game of space combat.
Overview: In essence ADMIRAL is a game of strategy and luck in which you attempt to maneuver the greater fire power of many ships against the weaker shields of a single ship. The major component of this is your ships and the five pegs in each ship. These pegs represent the ships crews’ ability to function. Once a ship has lost all of these pegs it is vulnerable to being destroyed.
Objective: Destroy the enemy command ship.

Attack
	Fighter
	Corvette
	Ramming Frigate
	Frigate
	Battle ship
	Mother ship

	4
	6
	8
	10
	12
	4


  Each craft is capable of attacking. Attack is the summery of all weapons systems abilities on board your ships. Each craft uses a die with the number of sides that’s indicated on the chart above. 
Ex:

A fighter would use a [image: image1.png]


 sided die while attacking.
For further details on combat see 

Pg. 5 Ranged Conflict
Pg. 6 Ramming

Pg. 7 Boarding

Defend
	Fighter
	Corvette
	Ramming Frigate
	Frigate
	Battle ship
	Mother ship

	4
	6
	10
	8
	12
	10


  During play one of your opponents will attack you.  At this time, you will want to use your defensive abilities to preserve your ships. Defense takes into account shields, counter detection systems, and strength of the ships hull. Each craft uses a die with the number of sides that’s indicated on the chart above.
Move

	Fighter
	Corvette
	Ramming Frigate
	Frigate
	Battle ship
	Mother ship

	8
	4
	2
	2
	1
	1


  During play you will Move your ships into aggressive or defensive positions.  The larger, slower ships, receive an allowance of 1 Movement.  Each class of ship, as it decreases in size, doubles its Movement.

EX: A corvette may be moved up to 4 spaces where frigates move up to 2 spaces.

  Ships are not limited to moving in a strait line or any other movement pattern as in the game Chess. So a ship may be moved in many ways so long as it dose not exceed its Movement allowance. Each turn, all ships in your fleet may Move up to their full respective allowance. You may not move one ship through a space occupied by another.
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This is a map of the space you’ll be fighting over.  The lighter fields depict the starting position of each fleet. Movement is both orthogonal as well as diagonal.

 Fleets are moved according to another set of rules but refer to the included fleet composition list Pg 7.

In ADMIRAL when more than one fleet is to be deployed on a side, chose one of your largest fleets and deploy it in one of the fields. Then the reminder of your fleets will enter from behind the rear most row and maneuver from there. This means that battles may be unbalanced and even unfair.

Initiative
	Disabled
	Demoralized
	Shaken
	Good
	Aggressive

	1
	2
	3
	4
	5


Initiative refers to the ships crews’ ability to function.

The definition of Initiative is: The power or ability to begin or to follow through energetically with a plan or task. Thus the numeric value associated with Initiative applies a quantitative effect to how willing or capable a ship’s crew is to perform their job.
The game begins with 5 White Pegs in Each ships base indicating their Initiative stance as Aggressive. As the ships are fired upon this number will decline and effectively demonstrate the declining ability of your fleet. The fewer pegs your ship has the more damage it has taken.  Both Page 5 Section 4) of Ranged Conflict, and Ramming discussed on Page 6 deal with loosing Initiative Pegs, but basically any time a ships defense roll is less than its attackers combined rolls it will lose Initiative Pegs.
Aggressive:
A ship with 5 White Pegs is considered to have Aggressive Initiative. Each ship with Aggressive Initiative receives a bonus to their Attack & Defend statistics, allowing an extra die to be rolled, and the choice of the higher result.
Good: 
A ship with 4 White Pegs is considered to have Good Initiative. No modifier applies to ships with Good Initiative since everything is functioning as it should.



Shaken:
A ship with 3 White Pegs is considered to have Shaken Initiative. Ships with Shaken Initiative suffer from indecisiveness and will need to roll a die equivalent to their Attack statistic taking into account any Armature Lapse (see pg. 4). On a roll of [image: image3.png]


 this ship will not Move. All other results the ship will perform as normal.
Demoralized:
A ship with 2 White Pegs is considered to be Demoralized. Ships which are Demoralized suffer from extreme duress and will need to roll a die equivalent to their Attack statistic taking into account any Armature Lapse (see pg. 4). On a roll of [image: image4.png]


, [image: image5.png]


, or [image: image6.png]


 this ship will not Move. All other results the ship will perform as normal.

Disabled:
A ship with 1 White Peg is considered to be Disabled. Ships that are Disabled are no longer capable of maneuvering. Such a ship will fire if an enemy ship wanders in range otherwise it will perform no action.
Derelict:
A ship with 0 White Pegs is considered to be Derelict. Ships that are Derelict are no longer capable of maneuvering or firing; it will perform no action until its Initiative improves. Such a ship is considered to be operable but without crew. Firing upon this ship will automatically remove it from the board without any Defense consideration.
Range
	Fighter
	Corvette
	Ramming Frigate
	Frigate
	Battle ship
	Mother ship

	1
	2
	3
	4
	5
	3


With the exception of Ramming and Boarding actions (see Pgs. 6-7); all attacks are performed at a distance. The chart above gives the maximum range for each ship classification.  This assumes that at the various ranges, differing firing systems are used to achieve maximum damage.  These systems are not listed but are assumed. The Range to a target is determined by counting the minimum number of spaces between the ship firing and the target using either orthogonal, diagonal, or a combination there of.
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For an example of ranged combat, in the picture above there is a group of four corvettes setup for attacking two other corvettes. The corvettes # 2, 3, 4 & 5 can attack the corvette # ed 6 but may not attack # 1. This is because first of all #5 cannot shoot that far, and all the ships would be firing through the space that # 6 is in. You are not capable of attacking through a space occupied by an enemy ship, for that ship would be hit in the process and at the least deflect your attack away from your intended target. The #5 corvette is capable of attacking even though there is a friendly ship between it and the target. This is because friendly ships are able to coordinate assaults to maximize fire power. 



Armature Lapse
The definition of Armature is: 
1. A framework serving as a supporting core. 
2. A protective covering, structure, or shell.

Armature Lapse refers to damage which causes negative effects to the ships ability to Attack or Defend its self. This is separate from the ideas covered in the Initiative section.
Armature Lapse is marked on a ship with a Red Peg.  For each Red Peg, the ship suffers a loss in dice efficiency. So a Battleship with two Red Pegs would move from a [image: image8.png]


 sided die (see Attack Pg. 1) through the [image: image9.png]


 sided die to the [image: image10.png]


 sided die. No ship can achieve a die value of less than [image: image11.png]


. Also Red (Armature Lapse) Pegs are never removed during play (except by carriers). This effectively reduces your ships ability to regain initiative (see Pg. 5).
Armature Lapse and Initiative
deal with two different concepts,

1) Hull integrity (the ability of the ship to continue to perform its functions of Attack and Defend taking into account the damage sustained) represented by red pegs.

2) Moral (the willingness of the crew to perform there duties in the face of mounting danger) represented by white pegs.

Sequence

The aggressor (that is the person entering this sector) is the first player to move after both sides have set up. Once movement has ceased for the aggressor he may declare which ships are attacking which ships. The aggressor then rolls all attacks on any given ship, the defender rolls to defend, and the pegs are removed and or placed to show the current status of the defender. This sequence continues until all targeted ships have been fired upon. The aggressor must now yield his turn to his opponent and turns will continue to alternate throughout the game.

Ranged Conflict is resolved in the following manner:
1)
All attacking ships roll the dice associated with their Attack ability and the result is totaled.

2) The ship being attacked rolls the die associated with its Defend ability.

3) The Defend Result is subtracted from the Attack Total giving you a quantity of Damage.
4) If the Damage is a negative number the defender was not harmed, otherwise you will need to establish what harm has occurred.

     A)
Take the Damage and divide it by the defenders Defend ability. Rounding up, remove that number of Initiative pegs from the defending ship.
     B)
For each White Peg, after the first, to be removed, add one Red Peg.

    C)
When a Ship loses more White pegs than it has, it is removed from play. Also if a ship ever receives 5 Red Pegs, it is removed from play.

……………Gaining Initiative:....................
 Initiative is not a linear concept. After you loose initiative you may regain it in two different ways:
1)  When an enemy ship is destroyed
2)  When an enemy ship has been captured through boarding
 Either way, one Initiative Peg is rewarded to the group of ships attacking. That peg is placed on one of the ships involved in the attack as a reward for their participation in the action.

 The exception to this rule is after a ship has been captured through a boarding action it receives the Initiative Peg, so there is no need to keep track of which ship boarded her.

Transferring Initiative:
Initiative pegs are loosely used to represent the crew on board your ships.  You may wish to move crew from one ship to another; this can be done by removing Initiative pegs from one ship and placing them on another, so long as:

1) You move Initiative within the same classification of ship. So you could move Initiative from two different Fighters on to a third Fighter, but you could not move those same White Pegs from a Fighter to a Corvette.

2) The ships giving White Initiative Pegs are in squares directly next to the recipient ships. 
After moving your ships you may declare the number of Initiative Pegs to be transferred in lieu of firing that ships weapons. Neither the ship loosing nor gaining Initiative Pegs may fire this turn. Any number may be transferred this way.
Note:

When Initiative is lost the ship is less likely to Move toward an opponent to engage in combat, but this does not reflect the ships Hull Integrity.

When a ship suffers Armature Lapse, it affects the ability for the ship to fire its weapons and withstand any assault, but this does not reflect the crews’ morale except for the fact that Initiative can never push beyond the Armature Lapse limit.

EX: A ship with 2 Red Pegs can have no more than 3 White Pegs. The physical limit of five holes is the active factor here.
Ramming:
 With the exception of Ramming or Grappling, no two ships may occupy the same space at the same time. Ramming is using the superstructure of a ship, represented by its Defense ability, to damage another ship, accomplished by moving a ship into the same space as another ship. The player who Moved their ship into a ramming position, will need to roll four dice equal to their Defense ability taking into account any Armature Lapse and total that result.(if this ship still has Aggressive initiative, roll five dice and toss out the lowest score). The defender follows the rules as though attacked by several Ranged attacks.
With the exception of the ramming frigate, the defender rolls four Defense related dice and chooses the highest result as damage on the attacker. The attacker responds as though defending a ranged attack. This is separate from the damage incurred on the ship being rammed and is still resolved even if that ship is destroyed. The ramming frigate doesn’t receive damage while Ramming because of its enhanced superstructure, but will receive damage as normal when rammed. Pegs are removed and Armature Lapse markers are placed. 

Grappling:
Grappling and Ramming appear to be the same thing on the board (that is more than 1 ship is located in the same space) but the damage caused while ramming is avoided when making a grappling maneuver. A player may choose a Grappling maneuver over Ramming in order to avoid the damage that would otherwise be inflicted to the attacker. The Grappling option is a less destructive way to close with the enemy in order to deliver Marines in a Boarding action.
Note: 

Two ships that are in the same space can not separate and ram each other in the same turn. But after a ramming or boarding has been performed, the players may move as normal.

Boarding:
M.A.R.I.N.E.s (Mechanically Automated unit for Reconnaissance Infiltration and Neutralization of the Enemy) are the equipment placed on the larger ships (Frigates, Battleships and Motherships) that are designed for boarding actions against enemy ships.  Marines are represented by dark blue Pegs. After a ship has made either a Grappling action, or a Ramming action and all damage has been allocated, the attacker may attempt to make a Boarding action against the rammed vessel, assuming it has not been destroyed. To do this, Frigates will use one Marine Peg, Battleships and Motherships two Marine Pegs against the enemies Initiative.  Roll an [image: image12.png]


 sided die for each of the Marine Pegs, and the defender rolls a [image: image13.png]


 sided die for each White Initiative Peg, if the Total Attack result is greater than the defenders total result, remove one White Initiative Peg for each Marine Peg, and place the assaulting Marines on the enemy ship. If the Total Attack result is less than the Defense roll, the Boarding action has been repelled. Even if a ship has performed a Boarding action in which its Marines are still engaged, that ship is still capable of performing other Boarding actions.
Each turn it is the responsibility of the boarded ship to try and eliminate the marines from their ship.  On its turn the occupied ship rolls a [image: image14.png]


 sided die for each White Initiative Peg, and the Marines roll an [image: image15.png]


 sided die for each of the Marine Pegs. If the Total Attack result is greater than the Marines roll, remove one Marine Peg, otherwise remove one White Initiative Peg.

No Armature Lapse is transferred to the ships in this phase since marines don’t attack ships, they focus on the crew.

Once a ship looses all its White Pegs due to a Marine Boarding action, the ship is transferred to its new owner. The victor should use one of his own ships to replace the captured vessel for ease of recognition of ownership. Place a White Initiative Peg on your new ship (this is the Initiative peg earned in your attack) and remove the Marine Pegs, they have performed their function and can stand down.

This delineates the types of ships found in each type of fleet. The command ship for each fleet, for which they are named, is the nerve center for that fleet. When the command ship is captured or destroyed all ships operating under it will surrender.
	Mothership Fleet

	Motherships
	1

	Battleships
	2

	Frigates
	5

	Corvettes
	12

	Fighter Groups
	30




	
Battleship Fleet

	Battleships
	1

	Frigates
	2

	Corvettes
	5

	Fighter Groups
	12




	Frigate Fleet

	Frigates
	1

	Corvettes
	2

	Fighter Groups
	5





	Controller Fleet

	Controllers
	5

	Harvesters
	10


	Harvester Fleet

	Harvesters
	5


Mothership:

Attack
4

Defend
10

Move
1

Initiative
Standard

Range
3

Armature Laps
Standard

 Your Mothership is the core vessel of all your fleets. It consumes raw ore and produces the ships you use both in combat as well as in collecting the needed ore. Your Mothership is also tasked with than maintaining your fleet. A Fighter or Corvette may end its Movement in the same space as your Mothership then next turn have 1 Armature Laps (Red Peg) removed and its crews Initiative (White Peg) rejuvenated (up to the Armature Laps limit).

Your Mothership also carries 2 contingents of Marines.
Battleship:

Attack
12

Defend
12

Move
1

Initiative
Standard

Range
5

Armature Laps
Standard 

A Battleship is the most feared vessel in your arsenal. On a one on one basis nothing can stand before it. The shear firepower of a fully functioning battleship will immobilize most enemy ships on first onslaught. The problem with the battleship is crew replacements are hard to come by, and damage irreplaceable during combat.
Your Battleship carries 2 contingents of Marines.

Carrier:

Attack
0

Defend
12

Move
1

Initiative
Standard

Range
N/A

Armature Laps
Standard

Note: 

 Each Battleship may be exchanged for a Carrier at the beginning of combat.

 Carriers repair Fighter and Corvette groups and have no value other than maintaining your fleet. A Fighter or Corvette may end its Movement in the same space as a carrier then next turn have 1 Armature Laps (Red Peg) removed and its crews Initiative (White Peg) rejuvenated (up to the Armature Laps limit).

Carriers do not transport MARINES.

Frigate:

Attack
10

Defend
8

Move
2

Initiative
Standard

Range
4

Armature Laps
Standard

 Frigates are the smallest of your capitol ships. More maneuverable than its larger cousins the frigate can combine firepower more readily with other ships, and therefore become increasingly powerful. 
Each Frigate carries 1 contingent of Marines.

Ramming Frigate:

Attack
8

Defend
10

Move
2

Initiative
Standard

Range
3

Armature Laps
None while ramming
Note:

 Any Frigate may be exchanged for a Ramming Frigate at the beginning of combat.

 Ramming Frigates have specialized functions, ramming into capitol ships (and other ships) and delivering Marines with impunity. For this they are well suited. 
Each Ramming Frigate carries 1 contingent of Marines.

Corvette:

Attack
6

Defend
6

Move
4

Initiative
Standard

Range
2

Armature Laps
Standard

 The corvette is the largest of the fighter craft. It is mainly tasked in small groups of bombing wings to take out primary soft targets.
Fighter Groups:

Attack
4

Defend
4

Move
8

Initiative
Standard

Range
1

Armature Laps
Standard

 The Fighter is the swiftest, most agile of the fighter craft. It is mainly tasked in harassment and support roles, lending firepower wherever it is needed. Fighters can swiftly move in between the lumbering behemoths of the battle and give concentrated firepower upon a single target and suffer only minor casualties in the process.
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