Starships at Large – Rules – 10Jan23 – © 2022 Louis R. Coatney

1-6 players – cooperative or competitive. 50% chance is coin toss or best 3 numbers on a die.  75% chance is best numbers/side on just 1 of 2 dice/coins.  25% chance is best numbers/side on both dice/coins.

Setup:  The game starts as a Cooperative one, with all players’ bases on Earth and all players in The Alliance, each having one starship.

From the space markers, withhold the Death Star, 3 Friendly Planets (with white atmospheres and female Nordic goddess names), 2 Unfriendly Planets (with red atmospheres), 2 Dead but mine-able planets and 2 Asteroid markers.  Turn all the markers upside-down and mix them up in their separate groups, to be unknown until discovered.

Mix up the rest – the Initial Batch – and fill the first and second ranks of 6 and 12 hexagons around Earth with them, face-down of course.  Then take all the rest, mix them up, and fill the third, “final frontier” outermost.

12 turns go clockwise among players with best die rolls determining who the first player is.

A solitaire player gets 2 bases.

The number of a player's starships sponsored by planets (to exist) is determined at the end of his player-turn. Thus, an opponent can take one of his planets, but if he can take it back during his turn, he retains that planet's sponsored starship.
It is up to the owning player which of his starships he must sacrifice, if he has insufficiant sponsoring planets.
Starship Movement:  A player can move each of his Un-Disrupted Starships 1 hexagon per turn.  If it moves into/discovers an Asteroid marker, there is a 50% chance it is Disrupted and cannot move in the next turn or attack or (being Disrupted) defend itself, although an attack on it may still 50% fail to destroy it.  A Starship can move at Warp Speed 2 hexes, but there is a 50% chance it will be Disrupted upon arriving in the 2nd hex, and if it was moving through or into an Asteroid belt or Dead Zone enroute, it is destroyed.
One destroyed Starship per turn can be replaced in the owner’s next turn on his base, as long as it has a  friendly planet – dead or alive – to sponsor it.  Starships from new planets can be freely added on the owning player’s base.

A Starship can move through another, unless they are at war, in which case it must stop and a battle be fought – see below.

A Base can be moved and can move by itself as many as 2 hexes, and an escorting Starship must take the Warp Speed risk, if it does.  It can stay “out” – not on a planet – for no more than 2 turns (or it is elminated), and it can fight like a Starship.  If the intended new base planet is not friendly the possibility then exists of it repelling invasion and the migrating base being permanently destroyed from the game along with all its Starships instantly disappearing – and its owning player is out of the game.

A discovered marker can be turned face up for the rest of the game if discoverer – even if not the owner – wishes.  If not, an ownership marker can be placed on it to allow that player to re-check what it is later.  If another player enters the hex and sees what it is, he can put an ownership marker on it too, but unless the ownership is to be contested, the initial discovering player owns it and his marker is is placed on the marker and the others elsewhere in the hex.  A player can put an ownership marker on an empty space or Asteroid marker, for deception.

A Dead or Friendly Live Planet can be colonized upon discovery.  Put the player’s ownership marker on it – it does not have to be turned face-up, but then adding another Starship will raise suspicion.  Next turn, its possession enables the owner to create another, new Starship on his/her home base - no more starships than sponsoring, colonized/owned planets.  A Dead but mine-able planet (with the crystal) can sponsor a Starship but not be a base.

An Unfriendly Live Planet – not yet owned or owned by someone else – can be taken/colonized one of 2 ways during a turn.  A Starship (or migrating Base) can (each) attempt diplomacy, and a 50% roll is successful.  Or the Starship/Base can attempt to take it by force, with a 75% chance of success, but the 25% chance of failure/defeat destroys the Starship/Base.

If an Alliance player gives his word to an ally he must keep it, or he loses a planet (and a Starship of his is transferred) to the offended ally, if he doesn’t.

For the sake of gameplay speed, a player may not negotiate agreements during his/her own player-turn.
The Alliance may not unprovokedly attack another player – sorry, I couldn’t think of any way to work in false flag attacks – until the 7th turn, and if it then does so, it becomes known as the Aggressor Axis.

Exile:  During an Alliance member’s turn – and a player’s base must be on Earth to be an Alliance member – after Turn 4 any other 2 members can exile him, and he must move his base off Earth (as soon as is possible for his base to survive) to another planet.

If a player(‘s base) leaves Earth (voluntarily or by exile) and thus the Alliance, he becomes independent – a Viking.  If he attacks another player’s starship or attempts to take/pirate his planet, it is an Act of War and it is treated as an Unfriendly Planet toward him.  If he does take it, he gets his own Starship from it on his following turn and the previous player loses his if he can’t re-take the planet before then.

An independent player/Viking can make (mutually beneficial, presumably) agreements with others as he wishes, but there is no penalty for him being treacherous.

Starship Combat:  if a starship attacks another starship, both players roll a die for a 50% chance to destroy the other, which means there is a 25% chance they destroy each other and a 25% chance neither will be destroyed, in which case the attacker must decide whether to continue the battle for another round or withdraw into the hex he came from.

If a Starship attacks another player’s base on a planet or the Death Star, the latters first get a 50% roll to destroy the Starship.  If not, the Starship gets a 50% roll to destroy the opponent base (and get control of the planet) or destroy the Death Star. If the owning player has a Starship to defend his base (or owned planet), the attacker must fight it first.

If a player takes an opponent’s base – including on Earth, and each base on it must be attacked separately – he gets ownership of that planet, the other planets owned by the defeated player return to their original neutral state, and the defeated player’s unsponsored Starships are immediately removed from the board. 

The Death Star:  If a Starship discovers the Death Star, it is an immediate battle as described above.  If the Starship survives and then fails to destroy it – or chooses not to do so – the Death Star may immediately put out 2 Death Zone markers in empty adjacent hexes toward Earth if possible or otherwise.  Thereafter, at the end of the discovering/provoking player’s future turns, the Death Zones may multiply into any adjacent hexes not occupied by Starships, as long as there is a contiguous line of them back to the Death Star (which could be cut by a Starship) in which case they remain but can’t multiply.

If a Death Zone enters a planet’s hex not defended by an UnDisrupted Starship, it has an immediate 50% chance of destroying the planet and any base on it – remove it/them from the board – or the the Death Zone is destroyed.

A Starship moving into a Death Zone hex at normal speed destroys the DZ.  A Starship surrounded on all adjacent sides by Death Zones is destroyed at the end of that turn, including a Death Star’s “turn.”
If the Death Star has been activated, the game must continue even past 12 turns until the DS is destroyed or it takes over the cosmos or just can’t be destroyed, in which case everyone still loses.

Victory Conditions:
During his turn – maybe to preserve post-game friendship or kinship? - a player may voluntarily turn ownership of any of his planets over to any other player.

The Alliance wins and each of the 2 of its members owning the most planets gets 1 game’s credit for winning, the instant the Alliance has acquired 7 live planets.  If there is a tie between second highest Alliance members, neither gets the 1 game credit.  If there is a 3-way tie between the highest scoring Alliance players, no one gets a game-won credit.

An independent/Viking player or partnership of 2 independent players similarly win by achieving the same.

If a single independent player achieves the same, his victory is worth 2 games.

An independent player can win a 1 game credit if no one else wins and he has 2 more planets than any other one individual player.

Starships at Large is dedicated to my children Rebecca, Robert, Rohan, and Johanna in the hope they will never suffer another world war.
“The more we learn from the Second World War, the better our chances it will be the LAST world war.” (LRC)
“War must be confined to history books and games and museums … and fiction.” (LRC)
 www.CoatneyHistory.com for free games and paper model ship plans
