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100 GENERAL RULES

 (101.0) INTRODUCTION

Federation & Empire, known as F&E, is a strategic game of
space warfare. The map covers vast distances; each counter
represents one or more starships or other types of units. Players
receive income from their empire, and use the money to buy
ships (and other things) with which to defend their territory (and
conquer more territory).

(101.1) HISTORICAL BACKGROUND

This game portrays the titanic struggle between three star-
faring superpowers and numerous smaller empires. One by one,
the Klingons, the Federation, and finally the Romulans were drawn
into the General War (the most devastating interstellar conflict in
history) when their allies became involved in a regional dispute.
The Lyrans (a Klingon ally) and the Kzintis (friendly with their
former enemies in the Federation) were at war in the year Y168
for the fifth time (counting only declared wars).

The Klingons took advantage of an opportunity to eliminate
the Kzintis permanently before they became formal Federation
allies, or worse, Federation members. The Hydrans entered the
War, to their regret, when they perceived that the Klingon-Lyran
Coalition would turn toward them after the Kzintis were elimi-
nated.

Eventually the Federation was forced to become involved,
originally to support the Kzintis and finally when the Klingons
attacked the Federation frontier. The Klingons later encouraged
the Romulans to attack the Federation, by convincing them that
the Federation could not withstand a combined assault. The
Gorns, who like the Kzintis had fought the Federation in a border
dispute, became Federation allies against the growing power of
the Coalition.

Within six years the entire known region of the galaxy was
embroiled in the conflict. This was the first time that all of the
empires had been committed to a total war. The Alliance (Fed-
eration, Kzintis, Gorns, Hydrans, and later the once-neutral
Tholians) had suffered heavily in the initial onslaught by the Coa-
lition (the Klingon, Lyran, and Romulan empires). It took years to
recapture the lost territory, and more years to drive the War home
into Coalition territory. Historians are still debating the final out-
come. Did one side win, or did all of the empires simply quit fight-
ing because they were no longer able to wage war?

(101.2) INTRODUCTION TO THE GAME

Federation & Empire  is a grand strategic simulation game
of the eighteen-year-long General War which devastated (or will
devastate) the galaxy more than 200 years in the future.

A special “Fast Play” scenario (606.0) is included, which will
set up the battles for the first turn of the Grand Campaign, allow-
ing players to experiment with the game system. Read section
(103.0) before trying to play (606.0).

Section (102.0) explains the various terms used in the game.
Refer to this section for the explanation of any confusing or unfa-
miliar terms.

The rules are extensively cross-referenced. Many rules in-

clude a rule number in parenthesis, e.g., (101.2), which provides
additional information or conditions.

The various records (economics, production, fleet charts,
etc.) are not secret and are subject to inspection by all players at
all times. Some items, such as the selection of Battle Intensity
Ratings or Battle Force units, are temporarily secret.

EXPANSION REFERENCES‡: There are numerous refer-
ences, marked with a ‡ (double-dagger), to rules that are in the
various expansions. These are included so that the rulebook will
account for all of these additional rules. If you see a ‡ symbol,
and do not have that expansion, simply ignore the reference.

(101.3) GAME COMPONENTS

A complete copy of Federation & Empire consists of the fol-
lowing components:

This rulebook.
Two different maps (marked A and B) which together cover

the Alpha Octant of the galaxy.
Countersheets: three copies each of Sheet Alpha, three cop-

ies each of Sheet Bravo, two copies of the half-size Bases Sheet,
one copy of Sheet E+F (sheet E+F is printed on the front side
only; the rest are printed on both sides).

Chart book including: Eight Fleet Control Charts (one each
for the Federation, Klingons, Romulans, Kzintis, Gorns, Lyrans,
Tholians, and Hydrans); two Battle Boards; six Capital Assault
Charts (Federation, Klingon, Romulan, Kzinti, Hydran, Lyran).

Several copies of the Player Folio, which includes the vari-
ous charts needed to keep game records. The loose copies can
be used to play the game (i.e., written on and discarded); extra
copies are available from ADB, Inc. as spare parts.

Two six-sided dice.
If any items are defective, contact ADB, Inc., for replace-

ment. See the contact info in Publisher’s Information (811.0).

(101.4) PLAYING MAP

The two maps, when combined by overlapping the corre-
sponding edges, represent the Alpha Octant of the galaxy. Other
octants of the Milky Way Galaxy may be presented in future prod-
ucts.

The map is divided into hexagonal areas (known as hexes)
to regularize the placement and movement of the playing pieces.
Each playing piece must be located inside a hex, not on the bor-
der between two or more hexes.

Various symbols on the map are used to designate borders,
neutral zones (503.6), bases (302.2), planets (508.0), capitals
(511.0), etc. Around the edge are special off-map holding areas
used to account for units not currently located within the playing
area (207.0).

The Basic Combat Coefficient Table has been placed on the
map sheets for convenient use. A Turn Record Track and Phase
Record Track are also provided. Counters are included which
can be used on these tracks to keep track of where the game is
at the moment. Note that these tracks appear on each half of the
map, allowing either half to be used independently. The Turn
Record Track is numbered from 1 to 10; after reaching Turn #10,
simply start the counter over again at the beginning (remember
to add 10, or 20, or whatever).


