




DOUBLE STAR 

The Epsilon Cetus system, containing 
an M8 red dwarf and a GO yellow star, 
was originally colonized by two indepen
dent relocations missions, each of distinct 
ethnic origin. The first to arrive, and thus 
to claim the better GO system, were those 
of Islamic origin. The fact may be seen in 
the names given the two stars, and to the 
planets of the system they colonized. 

For the primary, the name An-Nur, 

meaning The Light was selected; the far 
companion named Az-Zarr, or The 
Distresser. The five worlds were then 
named Al-Razzak (The Provider), Al
Mughni (The Enricher), Al-Mumit (The 
Killer), and Al-Akhir (The Last). 

The second mission, of Chinese origin, 
arrived some 50 years later, in a crippled 
colony ship. Entering the An-Nur system, 
they found it jealously guarded by a 
handful of Islamic ships, and had to 
crash-land instead in the far poorer 
quality red dwarf system. This early 
incident left a lasting animosity between 
the two cultures. 

The survivors did manage to establish 
a small colony in the second system, and 
eventually selected their own astral names 
through the time-honored device of the 

· I Ching; being the names of hexagrams 
describing the qualities in plain view. 
They adopted their own names for the 
two stars, calling their primary Chin, 
meaning Progress, choosing to ignore its 
low luminosity and occasional flares. 
The other star they called Kou, or Infil
tration by Inferior Men. 

The closest of the planets was called 
Chien (Growth) paired with its fertile 
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satellite I (Help From Above). Working 
outward, the worlds were then called 
Ta Yu (Wealth), K'an ( Danger), and K'un 
(Adversity). Some years !ater, .Lu was 
discovered incoming in a cometary orbit, 
its name meaning Newcomer. 

Over two centuries, the Islamic culture 
established itself in its system, exploiting 
its mineral and ecological wealth to the 
fullest, and developing a thriving inter
planetary society. The Chinese colony, 
on the other hand, was forced to spend 
the past 150 years in a spartan struggle 
for survival against marginal environments 
and the unpredictable flares of Chin. The 
only redeeming feature of their system 
has been the industrialization made 
possible by the rich min era I deposits of 
Ta Yu. 

Now, however, the pressure of popu
lation on the Chinese and the pressure for 
additional resource supplies on the 
Islamic has brought these two cultures 
into direct conflict. Each now needs 
something that the other controls . . .  

Thus, the stage is set for Double Star

a science-fiction game of interplanetary 
warfare within a binary star system. Two 
players assume the role of leader of an 
entire culture, and must lead it to victory 
over the other. 

1. GAME COMPONENTS 

Double Star includes, as basic 
components, a game map protraying a 
binary star system, a set of die-cut 
counters representing ships, population, 
and other forces, a set of rules and charts 
which govern play, and a single die. 

The Map: The game map is a two
dimensional portrayal of the planetary 
systems of a binary star. The hexagonal 
grid overlaying the map serves much the 
same purpose as a square grid in chess: it 
precisely defines where forces are and 
how they may move. 

The fringes of the map show several 
charts. One surface chart (for each of the 
two planetary systems) contains repre
sentations of the surfaces of the worlds 
orbiting the star, and a task force com
position chart provides ·boxes for the 
creation of star fleets during the course of 
the game. A turn record chart allows 
players to chart the passage of time. And 
a scale e1ock presents the game scale 
while reminding players of the direction 
of orbital rotation. 

The Counters: The two sheets of die
cut counters provide the 480 individual 
markers which represent the various 
forces in use during the game. The 
counter format example on the charts 
shows the types of counters provided, 
and indicates the meanings of 
abbreviations and numerical factors. 

The Rules: Th is rules booklet contains 
the rules which govern play of the game. 

The Die: A single die (one dice) is in
cluded with this game, and it is used 
when consulting some combat tables. It's 
purpose is that of a randomizer- when 
used, a player cannot predict exactly 
what result will be obtained. Proper 
attention can indicate what will probably 
occur, but the randomizing element pre
vents absolute foreknowledge of the 
results of an action. As the game is 
played, it will become apparent that 
Double Star is a game of strategy and 
skill, not one of chance. 
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2. TURN SEQUENCE 

Double Star is played in a series of 
continuing game-turns, each representing 
two weeks of time (forteen Terran days). 
Each game-turn consists of two distinct 
player-turns (one for each of the two 
sides in the game) and an interim phase 
which allows for planetary orbital move
ment and for production. 

Each player-turn is identical; it con
sists of two phases: movement and 
combat. The term phasing player refers to 
the player whose current player-turn it is. 
A player-turn proceeds as shown below: 

1. Movement Phase. The phasing 
player may move his forces on the map in 
any directions desired, provided such 
movement conforms to the restrictions of 
the movement rules. Forces which may 
be moved includes ships (and task forces) 
and cargos aboard such ships. Worlds, 
and planetoids cannot move in this phase. 

2. Combat Phase. Both players may 
attack enemy forces present in the same 
hex with their own. Such combat con
tinues until one side breaks off combat, 
or is destroyed, or until both sides can no 
longer make effective attacks. 

After each player has had one player
turn, an interim phase occurs to allow for 
planetary movement. The planets on the 
map move only in alternate interim 
phases. (monthly, not every two weeks); 
the turn record chart is shaded on alter
nate turns to mark when orbital move
ment does occur. Free planetoids (being 
being moved by the players by using 
power plants) move once per interim 
phase. 

The interim phase also allows for 
industrial production by both players. 
Each player comm its his industry to 
production of specific forces and places 
them on the turn record chart at the 
proper future turn. Any forces on the 
turn record chart during the interim 
phase of the current turn are considered 
produced, and should be moved from the 
chart to the map surface for use in play. 

3. STACKING 

Counters are placed in hexagonal cells 
on the map and move from hexagon to 
hexagon during the course of the game. 
More than one counter may be placed in 
a single hex using a process called 
stacking. 

For the purposes of stacking, there are 

two types of hexagon (or hex): space 
hexes and world surface hexes. Each 
affects stacking differently. In addition, 
the formation of task forces is considered 
to be a type of stacking. 

Surface Hexes-

The two system boxes contain 
representations of the surfaces of worlds 
in the Epsilon Cetus system. Two sizes of 
bodies are represented: large worlds, 
called planets or worlds, and small bodies 
called moons or planetoids. 

The hexes within these diagrams allow 
counters to be placed at various locations 

on the spherical 
bodies. For planets 
the central hex (la-

0 
PLANETOID 

belled P iri the dia
gram) is the polar 
hex; counters which 
are face up are at the 
north pole, while 
counters which are 

face down are at the south pole. Counters 
in the six surrounding hexes (all labelled 
E in the diagram) occupy positions on the 
equator of the world (face up or face 
down placement here has no meaning). 
For planetoids, counters which are face 
up occupy the northern hemisphere, 
while those which are face down occupy 
the southern hemisphere. 

WO R L D  SURFAC E 

Counters may be placed in the hexes 
of world and planetoid surfaces subject 
to the following restrictions: 

1. No counters may be placed in blue 
surface hexes (which represent oceans). 

2. Population counters may not be 
placed on a planetoid unless a base is 
present, and no more than five points of 
population may be supported by one base 
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SURFACE STACKING LIMITS 

Counter Type 

Planetary Defense 
Industry 
Base 
Power Plant 
Population 
Ships 

Maximum 

3 
3 
1 

10 
any* 
anyt 

*Restricted to five per base on a 
planetoid surface. 

tMust be present at a base. New
ly produced ships may be at an in
dustry marker. 

(planetoids do not have breathable atmos
pheres). 

3. Ship counters may only land at a 
base. Newly-produced ship counters may 
be present at an industry counter until 
the first time they take off. 

4. The surface stacking limits table in
dicates the maximum numbers of coun
ters allows per surface hex (note polar or 
planetoid hexes may count as two hexes). 

5. No surface hex may contain forces 
belonging to more than one side. 

Moons: The moons shown on the 
planetary surface charts are tied to their 
planets with lines representing gravita
tional attraction. Ordinarily, the moon 
counters are kept each in the proper 
moon location on the chart. When (or if) 
a moon is pulled from orbit and moved 
through the use of power plants, the 
counter is shifted to the space hexes of 
the map. 

Space Hexes-

The central area of the map consists of 
space hexes. Any space hex may contain 
any number of ship counters. Transport 
ships may be carrying power plants, 
bases, or orbital fighters as cargo. World 
or planetoid counters may also be present 

power 
which 
ment. such counter 
must be faced toward a 
specific hex side at all times. 
The top of the counter is 

always construed as the face or front of 
the unit, and indicates the direction in 
which the unit is moving. 

Ships may be grouped in task forces 
for convenience in movement and for 
greater tactical strength. All ships in a 
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task force have the same facing, repre
sented by the facing of the task force ship 
marker. 

4. MOVEMENT 

Four different types of movement are 
possible in Double Star- ship movem ent 
through space, orbital movement of 
worlds along the marked orbital paths, 
free planetoid movement, and surface 
movement. 

Ship Movement Through Space-

Each ship counter is marked with a 
movement factor (the rightmost of the 
three printed factors). This factor 
indicates the number of movement points 
which the ship may expend in each of its 
movement phases. 

The movement points belonging to a 
ship indicate its potential for movement. 
The ship is not required to move to the 
full extent of its factor. However, if all 
movement points are not used, the points 
may not be accumulated or transferred to 
other ships. 

Effects of Facing: When a ship moves, 
for each movement point spent, it may 
only move forward, either into the hex 
which it faces, or into one of the adjacent 
hexes to its right or left. If a hex to the 
right or left is entered, the ship alters its 
facing to the direction in which it is now 
travelling. 

A ship which does not move at all in a 
movement phase may instead alter its 
facing to any hex side desired. 

For example, the ship in the diagram is 
initially facing in direction 1. It may 
enter hexes A, B, or C by expending one 
movement point. If it enters hex A, it is 
then facing in direction 6. 

MOVEMENT DIAGRAM 

Landings: A ship in space which enters 
a hex containing a world or a planetoid 
may land on that body by expending one 
movement point. If there is more than 

one body (such as a world, or one or 
more moons), the ship may select which 
body to land on, provided a base is 
present at the landing site. Landings are 
not possible at enemy bases. 

Take-offs: A ship on a world or planet
oid may take-off by expending one move
ment point. It is then in space in the same 
hex with the world or planetoid, and may 
assume any facing. It may then continue 
to expend movement points normally. 

Orbital Operations: Ship counters in a 
space hex with a world or planetoid orbit 
that body. When the body moves, the 
ships move with it without any move
ment point expenditure (this movement 
is mandatory for all ships). Thus, orbital 
fighters, which have no movement points, 
remain with the world they orbit. 

Cargo Transport: Fighting transport 
and ordinary transport ships may carry 
cargos through space. Each such ship may 
carry one power plant, or one base, or 
one planetary defense counter. The cargo 
is picked up at the industry site of its 
production by a ship present on the 
surface at any time during the movement 
phase. A cargo may be discharged by 
a ship which is present at a base at any 
time during the movement phase. There 
is no cost in movement points for this 
procedure. Exception: A ship carrying a 
base as a cargo may land anywhere in 
order to place the base base in an 
otherwise unoccupied hex. 

Orbital Movement of Planets and Moons-

Worlds normally move in orbital paths 
around their central star. Such worlds are 
represented by counters showing their 
names, which correspond to named 
orbital paths. Such movement occurs in 
alternate interim phases; the counter 
moves one hex in the direction of spin 
noted on the map. 

Moons are gravitationally tied to 
specific planets, and follow them unless 
interfered with. Such moon or planetoid 
counters are placed in the world surface 
chart corresponding to their letters until 
they break, and are considered to be in 
the same hex as the planet they are tied 
to. 

Free Planetoid Movement-

Those world and moon counters 
which have a small disc (as opposed to 
the large disc) may be pulled from orbit 
and flown to other locations. 

Breaking Orbit: During the interim 
phase, any player with at least one power 
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MOVEMENT SUMMARY 

Ships- use their movement factor. 
Planets (large disc)- orbit only. 
Planetoids (small disc)- may break 

orbit and change speed by ex
pending power plants. 

Industry- may not move. 
Population- may not move. 
Planetary Defense- new produc-

tion may be moved to position 
on world surface, or as cargo. 

Bases- new production may be 
moved to position on world sur
face or as cargo. 

plant on a planetoid may expend the 
power planet (remove the counter from 
the map) and break orbit. The planetoid 
marker is then removed from the world 
surface chart and placed on the map (if it 
is not already there). It may assume any 
facing. Note on paper separately that the 
planetoid is travelling with a speed of 
one; it moves one hex in the direction it 
faces in every (not every alternate) 
interim phase. 

Movement: A free planetoid moves in 
every interim phase. It moves in the 
direction it faces at its recorded speed. It 
must move; it has no choice or option. A 
player may expend a power plant in order 
to accelerate or decelerate the planetoid, 
or to alter its direction. Speed changes 
should be noted on paper. Such changes 
occur before the planetoid moves nor
mally. Expending a power plant will: 

1. Increase its speed by one, with 
facing remaining the same; or 

2. Alter its facing one hex side, with 
speed remaining the same (a free plan
toid with speed zero may assume any 
facing); or 

3. Reduce its speed by one with facing 
remaining the same (speed may be 
reduced to zero). 

Assumption of Orbit: A free planetoid 
with a speed of one and facing along a 
printed orbital path may assume that 
orbit by spending one power plant. It 
then moves in alternate (shaded) interim 
phases as any ordinary world. 

A free planetoid may also be placed in 
orbit around a world by assuming an 
printed orbit in the same hex as a body 
already present. 

Impact: A free planetoid which enters 
a hex containing a world or moon may 
impact that body by expending one 
power plant. The impact, however, does 
not take place unti I the combat phase of 
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the player who owns the body being 
impacted. 

Gravitational Ties: K'un and K'an 
both have moons which are gravitational
ly tied to them. If either is broken from 
orbit, their moons' gravitational ties are 
broken, and they continue in the normal 
orbital path. 

Surface Movement-

1 nd ustry and population counters on 
world surfaces may not be moved. 
Planetary defense and base counters 
which appear as new production may be 
moved from their hex of appearance to 
any other hex on the world surface, or 
transported as cargo to another world. 
Once emplaced, however, they may not 
be moved. Power plants may always be 
moved to anywhere on a surface, and 
may be moved through space as cargo at 
any time prior to their expenditure. 

5. TASK FORCES 

Ordinarily, stacks of ships are simply 
placed on the map during the course of 
the game. To represent the effects of 
command control, and to ease handling, 
however, a limited number of task forces 
may be produced and used. 

Each command ship counter may form 
around it a task force of any number of 
other ships. The command ship remains 
on the map, while the other ships in the 
task force are removed from the map as 
they join up, and are placed in the fleet 
composition chart on the map edge. 

Joining or Leaving Task Forces: Ships 
may freely join a task force at any time 
by simply moving into the task force hex. 
They may leave the task force by trans
ferring the ship counter back to the map 
and leaving the hex. 

Effects: The component ships of a 
task force can all train together, and may 
all use any formations available to the 
task force. The command ship of a task 
force is automatically shielded from 
attacks unless all other ships in the 
task force are disrupted or destroyed. 
See rule 6, Combat and rule 7, Training. 

A task force which has undergone 
training and has acquired formations may 
use them with any members of the task 
force. But, the formations belong to the 
command ships and remain with the task 
force; they do not leave with ships leaving 
the task force. They may be used by ships 
joining the task force. 

Task forcing also allows greater con
venience in stacking. 

6. COMBAT 

Opposing forces which are present in 
the same hex may engage in attacks 
against their opponents. Such attacks are 
called combat, and include space combat, 
planetary bombardment, planetary de
fense, and planetoid impact. 

Sequencing: A single hex may contain 
as much as several worlds, several planet
oids, and several ships. Each single hex 
with combat is resolved completely, using 
the sequence below. The players then 
turn their attention to the next hex until 
all combat is resolved. 

1. Formation Assumption: Ships 
any allowed formation, and may 
designate back-up formations. 
may designate back-up formations. 

2. Ship-to-Ship Combat: Each 
ship (or task force, depending on 
formation) may fire at a target. 
Such firing is generally simulta
neous, with losses noted only after 
all ships have fired. If neither side 
has broken-off, this step is re
peated. If one side is destroyed, or 
if neither side may no longer make 
effective attacks, then play pro
ceeds to planetary defense fire. 

3. Planetary Defense Fire: Each 
planetary defense unit may now 
fire twice, selecting targets to 
receive the attacks. 

4. Surface Strikes: Any ships 
which have survived ship-to-ship 
combat without breaking off, and 
which have not been destroyed by 
planetary defense fire, may now 
attack targets on a surface. Robotic 
ships self-destruct while doing so; 
other ships attack from space. 

Free planetoids which are in
tended to impact a surface do so 
at this time, provided they have 
survived planetary defense fires. 

Formations-

Sh ips from task forces may assume 
formations in the combat phase. The 
ability to assume a specific formation is 
represented by a formation counter, 
which task forces may acquire as a result 
of training. 

There are five types of formations: 
cone, wedge, cylinder, globe, and 
scattered. Whenever ships are in a forma
tion other than scattered, they attack as 
one unit, generally with a better attack 
and defense. Scattered is a default forma-
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tion assumed whenever ships are not in 
another formation. 

Cone: Ships attack using the sum of all 
attack factors present. Each ship defends 
with its defense factor plus one point for 
each additional ship in the formation. A 
cone formation must contain at least four 
ships or automatically becomes scattered. 

Wedge: Ships attack using the factor 
of the best ship present, plus one po.int 
for each additional unscreened ship 
present. Each ship defends with its 
defense factor plus one point for each 
additional unscreened ship present. 

A wedge formation can be used to 
screen ships, preventing them from being 
attacked. Any number of ships may be 
screened, but they may not be used in 
either attack or defense, nor may they be 
shifted from the screen to the formation. 
When a wedge formation is broken (a 
combat result), all ships become scattered. 

A wedge formation must contain at 
least four unscreened ships or it auto
matically becomes scattered. 

Cylinder: Ships attack with the sum of 
all unscreened attack factors present. 
Each ship defends with its defense factor 
plus one point for each additional un
screened ship present. 

As in the wedge formation, the 
cylinder can screen ships. At the begin
ning of any combat round, however, 
ships may be transferred from the for
mation to the screened group, or from 
the screened group to the formation. 

A cylinder formation must contain 
at least six unscreened ships or it auto
matically becomes scattered. 

Globe: Ships attack using a factor 
equal to al I attack factors present. In 
addition, the globe is allowed a first fire 
against its target in each combat round. 
Each ship defends with its defense factor 
plus one point for each additional ship in 
the formation. 

When the globe is assumed, ships must 
first maneuver into position; for the first 
combat round of globe formation, all 
ships are treated as if they were in 
scattered formation. On the second and 
subsequent combat rounds, the normal 
effects of globe apply. 

A globe formation must contain at 
least eight ships, and it must have at least 
three ships more than its target formation, 
or it automatically becomes scattered. 

Scattered: By default, any ship not in 
any other formation is in scattered 
formation. Such ships attack with their 
individual attack factor and defend with 
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their individual defense factor. Each ship 
in scattered formation is considered to be 
independent, without regard to or con
nection with any other formation. 

Assuming a Formation: Each player 
may place the ships from a task force in 
one or more formations, dividing the 
ships present into groups and placing 
formation counters on the groups. 
Any extra formation counters may be 
used to designate back-up formations in 
the event that a formation is broken. The 
topmost counter indicates the formation 
which the ships are in. When a combat 
result of formation broken occurs, the 
formation counter is removed. If another 
(back-up) formation counter is present 
beneath it, the new formation (which 
may be identical to the formation just 
broken) is assumed. After formations 
have been declared, the attention of the 
players shifts to combat itself. 

Ship-to-Ship Combat-

There are two sides to com bat- the 
phasing player, called the attacker, and 
his opponent, called the defender. The 
attacker selects one target for each of his 
formations and scattered single ships. 
Each formation attacks as a unit, and 
may only fire once. Targets are individual 
enemy ships (in formations or not). The 
attacks are then resolved using the ship
to-ship combat results table. But, before 
amy results are actually implemented, the 
defenders forces are allowed to counter
attack. The defender designates targets 
for each of his formations and scattered 
single ships, subject only to the restric
tion that no ship in a formation attacked 
by an enemy globe may select a target 
not in that globe. After attacks and 
counter-attacks are resolved, losses from 
the procedure are implemented- disrup
ted ships are inverted to show their status 
are removed from formations, eliminated 
ships are removed from play, and broken 
formations are scattered or reformed. 

First Fire By Globes: When a formed 
globe fires it fires before its target, and 
the results of its fire are implemented im
mediately, before the target fires. This 
does not apply to globes belonging 
to the defender. 

Attack Procedure: When ship-to-ship 
combat occurs, the firing ship (or for
mation) determines its attack factor 
based on the attack factor printed 
leftmost on the counter plus the in
fluence of the current formation), and 
the target determines its defense factor 

(based on its central printed defense 
factor plus the influence of its current 
formation). The defense factor is 
then subtracted from the attack factor to 
determine the attack superiority. Attacks 
are not permitted if the attack factor is 
less than the defense factor. 

The ship-to-ship combat results table is 
consulted. One die is rolled, and the die 
roll is cross-indexed with the attack 
superiority. At the intersection of the 
die roll result row and the attack super
iority column is a result, which is imple
mented against the target. 

Combat results may be no effect, 
target ship disrupted, target ship elimi
nated, or target ship's formation broken. 
These results are more full_y explained 
under the table itself. 

Ending Ship-to-Ship Combat: Firing 
continues until one side breaks off, or is 
completely destroyed, or until neither 
side is capable of making effective 
attacks. A side which cannot achieve any 
combat result better than no effect 
(assuming the best possible die roll) can 
no longer make effective attacks. 

A side may elect to break off combat 
by so stating. The opponents forces may 
then make one round of attacks, without 
the withdrawing player making any 
counter-attacks. Ships which survive at 
the end of this procedure then move to 
an adjacent hex, which may not be a 
planet or planetoid which does not con
tain a friendly base. 

Planetary Defense Fire-

Ships which are in the same hex as a 
world or planetoid may indicate the 
specific world surface hex which they 
intend to attack. If there is no intention 
to attack, the ships do not approach close 
enough to be in range of planetary 
defense fires, and are not subject to them. 
Any ship attacking a world surface hex 
which contains (or is adjacent to) a 
planetary defense unit is within range and 
may be a target of such fire. 

Planetary defense units may each fire 
twice against enemy ships or free planet
oids (two shots against one target, or one 
shot against each of two targets). The 
defending player consults the planetary 
defense table and rolls one die. The die 
roll is then applied to the table to deter
mine the effect, if any. The possible 
results of on the table include target 
eliminated, target disrupted, and no 
effect. These results are more fully 
explained under the table. 
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Surface Strikes-

Sh ips and free planetoids which 
survive planetary defense fires may then 
proceed to attack world or planetary 
surfaces. Each ship attacks independent
ly, consulting the surface strike table. 
One die is rolled, and the result is applied 
to the table, cross-indexing the die-roll 
result with the ship's attack ·factor. 
Robotic fighters do not actually attack, 
instead they dive to their destruction; 
their effect is out of proportion to their 
attack factors, so each adds two to its die 
roll before consulting the table. 

Free planetoids attack in a special 
manner: their impact is devastating. 
First, the scatter diagram is used to 
determine if the planetoid actually hits 
where targeted, or if it hits in an adjacent 
world surface hex. An impacting free 
planetoid completely destroys everything 
in the hex it strikes, and damages adja
cent world surface hexes. The results are 
fully explained under the scatter table. 

7. T RAINING 

Training is the process whereby task 
forces acquire the ability to execute 
formations. In essence, for every month 
that a task force spends in space, 
(training, even if en route to a battle), 
it may acquire one formation counter. At 
the same time, there is a chance that it 
may lose a formation counter. As a result, 
the level of current training for a task 
force may fluctuate. 

Increases: A task force is considered to 
be in training at all times, �ut such 
training achieves a marked improvement 
only intermittently. Each month (in the 
interim phase, shaded, the same phase in 
which orbital movement occurs) there is a 
chance that training will result in one 
additional formation counter for a task 
force. Within the outermost orbit of a 
task force's home system, a formation 
counter is received on a die roll of 3 or 
greater; beyond that orbit, the additional 
formation is received on a roll of 5 or 6. 

Decreases: While training continues 
constantly, expertise is also lost as more 
mundane matters (primarily maintenance 
and administration) may take precedence, 
resulting in a lowered training level. Each 
month (at the same time that training in
creases may occur), there is a chance that 
a task force will lose one of its formation 
counters. Such a loss occurs on a roll of 
6. 

A task force in a hex containing a base 
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FORMATION T RAINING 

Task Force Task Force 
Within Beyond 

One Outermost Outermost 
Formation Orbit Orbit 
Gained on 3+ 5+ 

Lost on 6 6 

can depend on the base to perform much 
of its maintenance and administration. A 
task force in such a hex in the interim 
phase does not roll to determine if it loses 
a formation. 

Maximums and Minimums: It is 
possible for a task force to have no 
formation counters. A task force may 
have a maximum of six formation coun
ters at any one time. 

When: Each player rolls for the loss 
and gain in each shaded interim phase. If 
a formation is received, it is drawn ran
domly from the pool of remaining 
formation counters; if a formation is lost, 
the owing player may select which 
formation is lost. 

Battle Losses: Any com bat result of 
formation broken also means that the 
task force loses that formation counter. 
A battle situation in which the number of 
ships falls below the minimum number 
required for a formation also results in 
the loss of the formation counter. 

8. P RODUCTION 

Each game scenario allocates a budget 
to each side for use in the acquisition of 
military equipment. Before the game 
begins, the player determines the manner 
in which he will spend his budget, and 
when such production will become 
available. 

Initial Forces: Using the budget 
allocated, each player selects those forces 
which he feels will best achieve his goals. 
Any unused portion of the budget may 
be put aside as a contingency fund. 

Subsequent Production: Additional 
forces may be produced using the budget 
allocated in the scenario. Items without a 
specified production time may not be 
produced in this manner. 

The Contingency Fund: Excess budget 
in the contingency fund may be used for 
the conversion of cruisers to replace 
destroyed command ships, or for emer
gency production of fighters or power 
plants. Emergency production allows the 
manufacture of power plants or robot or 
orbital fighters in four turns at double 
cost. Conversion of battle cruisers or 

cruisers requires the appropriate ship at a 
base, and the expenditure of four budget 
points; the conversion takes place in any 
interim phase. Conversion to a command 
ship can only take place to replace a 
command ship which has been lost during 
the game. 

Production Costs: Budget points are 
used to procure production. The cost of 
any single ship is the value of its attack 
factor. Thus, a command ship costs eight 
points. 

The following items have the following 
costs: 

Base 
Planetary Defense 
Power Plant 

4 points 
8 points 
3 points 

Production Time: Given the short 
length of the game-turns, very little 
industrial production is possible during 
the course of the game itself. Instead, the 
major portion of all industrial production 
will occur before the game begins. Only 
the small subsequent production and 
contingency fund production occurs 
during the game itself. 

Only fighters (robotic and orbital), 
and power plants may be produced 
during the game. Such production takes 
a period of 6 game-turns. 

9. SETTING UP T HE GAME 

Although the scenarios call for varying 
ship strength, much of the basic game 
set-up is the same in each scenario. Before 
selecting a scenario, lay the game map 
out on a table or floor. It may be 
necessary to tape or back-fold the map in 
order to make it lie flat. 

Each player should take the counters 
representing the worlds of his opponent 
and place them on the map, anywhere on 
the orbital paths marked. Planetoids and 
moons should be placed on the world 
surface charts in the correct locations. 
The placement of worlds by the opposing 
player gives each some control of the 
planetary positions without giving undue 
advantage to either player. 

Population: Each population point re
presents 1 million persons. Each non-blue 
world (large disc) hex may contain any 
number of population points; any planet
oid (small disc) hex may contain up to 
five points per base (two bases, one inver
ted) may conceivably be present. Bases 
may be placed at this time, but must be 
purchased with budget funds. 

Islamic population is 1445 points. 

Production, Setting Up The Game, Scenarios 

Chinese population is 1262 points. 
Industry: Each side has three industry 

counters which must be placed on a 
world (large disc) surface which has at 
least 10 points of population. Al I three 
may be placed in the same world surface 
hex, or they may be distributed to several 
hexes. 

Remaining items (ships, bases, plane
tary defenses, power plants) are. pur
chased as the scenario begins. 

10. SCENARIOS 

The following three scenarios describe 
three alternative methods in which the 
two rival cultures of the Epsilon Cetus 
system could begin their battle for 
dominance. Players should select one 
scenario for their game. 

Sneak Attack-

The Chinese culture, having decided 
to resort to violence to resolve its dispute, 
has prepared a plan for a pre-emptive 
attack on the Islamic system. The Islamic 
forces, although stronger, lie in a state 
of unpreparedness. 

The Islamic Budget is 180 points. The 
subsequent production budget is 40 
points. 

The Chinese budget is 200 points. The 
subsequent production budget is 10 

points. 

The Chinese player sets up and moves 
first. 

Game Length: The game lasts for 
12 turns after the Chinese player crosses 

the outermost Islamic orbit line, or to a 
total of 48 turns, whichever occurs first. 

Victory: The Chinese player must 
establish a base in the Kou (An-Nur) 
system in any (large disc) world, and wins 
if he does so. The Islamic player must 
stop him, and wins if he does. 

Armageddon-

Each side has determined that the 
other must be completely destroyed in 
a war to the death. After a period of arms 
build-up, the war begins. 

The Islamic budget is 280 points, plus 
a subsequent production budget of 30 
points. 

The Chinese budget is 300 points, 
with no subsequent production budget. 

The Islamic player sets up first and 
moves first. 
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Scenarios 

Game Length: There is no game length 
limit. It continues until victory condi · 
tions are met. 

Victory: There are three levels of vic
tory- strategic, tactical, and stalemate. 

A player wins a strategic victory by 
completely destroying all three of the 
enemy's industry counters and reducing 
the enemy's population to less than 200 
million, while retaining at least one 
industry counter and a population of 
at least 400 million . 

A player wins a tactical victory by 
reducing enemy population to less than 
200 million while retaining a population 
of at least 400 million. 

Stalemate occurs if neither player 
achieves tactical or strategic victory . 
Players may declare stalemate at any time 
in order to end the game. 

Raid-

Each side has (simultaneously) deter· 
mined that a single bold strike against the 
enemy is necessary for both strategic 
advantage and home-front morale. 

The budget for each side is 100 points, 
with a subsequent production budget of 
60 points. 

Game Length: 36 turns . The Chinese 
sets up and moves first . 

Special Rule: Each side secretly 
designates, after examining the forces set 
up on the map, one enemy world with at 
least one industry counter. This 
designation should be written down and 
kept concealed. 

Victory : A player wins if he success
fully destroys at least one enemy industry 
counter on the indicated enemy world, 
while preventing the enemy from 
destroying any industry counters on the 
world which he indicated. 

If both sides lose the indicated in
dustry marker, or if neither side loses 
any industry counters, then the game 
ends in stalemate. 

DESIGN CREDIT 

Double Star was designed and devel 
oped by Marc W. Miller. Playtesting 
included work by John M. Astell, Tim 

Brown, and the staff of GOW. 
Art Direction by Paul R. Banner. Box 

i llustration by Steve Fabian . 

Double Star is published by 
Game Designers' Workshop 

203 North Street, Normal, Illinois 61761 
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COUNTER IDENTIFICATION CHART 

Identification 

World. Also called planet or large body. Each is named and 
has a corresponding world surface chart. 

Planetoid. Also called moon or small body. Each is named or 
lettered, and has a corresponding world surface. chart. 

Industry. Source of production. 

Base. Allows landing of ships. Required for presence of popu· 
lation on small bodies . Costs 4 points. 

Power Plant. Expended to move a small body. Costs 3 points . 

Planetary Defense. Allowed to fire twice in against attacking 
ships or. small bodies. Costs 8. May not move once placed . 

Population Marker. One point represents one million persons . 
May not be on small bodies without a base, or in ocean areas . 

Formation Marker. Denotes the formations which a task force 
is capable of assuming. 

Command Ship. Costs 8 points. Allows formation of task 
forces during the game. 

Orbital Fighters. Costs 2 points . May not leave the hex con
taining the world on which it was produced. 

Robot Fighter. Costs 2 points. Self-destructs in surface strikes, 
but uses the Surface Strike Table with a die modifier of -2. 

Battleship. Costs lliJ Gfil Cruiser. Costs 8 
16 points . 8-4-3 points. 

Battle Cruiser. Costs ~[JLl Destroyer. Costs 
12 points . 4-2-2 4 points . 

Transport. Has no Gfil@J Fighting Trans-
cost, but no more 2-2-5 port. Costs 2 
than 7 are allowed. points. 

Double Star, Revised Chart 

COUNTER FORMAT EXAMPLE 

Typical Ship Counter 

Ship 
Silhouette Type t .J:T -Abbreviation 

/L2-2 · 5~J 
Attack Factor /Movement Factor 

Defense Factor 

Command Ship Counter 

Ship Task Force 

Silhouette *1'-5/

1 

Number 

ShipType I 8-8-2 
/-/-"" 

Attac k Factor / Movement Factor 
Defense Factor 

COLOR CODES 

Industry, worlds and planetoids 
are black counters with white or 
colored markings. 

Command ships are colored 
counters with white markings. 

Bases, planetary defenses, popu
lation, and ship counters are 
colored with black markings. 

Formation markers are white 
with black printing. 

SURFACE STACKING LIMITS 

Counter Type 
Planetary Defense 
Industry 
Base 
Power Plant 
Population 
Ships 

Maximum 
3 
3 
1 

10 
any* 
anyt 

*Restricted to five per base on a 
planetoid surface . 

t Must be present at a base. Ne
ly produced ships may be at an in 
dustry marker. 

DOUBLE STAR 



SHIP-TO-SHIP COMBAT RESULTS TABLE 

Die ----Attacking factor minus defending factor----
Roll 0 +1 +2 +4 +8 +16 +32 +64 +128 

1 D D E 
2 D D E E 
3 D D E E B 
4 D D E E B B 
5 D D E E B B B 
6 D D E E B B B B 

Attacks at an attack superiority less than zero are no effect ; 
attacks at an attack superiority of greater than +128 are treated 

EFFECTS OF BATTLE FORMATIONS 

Formation 
Scattered 

Cone 

Formation 
Attacks With 
Ship Attack 
Factor 

Sum of all 
Ship Attack 
Factors in 
the formation 

Formation 
Defends With 
Ship Defense 
Factor 

· Minimum 
Ships 
One 

Ship Defense Four 
Factor plus 
one for each 
additional ship 
in the formation 

as +128. Wedge Best Ship 
Attack Factor 
plus one for 
each additional 
unscreened 
ship in the 
formation 

Ship Defense Four * 

Explanation of Combat Results: 
- =No Effect. The target is not harmed in any way. 
D =Target Disrupted. It is inverted to show its status, and 

remains so until the end of the current player-turn. It is 
removed from any formation which it is in, and may not attack. 
It continues to defend normally . 

Factor plus 
one for each 
additional 
unscreened 
ship in the 
formation 

E =Target Eliminated . It is removed from play for the re- Cylinder 
mainder of the game. 

Sum of all 
unscreened 
ships in the 
formation 

Ship Defense Six * 
Factor plus one 

B = Formation Broken. The target is eliminated, and the for
mation (if any) which it was in is broken. All ships in that for
mation are in scattered formation if a back-up formation is not 
available. 

Die 
Roll 

1 
2 
3 
4 
5 
6 

PLANETARY DEFENSE FIRE TABLE 

--------Target -------
Ship (Def=4-) Ship (Def=5+) Robot 
Elim Elim Elim 
Elim Elim Elim 
Elim 
Disrupt 

Disrupt Elim 

Explanation of Combat Results: 

Planetoid 
Elim 
Elim 

- =No Effect. The target is not harmed in any way. 
Disrupt =Target Disrupted . The target is disrupted and 

may not continue its attack. It recovers fully at the end of 
the current combat phase. 

Elim =Target Eliminated. The target is destroyed, and is 
removed from play for the remainder of the game. 

SURFACE STRIKE TABLE (BY SHIPS) 

Die -Ship Printed Attack Factor -
Roll 2 4 8 12 16 

1 p -1 p-2 p-3 p-4 p-5 
2 p-2 p-4 p-6 p -8 p -10 
3 des des des des des 
4 des des des 
5 des industry 
6 

Explanation of Combat Results: 

Globe Sum of all 
Ship Attack 
Factors in the 
formation 

for each 
additional 
ship in the 
formation 

Ship Defense 
Factor plus 
for each 
additional 
ship in the 
formation 

Eight t 

Notes: Screened ships may not be attacked. Zero attack 
factor ships (transports) may not count as additional ships 
for increased attack or defense factors, but may be used to 
meet minimum ship requirements for a formation. 

A globe formation performs as a scattered formation for the 
first round of its existence. 

* Plus any screened ships. 
t And at least three more than the target formation. 

SCATTER DIAGRAM 
(For Impacting Planetoids) 

After an impacting planetoid has designated the 
hex which it will impact, roll one die. If the result is 
greater than 4 then the planetoid will not hit the 
target hex. If the target 
body is a small disc, then 
then the planetoid misses 
entirely. If the target is a 
large disc, then it will hit 
an adjacent hex. Roll one 

p -x =The surface hex loses the number of 
population points indicated. 

des = The surface hex loses one planetary 
defense, power plant, ship, or base. The lost 
item is chosen by the atta;:;ker. 

die, consult the appropriate polar (target hex 
labelled P) or equatorial (target hex labelled E) 
diagram, and impact the planetoid in the numbered 

industry = The surface hex loses one indus
try marker. 

Double Star, Revised Chart 

adjacent hex indicated. For an equatorial strike, a result of 1 affects the 
polar counters which are face -up, while a result of 6 affects face-down polar 
counters . Everything in an impacted hex is destroyed. Items in adjacent 
hexes survive on a roll of 3 or greater. Impacting planetoids are destroyed. 

DOUBLE STAR 
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