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Victory by Any Means: Campaign GuideChapter 1 ▶ Introduction

Chapter 1 ▶ 
Introduction
The universe is a vast, mysterious, and dangerous place. 
These “billions and billions” of stars are home to an untold 
number of alien civilizations, each of them reaching out 
into space to fulfill their birthright of galactic domination. 
Some empires may use peaceful exploration, expansion, 
and diplomacy to achieve their goals. Other civilizations 
may seek to forge an empire of blood and iron, relying on 
their military forces to subjugate an unprepared galaxy. 
This is the battleground upon which players pit their 
empires against one another in a battle for supremacy 
and victory by any means.

1.1 ▶ About the Game
VICTORY BY ANY MEANS is a 4X science fiction strategy 
game that lets you guide an interstellar empire to 
victory by exploring the galaxy, meeting strange new 
alien civilizations, and fighting epic wars to determine 
the fate of the universe. The CAMPAIGN GUIDE includes 
all of the basic rules that you’ll need to run a successful 
VICTORY BY ANY MEANS campaign.

But what is a campaign? A campaign is defined as a 
strategic gaming experience in the classic 4X style 
in which players command their forces to eXplore, 
eXpand, eXploit, and eXterminate in order to achieve 

victory. The term 4X was coined by Alan Emrich in his 
September 1993 preview of the classic game Master of 
Orion. Since then it has come to refer to any strategy 
game that offers a detailed, multi-layered experience 
that requires players to take command of a faction 
and manage its resources while trying to meet a series 
of victory conditions or other objectives as specified 
by the scenario. Combat, diplomacy, research, and 
spying are all common elements of the 4X genre.

VICTORY BY ANY MEANS is a modular campaign system 
that allows players to scale the complexity of the 
game to meet their needs. You should think of it as a 
toolbox that contains all of the rules that you’ll need 
to run a complete science fiction strategy game in any 
imaginable campaign setting. A number of optional 
rules are included later in this book that add extra 
depth to the basic rules, and experienced players 
can make large-scale changes to the basic rules if 
they think it will improve their game experience. This 
modularity is especially useful when players want to 
integrate VICTORY BY ANY MEANS with their favorite 
tactical combat game. For example, if the tactical 
game already includes rules for unit construction 
and tech advancement you can have them effectively 
replace the respective rules from this book. In most 
cases this just requires a few spot rules to cover how 
the two sets of rules interact with each other.

There are two ways that players can approach a 
VICTORY BY ANY MEANS campaign. The first is to play the 




	Chapter 1 ▶ Introduction
	1.1 ▶ About the Game
	1.2 ▶ What You Need to Play
	1.3 ▶ Campaign Moderator
	1.4 ▶ Playing Without a Moderator
	1.5 ▶ Rules Organization
	1.6 ▶ Combat Resolution
	1.7 ▶ Changes in Second Edition
	1.8 ▶ Your First Game
	1.9 ▶ Basic Terms

	Chapter 2 ▶ Before the Game
	2.1 ▶ Choosing a Scenario
	2.2 ▶ Empire Selection
	2.3 ▶ Time Period
	2.4 ▶ Choose Optional Rules
	2.5 ▶ Map Setup
	2.5.1 ▶ Map Iconography
	2.5.2 ▶ Generic Maps
	2.5.3 ▶ Random Galaxy Generator
	2.5.3.1 ▶ The Hub
	2.5.3.2 ▶ The Rings
	2.5.3.3 ▶ The Last Ring
	2.5.3.4 ▶ System Generation

	2.5.4 ▶ Master Systems List

	2.6 ▶ Setting Up the Game
	2.6.1 ▶ Choosing Homeworlds
	2.6.2 ▶ Placing Starting Colonies
	2.6.3 ▶ Political Situation
	2.6.4 ▶ Purchasing Starting Forces
	2.6.5 ▶ Starting Force Considerations
	2.6.6 ▶ Placing Starting Forces
	2.6.7 ▶ Start the Campaign


	Chapter 3 ▶ Playing the Game
	3.1 ▶ Economic Phase
	3.1.1 ▶ System Income
	3.1.2 ▶ Commerce Income
	3.1.3 ▶ Miscellaneous Income/Expense
	3.1.4 ▶ Maintenance Costs

	3.2 ▶ Turn Orders Phase
	3.2.1 ▶ Imperial Asset Sheets
	3.2.2 ▶ Recording Turn Orders
	3.2.2.1 ▶ Fleet Reorganization
	3.2.2.2 ▶ Movement Orders
	3.2.2.3 ▶ Political Orders
	3.2.2.4 ▶ Construction Orders
	3.2.2.5 ▶ Tech Orders
	3.2.2.6 ▶ Update Orders

	3.2.3 ▶ Resolving Turn Orders
	3.2.4 ▶ Fog of War
	3.2.5 ▶ Update Treasury

	3.3 ▶ Movement Phase
	3.3.1 ▶ Starship Movement
	3.3.2 ▶ Moving Cargo
	3.3.3 ▶ Moving Census
	3.3.4 ▶ Landings & Deployments
	3.3.5 ▶ Trade Routes
	3.3.6 ▶ Convoy Escorts
	3.3.7 ▶ Towing
	3.3.8 ▶ Stealth & Concealment

	3.4 ▶ Politics Phase
	3.4.1 ▶ Intel
	3.4.2 ▶ Diplomatic Relations
	3.4.2.1 ▶ First Contact
	3.4.2.2 ▶ Sustained Contact
	3.4.2.3 ▶ Diplomatic States

	3.4.3 ▶ Diplomatic Actions
	3.4.3.1 ▶ Offering a Treaty
	3.4.3.2 ▶ Breaking a Treaty
	3.4.3.3 ▶ Declaring War
	3.4.3.4 ▶ Diplomatic Actions & Intel

	3.4.4 ▶ Armistices
	3.4.5 ▶ Co-Belligerency Pacts
	3.4.6 ▶ Covert Diplomacy
	3.4.6.1 ▶ Covert Treaties
	3.4.6.2 ▶ Covert Declarations
	3.4.6.3 ▶ Uncovering Covert Diplomacy

	3.4.7 ▶ Intel Missions
	3.4.6.1 ▶ Espionage
	3.4.6.2 ▶ Sabotage
	3.4.6.3 ▶ Propaganda
	3.4.6.4 ▶ Defensive Intel
	3.4.6.5 ▶ Conducting an Intel Mission
	3.4.6.6 ▶ Mission Success or Failure


	3.5 ▶ Supply Phase
	3.5.1 ▶ Supply Points
	3.5.2 ▶ Supply Depots
	3.5.3 ▶ Basic Supply Routes
	3.5.4 ▶ Military Supply Ships
	3.5.5 ▶ Out of Supply
	3.5.6 ▶ Raiding

	3.6 ▶ Combat Phase
	3.6.1 ▶ Encounters
	3.6.1.1 ▶ Jump Lane Encounters
	3.6.1.2 ▶ System Encounters
	3.6.1.3 ▶ Encounter Resolution

	3.6.2 ▶ Space Combat
	3.6.2.1 ▶ Breakout Scenario
	3.6.2.2 ▶ Deep Space Scenario
	3.6.2.3 ▶ Defensive Scenario
	3.6.2.4 ▶ Pursuit Scenario
	3.6.2.5 ▶ Task Force Setup
	3.6.2.6 ▶ Formations
	3.6.2.7 ▶ Surprise
	3.6.2.8 ▶ Scenario Length
	3.6.2.9 ▶ Space Combat Sequence
	3.6.2.10 ▶ Assignments Phase
	3.6.2.11 ▶ Fire Phase One: Ships vs. Ships
	3.6.2.12 ▶ Fire Phase Two: Ships vs. Flights
	3.6.2.13 ▶ Fire Phase Three: Flights vs. Flights
	3.6.2.14 ▶ Fire Phase Four: Flights vs. Ships
	3.6.2.15 ▶ Directed Damage
	3.6.2.16 ▶ Minefields
	3.6.2.17 ▶ Combat Towing
	3.6.2.18 ▶ Capturing Ships
	3.6.2.19 ▶ End of Round Phase
	3.6.2.20 ▶ After the Battle

	3.6.3 ▶ Orbital Bombardment
	3.6.3.1 ▶ Bombardment Value
	3.6.3.2 ▶ Bombardment Missions
	3.6.3.3 ▶ Mass Drivers
	3.6.3.4 ▶ Intense Bombardment
	3.6.3.5 ▶ Sustained Bombardment
	3.6.3.6 ▶ Bombardment Surrender

	3.6.4 ▶ Ground Combat
	3.6.4.1 ▶ Ground Combat Procedure
	3.6.4.2 ▶ Invasions
	3.6.4.3 ▶ Productivity Suppression
	3.6.4.4 ▶ Conquest of a System

	3.6.5 ▶ Blockades
	3.6.5.1 ▶ Blockading a System
	3.6.5.2 ▶ Blockades & Economy
	3.6.5.3 ▶ Blockades & Supply
	3.6.5.4 ▶ Lifting a Blockade

	3.6.6 ▶ Encounter Example

	3.7 ▶ Construction Phase
	3.7.1 ▶ Construction Capacity & Slipways
	3.7.2 ▶ Planetary Construction
	3.7.3 ▶ Orbital Construction
	3.7.4 ▶ Construction Pipelines
	3.7.5 ▶ Purchasing Convoys
	3.7.6 ▶ Repairs
	3.7.7 ▶ Field Repairs
	3.7.8 ▶ Refits
	3.7.9 ▶ Attrition Damage Repair
	3.7.10 ▶ Scrapping
	3.7.11 ▶ Activations & Deactivations
	3.7.12 ▶ Construction Times
	3.7.13 ▶ Flight & Mine Replenishment

	3.8 ▶ Tech Phase
	3.8.1 ▶ Tech Investment
	3.8.2 ▶ Tech Advancement
	3.8.3 ▶ Overpaying Tech Investment
	3.8.4 ▶ Tech Advancement Effects
	3.8.5 ▶ Tech Trading
	3.8.6 ▶ Operating Alien Units
	3.8.7 ▶ Reverse Engineering

	3.9 ▶ Update Phase
	3.9.1 ▶ Productivity Investment
	3.9.2 ▶ Terraforming
	3.9.3 ▶ Morale & System Loyalty
	3.9.4 ▶ Martial Law
	3.9.5 ▶ Rebellion
	3.9.6 ▶ Reprisals
	3.9.7 ▶ Population Increases
	3.9.8 ▶ Colonizing a System
	3.9.9 ▶ Moving a Capital
	3.9.10 ▶ Depopulation
	3.9.11 ▶ Determine Victory


	Chapter 4 ▶ Optional Rules
	4.1 ▶ Wartime Economies
	4.1.1 ▶ Peacetime
	4.1.2 ▶ Economic Gear Up
	4.1.3 ▶ Wartime
	4.1.4 ▶ Gearing Down
	4.1.5 ▶ Economic Exhaustion

	4.2 ▶ War Taxes
	4.3 ▶ Emergency Effort
	4.4 ▶ Smaller Militaries
	4.5 ▶ Faster Major Lane Movement
	4.6 ▶ Exploration
	4.6.1 ▶ Unexplored Lanes
	4.6.2 ▶ Uncharted Systems
	4.6.3 ▶ Scout Forces
	4.6.4 ▶ Exploring a Jump Lane
	4.6.5 ▶ Scouts in Peril
	4.6.6 ▶ Jump Lane Discovery

	4.7 ▶ Biosphere
	4.7.1 ▶ Assigning Biosphere Value
	4.7.2 ▶ Biosphere & Commerce
	4.7.3 ▶ Biosphere & Population Growth

	4.8 ▶ Non-Aligned Worlds
	4.9 ▶ Simplified Piracy
	4.10 ▶ Squadron Command Costs
	4.11 ▶ Ramming
	4.12 ▶ Ship Security Detachments
	4.13 ▶ Crash Mothball Activations
	4.14 ▶ Hyperdrive Loss
	4.15 ▶ Emergency FTL Retreats
	4.16 ▶ Crash Production
	4.17 ▶ Mass Production
	4.18 ▶ Shipyard Specialization
	4.19 ▶ Frontier Shipyards
	4.20 ▶ Ordnance Packages
	4.21 ▶ Tech Roulette
	4.22 ▶ Alternate Productivity Costs
	4.23 ▶ Alternate Population Growth
	4.24 ▶ Jump Lane Improvement
	4.24.1 ▶ Lane Upgrades
	4.24.2 ▶ Lane Downgrades

	4.25 ▶ Random Events
	4.26 ▶ Accelerated Campaigns
	4.26.1 ▶ Faster Construction Times
	4.26.2 ▶ Faster Tech Advancement
	4.26.3 ▶ Faster Population Increases

	4.27 ▶ Quick Expansion Colony Fleets
	4.28 ▶ Colonization Alternative
	4.29 ▶ Annual Morale Shifts

	Chapter 5 ▶ Source Materials
	5.1 ▶ Sample Scenarios
	5.1.1 ▶ Classic Duel
	5.1.2 ▶ Small Empires
	5.1.3 ▶ Land Grab
	5.1.4 ▶ Triangulation
	5.1.5 ▶ Slaying the Giant
	5.1.6 ▶ Free For All
	5.1.7 ▶ Clash of Stars
	5.1.8 ▶ Barbarians at the Gates

	5.2 ▶ Creating Your Own Scenario
	5.2.1 ▶ Scenario Setting
	5.2.2 ▶ Alien Factions
	5.2.3 ▶ Creating a Star Map
	5.2.4 ▶ Choose Optional Rules
	5.2.5 ▶ Setting Victory Conditions
	5.2.6 ▶ Setup Starting Forces
	5.2.7 ▶ Finishing Up the Scenario

	5.3 ▶ Sample Empires
	5.3.1 ▶ Brindaki Empire
	5.3.2 ▶ Graal Kingdoms
	5.3.3 ▶ Human Commonwealth
	5.3.4 ▶ Jain Khanate
	5.3.5 ▶ Kili Republic
	5.3.6 ▶ Loran Imperium
	5.3.7 ▶ Senorian Federation
	5.3.8 ▶ Tirelon Theocracy

	5.4 ▶ Creating Your Own Empire
	5.4.1 ▶ Creating Space Units
	5.4.1.1 ▶ Types of Space Units
	5.4.1.2 ▶ Construction & Maintenance Costs
	5.4.1.3 ▶ In-Service Date
	5.4.1.4 ▶ Defense Values
	5.4.1.5 ▶ Anti-Ship Values
	5.4.1.6 ▶ Anti-Fighter Values
	5.4.1.7 ▶ Carrier Values
	5.4.1.8 ▶ Command Ratings & Costs
	5.4.1.9 ▶ Space Unit Special Abilities

	5.4.2 ▶ Creating Ground Units
	5.4.2.1 ▶ Ground Unit Types
	5.4.2.2 ▶ Construction & Maintenance Costs
	5.4.2.3 ▶ In-Service Date
	5.4.2.4 ▶ Attrition Values
	5.4.2.5 ▶ Defense Values
	5.4.2.6 ▶ Attack Values
	5.4.2.7 ▶ D Factor
	5.4.2.8 ▶ Ground Unit Special Abilities

	5.4.3 ▶ Unit Construction Rules
	5.4.3.1 ▶ Unit Templates
	5.4.3.2 ▶ Set In-Service Date
	5.4.3.3 ▶ Tech Bonus
	5.4.3.4 ▶ Unit Statistics & Special Abilities
	5.4.3.5 ▶ Titan Construction
	5.4.3.6 ▶ Unit Construction Examples

	5.4.4 ▶ Creating Your Force List

	5.5 ▶ Source Material Conversions
	5.5.1 ▶ Base Game Compatibility
	5.5.2 ▶ Tech Baseline
	5.5.3 ▶ Tech Eras
	5.5.4 ▶ In-Service Date Conversions
	5.5.5 ▶ Creating Unit Statistics
	5.5.6 ▶ Tactical System Conversions


	Chapter 6 ▶ Credits 
	6.1 ▶ Designer’s Notes
	6.2 ▶ Submission Guidelines
	6.3 ▶ Contact VBAM Games
	6.4 ▶ Copyright Information


