TWILIGHT IMPERIUM  


Everything You Wanted To Know About …

TWILIGHT IMPERIUM

but didn’t know what to ask#
# or who to ask or where to ask.

ANALYSIS PROCESS BY LINDSAY JAMIESON 2000 – 2005

(with some small additional comments in 2006)

COVERING ALL 3 EDITIONS INCLUDING THE EXPANSIONS FOR FIRST TWO EDITIONS

NOTE: AT THIS STAGE ONLY THOROUGHLY ANALYSES TI1 AND TI2 – SOME ANALYSIS OF TI3.

INTRODUCTION
If you are only familiar with one of these editions then you should know that TI2 made minor but significant changes from original TI, and that TI3 made radical changes – though still noticeably the same game – just different version.

Therefore one will encounter a number of different terms used in each edition, as well as a number of mutual terms (though what they refer to may operate differently in one of the other editions).

Extra Note of February 2006

I have now decided that TI3’s changes from previous two editions is so great as to constitute it being a different game – despite many similarities and same basic name.

TI2 is a significant improvement on TI1, although essentially same game, but it genuinely supplants TI1 as its replacement.

Just because TI3 exists should not stop people playing TI2 – it should be possible for gamers to choose to class themselves as TI2 or TI3 players [or players of both (perhaps with different player groups)].

Maybe we could call them Twilighters and neoTwilighters [or some more syncretic term].

Of course, one must not forget that they could also play Galactic Domination – the game of my invention.

TI FIRST EDITION

COMPARISON OF THE RACES ECONOMICALLY, MILITARILY AND POLITICALLY 


ECONOMICS
MILITARY
POLITICS

HACAN
Can easily gain 20 crs per turn in Trade Income.
CVs Speed 2
5          LOW


First spacedock very low production [2]
Average in Combat

JOL-NAR
Have 4 starting Advances & 
CVs Speed 2
10    MEDIUM


further Advances cost only 20 crs each.
AM Deflector


First spacedock low production [4]
Combat at –1



Fluxar CB

LETNEV
First spacedock good production [6]
Cruisers + 1
2          LOW



CVs only Speed 1



If have TA +2/+1



               Combat

L1z1X
First spacedock very good production [11]
CVs only Speed 1
0          LOW


Micro Technology Advance – makes TAs
Fluxar CB


more beneficial
Combat at –1



except 1 hex, +2

MENTAK
First spacedock good production [6]
CVs only Speed 1
2          LOW


TAs give minor income extra
AM Deflector



Attack bonus,



otherwise average

NAALU
First spacedock fair production [5]
DNs Speed 2
8 + special



CVs Speed 2

 HIGH



AM Deflector



Wexcon IB



Average in Combat

N’ORR
First spacedock fair production [5]
CVs only Speed 1
3            LOW



Fluxar CB



+1 in Combat

SOL
First spacedock very good production [7]
CVs Speed 2
5+          HIGH


Slight extra from TAs
Average in Combat
~10 early game

XXCHA
First spacedock low production [4]
CVs only Speed 1
10          HIGH



Average in Combat
~12 early game




 + special

YSSARIL
First spacedock low production [4]
CVs only Speed 1
8     MEDIUM


Can get Tech Advances for 25 crs each
Fluxar CB

RACIAL ADVANTAGES AND DISADVANTAGES

RACE
ADVANTAGES
DISADVANTAGES
HACAN
Skill of Trade
First Spacedock can produce


Starting Credits of 50
only 2 units


Special Skill of unilateral Trade Agreements, and, its TAs
Only 1 Tech Advance – XRD


can still operate even when at war with trade partner(s)


3 Home Planets

JOL-NAR
Skill of Technology
First Spacedock can produce 


Starting Influence of 10
only 4 units


Two Home Planets
Combat penalty of  –1


Tech Advances only cost 20 Cr
Starting Credits of only 30


Have 4 Starting Advances [including CVs +1 movement]

LETNEV
Skill of Warfare
Starting Influence is only 2


Starting Credits of 55
[However, this very rapidly



Starts with Hylar V Assault Laser [Cruisers +1]
improves]


Starting Resources of 10


First Spacedock can produce up to 6 units


If has at least one active Trade Agreement, its units


[except PDS] fight at +2 attack, +1 defend


Has 2 Home Planets

L1z1X
Skill of Technology
Starting Influence of 0


Starting Credits of 60
Only one Home Planet


Starting Resources of 10
The L1z1X may never


Have 3 Starting Advances
control ‘Elite’ units


Special Skill – During each Draw Action Cards phase,


the L1z1X must nominate one target system [hex] - 
the L1z1X units receive a –1


all L1z1X units receive a +2 on combat rolls in that
on all combat rolls in other


system during that turn
systems.

MENTAK
Skill of Piracy
Starting influence is only 2


Starting Credits of 60
[However, this can quickly 


Starts with Antimass Deflector, and can buy Wexcon
increase]



Invasion Barges Tech Advance in Turn One
Only 1 Home Planet


First Spacedock can produce up to 6 units


Special Skill – Before any Mentak space battle attack,


up to 3 Mentak CAs/Ftrs may fire one free shot


Special Skill – 1 Cr for each TA (of anyone’s) in play,


each turn

RACIAL ADVANTAGES AND DISADVANTAGES

RACE
ADVANTAGES
DISADVANTAGES

NAALU
2 skills – Espionage, Diplomacy
Starting Credits only 35


Two Home Planets


Starting Influence 8


Have 3 Starting Advances [all in area of Propulsion]


Special Skill - Naalu DNs have a basic movement


value of ‘2’


Special Skill – Once during every turn, the Naalu may


Look at three random Action Cards


From one other player’s hand


Special Skill – Three times during the game the Naalu


Can force another race without the


‘Diplomacy’ skill to vote their way


during the Political Phase

N’ORR
Skill of Warfare
Starting influence is only 3


Starting Credits of 50


Special Skill – always fight with a bonus of +1


Have 2 Home Planets


First Spacedock can produce up to 5 units

SOL
2 skills – Diplomacy, Trade
Only 1 Home Planet


Starting Credits of 50


First Spacedock can produce up to 7 units


Additional influence for each additional planet controlled


Receive additional credits for each of their TAs


Have 3 starting Advances [including CVs +1 movement]

XXCHA
Skill of Diplomacy
First Spacedock can produce


Starting Credits of 70
only up to 4 units


Starting Influence of 8
Only 1 Tech Advance


2 Home Planets


Special Skill – 3 times in game, can force a Political


Card to be discarded


Special Skill – gain one additional influence for each


Active Trade Agreement in the game

YSSARIL
Skill of Espionage
First Spacedock can produce


Starting Credits of 50
only up to 4 units


Starting Influence of 8


2 Home Planets


Special Skill – each time in ‘Draw Action Cards’ can


draw 2 cards and retain one, and


reshuffle the other


Special Skill – can purchase Tech Advances already


held by another race for 25 credits each

RACES’ SPECIAL SKILLS

These can be split into two categories – Absolute and Conditional

RACE
ABSOLUTE SPECIAL SKILLS
CONDITIONAL SPECIAL SKILLS

HACAN
No player can refuse to trade with the Hacan


No player can willingly break a TA with the


Hacan


Hacan TAs continue even if Hacan at war


with its partners

JOL-NAR
Tech Advances cost only 20 Cr


Jol-Nar always fight at –1 penalty
LETNEV


If  Letnev has at least one active TA,




its units[except PDS] fight at a +2




when attacking and at +1 when




defending

L1z1X
During each Draw Action Cards phase, must


nominate one target system [hex].


All L1z1X units receive a +2 on combat rolls


in that system, and a –1 in other systems,


during that turn.


L1z1X may never control ‘Elite’ units.

MENTAK
Before any Mentak space battle attack, up to
Mentak receive 1 credit during the


three Mentak cruisers or fighters may fire
‘Collect Trade Income’ phase for


one free shot. [defender gets no return fire]
each TA in play
NAALU
Once during every turn the Naalu may
Three times during the game the Naalu


look at three random Action Cards
can force another race without the

from one other player’s hand
Diplomacy Skill to vote their way


DNs movement ‘2’
during the Political Phase

N’ORR
Sardakk N’orr fight at +1 bonus

SOL


Humans receive one additional influence




for each planet controlled outside their




home system




Humans receive two additional credits




for each of their TAs

XXCHA
Three times each game, Xxcha can force
Xxcha gain one additional influence


a Political Card to be discarded.  Must use
for each active TA in the game


this ability before vote is completed

YSSARIL
Ys’ril may choose between the top two
Ys’ril can purchase Tech Advances


Action Cards each time they draw a card
already held by another race for


during the ‘Draw Action Cards’ phase.
25 credits each


The card not chosen is reshuffled


RACIAL ABILITIES AFFECTING COMBAT [DIRECTLY]

JOL-NAR

The Jol-Nar always fight with a penalty of –1.

LETNEV [conditional bonus]

If Letnev has at least one active Trade Agreement, its units [except PDS] fight at a +2 when attacking

and at a +1 when defending.

L1z1X
These have a big bonus, and also a penalty.

The bonus is that in the nominated hex all their units receive +2 on combat rolls in that turn.

The penalty is that in all other hexes all their units receive –1 on combat rolls in that turn.

MENTAK  

Before any Mentak space battle attack, up to 3 Mentak cruisers or fighters may fire one free shot

[defender gets no return fire].

NAALU

Although not operating as a bonus in the actual combat, the Naalu bonus of Dreadnoughts having a

basic movement value of ‘2’ is such a strategic advantage that it is effectively a combat bonus.

N’ORR

The Sardakk N’orr always fight with a bonus of +1.

TECHNOLOGY ADVANCES AFFECTING COMBAT [DIRECTLY]

HYLAR V ASSAULT LASER

Your Cruisers now fight at a +1.

HYLAR BOMBING DEVICE [Limited]

Dreadnoughts receive a +1 while bombarding and may bombard even if the target planet contains

defending PDS.

HOME SYSTEMS

RACE
NUMBER OF PLANETS   RESOURCES   INFLUENCE   SPACEDOCK CAPACITY

Hacan

3                    2,2,1 = 5             1,2,2 = 5

 2

Jol-Nar

2                    3,2    = 5              5,5 = 10

 4 [3 + IE]

Letnev

2                    6,4   =10               1,1  = 2

 6

L1z1X

1                              10                         0
                       11 [10 + IE]

Mentak

1                                6                         2

 6

Naalu

2                     5,1   = 6                4,4 = 8

 5

N’Orr

2                      4,1  = 5                2,1 = 3

 5 [4 + IE]

Sol

1                                6                          5

 7 [6 + IE]

Xxcha

2                       3,1 = 4               6,4 =10

 4 [3 + IE]

Yssaril

2                       3,1 = 4                5,3 = 8

 4 [3 + IE]

In rating Influence Low, Medium, or High, I took into account not only starting Influence, but

also ability to develop quickly [as planets provide Influence] which is affected by Spacedock

production capacity and CV speed.

This results in the ratings as summarised here:  HIGH          MEDIUM           LOW


                                                    NAALU       JOL-NAR          HACAN
                                                                            SOL             YSSARIL          LETNEV
                                                                            XXCHA                                 L1z1x


   MENTAK



   N’ORR

By “coincidence” all three races I gave high Influence rating also have the skill of Diplomacy; and

they are the only races to have it.

EACH RACE’S STARTING ADVANCES

RACE
PROPULSION             WEAPONS               GENERAL

Hacan
XRD ST                                 -                               -

Jol-Nar
XRD ST                        FLUXAR CB                 IE


AM DEFLECTOR

Letnev
        -                            FLUXAR CB                  -



              HYLAR V AL

L1z1X
        -
              FLUXAR CB                 IE



                                                    MT

Mentak
XRD ST
                     -                                 -


AM DEFLECTOR

Naalu
XRD ST                                -                                -


AM DEFLECTOR


WEXCON IB

N’Orr
          -
               FLUXAR CB                IE

Sol
XRD ST                                 -                             IE


AM DEFLECTOR

Xxcha
          -                                    -                            IE

Yssaril
          -                           FLUXAR CB                IE

XRD ST

All your Carriers receive +1 in movement [makes movement 2]

AM DEFLECTOR     
Your spaceships may move through Asteroid Fields

WEXCON IB

During the ‘ICS’, you are now allowed to invade two planets



in the same system in the same turn

FLUXAR CB

Your Carriers are now allowed to carry 10 units [normally is 8]

HYLAR V AL

Your Cruisers now fight at a +1

IE

Your Spacedocks are now allowed to produce one extra point per turn

MT

You receive 3 extra credits for each of your Trade Agreements



during the ‘Receive Trade Income’ phase

UNIT VALUES AND RACIAL MODIFICATIONS

UNIT
COST    NORMAL   RACE        SPECIAL         SPECIAL        NORMAL  SPECIAL


              BATTLE                        BATTLE[A]    BATTLE[B]    MOVE       MOVE

Dreadnought
   10           4(5)
            1 [1]      Naalu  2 [1]



           Jol-Nar          5(6)                     -



           N’Orr            3(4)                     -



           L1z1X           5(6)                     2(3)



           Letnev           3(4)                     2(3)

Carrier
   10           9(10)                                                                                  1 [1]     5 races#  2[1]


                                   Jol-Nar        10(?)                      -



           N’Orr            8(9)                      -



           L1z1X         10(?)                      7(8)



           Letnev           8(9)                      7(8)

Cruiser                 6           8{7}
            2 



           Jol-Nar           9{8}                    -



           N’Orr             7{6}                    -



           L1z1X            9{8}                    6{5}


                  7               Letnev            6                          5

Fighter
    4            9

            0 *



           Jol-Nar          10                          -



           N’Orr              8                          -



           L1z1X             ?                          7



           Letnev             8                          7

Ground Forces
    4           8

            0 *



           Jol-Nar            9                          -



           N’Orr              7                          -



           L1z1X             9                          6



           Letnev             7                          6

PDS
    10         7

            0 *



           Jol-Nar            8                          -



           N’Orr              6                          -



           L1z1X             8                          5

#    Hacan, Jol-Nar, Mentak, Naalu, Sol

[ ]  Movement if damaged for Capital ships [DNs and CVs]

( )  Battle Rating if damaged for Capital ships (DNs and CVs)

{ } WITH HYLAR V ASSAULT LASER [Letnev have this as a standard item]

*    OR, at speed of Carrier carrying them.

PLAYING IDEAS

Trade Agreement
· Use a 1 cr marker between two race markers to indicate extra credit due to Capital Planet,


as a reminder

· Use 3 crs as a marker together with that race’s race marker to show the extra credits it receives


due to having the Micro-Technology Advance.

Elite Fighter
· Keep the card, and put a Race Marker of your race on it to indicate it is a continuously active card.

Project ‘51’
· Keep the card, and put a Race Marker of your race on it to indicate it is a continuously active card.

THE RINGS OF TWILIGHT IMPERIUM
Ring 0 [1]   1 hex – Mecatol Rex

Ring 1 [2]   6 hexes :sub-total   7

Ring 2 [3] 12 hexes :sub-total 19

Ring 3 [4] 18 hexes :sub-total 37

Ring 4 [5] 24 hexes :sub-total 61

VARIANT SUGGESTIONS

[A]  MAP LAYOUT
The home planets are mixed in with the other hexes.  Remove β wormhole hexes and enough space hexes

to make total dealt out hexes exactly equal to 36.  This means players home planets can be anywhere on 

the map around Mecatol Rex, and also that a player’s home planet hex will probably be placed by an

opposing player.  After all of map placed, the following determination is made:  For each player,

the distance from his/her home hex and that of each other player’s home hex is calculated and bonuses

paid as per following [for two hexes adjacent to each other, the distance is 1]:

1 30 cr

2 20 cr

3 10 cr

4 +      NONE

ALTERNATE
As above, but placement of all hexes (except Mecatol Rex) is totally random.

Bonuses as per [A], plus following:

For each Supernova hex next to your home planet, + 10 cr.

For each Empty Space hex next to your home planet, + 10 cr.

[B]  TECH  ADVANCE PURCHASE VARIANT
Players can buy Tech Advances without buying the preceding Advances.

(a) The cost is [Level of the Advance x 10] + 20 credits.

(b) For Jol-Nar, instead of + 20 credits, it is only + 10 credits.

(c) For Yssaril, if that Tech Advance is already held by another race, deduct 5 credits from the 

cost in (a) above.

(d) The costs in (a), (b), (c), are reduced by 5 credits if Uni of Mecatol is LAW.

Industry Leader [LAW] applies to the player with most Advances in a field, not the one

with the highest level.

Fly on the Wall Action Card – Advance does not have to be within one step of own level,

but the cost is as per formula in (a) [even for Jol-Nar and Yssaril] minus the 20 credits;

of course, if in one step of own level, simply pay the 10 credits.

Action Card ‘Technological Breakthrough’ – cannot bypass levels.

Action Card ‘Scientist Assassination’ – can use on the isolated Advances.  However, if two

isolated Advances congruent with each other, only the higher level one of them can be

destroyed. Eg. Player A has Industrial Efficiency, Sarwen Tools, Neural Motivator.

Can destroy Industrial Efficiency or Neural Motivator, but not Sarween Tools.

SUGGESTED ALTERATIONS TO STANDARD RULES

· If Public Execution turns up on first turn, this can absolutely devastate one player; delivering a

knockout blow that basically eliminates him/her from the game.  Suggest that if this card comes

up on first turn, that it be reshuffled into deck and a new Political Card be drawn.

· Third turn is too early to place the Capital World, as it means must choose Home World as your

Capital [virtually mandated]. Suggest make it fourth turn.

· In a typical 4 player game, after a few hours, 3 players will be Foundations and 1 player a

Republic; a long way from Imperium Rex.  Need alternate Victory Conditions.

· If a race is obviously doomed, eg. its home planet has been conquered, it has no fleets remaining,

and a few planets each with a Ground Force; then there should be a means whereby conqueror 

of the Capital then has access to those resources automatically [as the new ruler of that race].

The new Capital Planet rule partly fulfills this agenda.

OPTIONAL RULES FROM BORDERLANDS – RECOMMENDATIONS

[1]   ADVANCED CONSTRUCTION
        Whilst this is an OK idea, it simply complicates bookkeeping more than is worthwhile

        Recommendation: NO.

[2]   ASSASSINS
May be of benefit in some circumstances, but again is a complication of little game benefit.

Recommendation: NO.

[3]   CAPITAL SHIPS
        A very necessary change.  Recommendation:  DEFINITELY YES.

[4]   CAPITAL  PLANETS

        A useful addition; however, having it at start of only 3rd turn means almost virtually can only

        be homeworld.

        Recommendation: YES    Recommendation Two: Adjust timing to start of 4th turn.

[5]   MINES
        If  anyone wants to use them – let them.  Recommendation: [YES].

[6]   DECLARATIONS OF WAR AND PEACE
        Basically an OK idea.  However, it neutralizes the Hacan special ability.

        Recommendation:  YES if no Hacan player.  NO if there is a Hacan player.

OPTIONAL RULES FROM DISTANT SUNS – RECOMMENDATIONS
[1]   DISTANT SUNS

       YES – Very needed addition.

[2]   PROPAGANDA [PREREQUISITE – DISTANT SUNS]
        Could be interesting, but adds quite a bit of complexity.  Recommendation: NO initially;

        possibly add in when all players are experienced TI players.

[3]   WINNARAN CUSTODIANS  [NOTE 17/10/00 – extra Neutral PDSs included in

        The Outer Rim expansion]

        [Note: only 1 Neutral PDS Counter included on Counter Sheet]

        OK – prevents taking Mecatol Rex being too easy.  Recommendation: YES.

[4]   INTERSTELLAR WAR
        Is a totally variant system of playing TI, involving use of two copies of TI.

        As such, as a general rule; Recommendation is NO.

[5]   MANIFEST DESTINY
        Needs analysis, as will affect different races in different ways.  Is basically incompatible with

        Empire’s End option, though possibly both could be used together.  At first view, seems OK.

        Recommendation is MAYBE.

[6]   ADVANCED TRADE

        Is a simple rule change.  However, makes Trade between separated empires (ie. Natural trade

        partners, in game terms) difficult.  Therefore, Recommendation is NO.

 [7]    EVENT CARDS [RANDOM PLANETS]
         Recommendation YES.  [However, check if any cards inapplicable with other options chosen].

[8]   EMPIRE’S END
        YES, but without Assassins  option.

BORDERLANDS

CAPITAL SHIPS
Dreadnoughts and Carriers are Capital ships.  A Capital ship can sustain 2 hits.  If a Capital ship takes

only 1 hit, put a Damage Marker on it to indicate its current status.  A damaged Capital ship has a 

Movement of 1, and has a –1 to all combat rolls.  To remove Damage Marker, the unit must be in the 

same system as a friendly Spacedock, and 3 credits must be paid in ‘Purchase Units’ phase.

DISTANT SUNS CHANGES TO CAPITAL SHIPS RULES

1. A ‘Damage Marker’ can only be placed on a Capital Ship if the number of Capital Ships is equal

to or greater than the number of friendly Cruisers and Fighters in the engagement.

2. A ‘Damage Marker’ can only be placed on a Capital Ship if there is none or only one already 

damaged Capital Ships in the battle, of that player’s ships.

CAPITAL PLANETS

Immediately before the ‘Political Phase’ of the third turn, every player must select a planet that they

control as their ‘Capital Planet’.  Place a ‘Capital Planet’ counter on the selected planet.

Capital Planets have the following effect:

· That planet’s resource value increases by three.

· As long as a player has a Capital Planet, he/she receives 1 extra credit for each Trade Agreement

  
he/she has in play.

· When conquered, invader immediately receives 15 credits and  adds 3 permanent influence.

· When a player’s Capital Planet is lost, he/she immediately must discard all action cards, and half

  
his/her credits (round up), and 3 permanent influence.

MINES
· Can be purchased during ‘Purchase Units’ phase, and must be allocated in the turn purchased,

 
or returned to stack of available Mine Fields.  Cost 5 credits.

· One system can never contain more than 3 Mine Fields.

· A Dreadnought can place one Mine Field per turn instead of moving.

 
Once deployed, Mine Field  can not be moved.

· Logical inference is that Mine Fields are not built at Spacedocks, and hence do not count

 
towards the Spacedock’s production limit.

· Mine Fields do not affect ships leaving Mined system, nor those units remaining in the system.

· Mine Fields affect the next fleet to enter the mined system, even if of same race that placed

 
the mines.

· The effect of mines is determined immediately after the ‘Movement Segment’, and before the

 
‘Space Battle Segment’.

· If a ship, or group of ships, moves into a system containing one or more Mine Fields, they may suffer damage from the Mine Fields.  Roll two dice for each Mine Field, one at a time:

 


2 – 13   No Effect




14 – 17   1 Hit




18 – 19   2 Hits

20 3 Hits

· If the first Mine Field destroys all incoming ships, any Mine Fields remaining in the system

 
are unaffected.

· A Mine Field is destroyed after it has rolled on the above table.

DISTANT SUNS – MINES

If using the ‘Empire’s End’ game variant, then the following Damage Chart is used for mines:


Roll           Effect

  2 – 10      No effect


11 – 15       1 Hit


16 – 18       2 Hits


19 – 20       3 Hits

BORDERLANDS MINES – AN ANALYSIS

	RESULT 

ON 2D10
	CHANCE

 TO ROLL
	EFFECT
	AVE. HITS TOTAL

 = CTR x E

	       20
	      0.01               
	 3 HITS
	            0.03

	   18 - 19
	      0.05
	 2 HITS
	            0.10

	   14 - 17
	      0.22
	 1 HIT
	            0.22

	    2 - 13
	      0.72
	 0 HIT
	            0.00

	   TOTAL
	
	
	            0.35


A Mine Field has a 35% chance of doing an (average of) 1 hit.  A Mine Field costs 5 credits.

A Cruiser has a 30% chance [if has no other bonuses] of doing 1 hit.  A Cruiser costs 6 credits.

From this it might seem that they are of comparable destructive value [if you ignore Cruiser’s strategic movement capability].  HOWEVER, the minefield is a 1 shot weapon, whereas, if the cruiser misses it can shoot again.  [Also cruiser can survive an encounter, whereas mine self-destructs].  So if have 1 DN (cost 10 crs) + 2 mines (cost 10 crs) = 20 crs versus either 3 cruisers (cost 18 crs) or 2 DNs (cost 20 crs) the invading force will generally win; therefore the mines are not worth getting [and this is without the consideration that they also tie down a DN, can affect own units, and have no movement capability].

There are two situations in which a minefield does no damage – if it is not activated, or if it is activated but does no hits of damage [72% chance of latter].

EFFECT OF TWO MINEFIELDS

	COMBINED

 HITS
	CHANCE
	CH x C

	          0  
	  0.5184
	  0.0000

	          1
	  0.3168
	  0.3168 

	          2
	  0.1204
	  0.2408

	          3
	  0.0364
	  0.1092

	          4
	  0.0069
	  0.0276

	          5
	  0.0010
	  0.0050

	          6
	  0.0001
	  0.0006

	     TOTAL
	  1.0000
	  0.7000


Two mines have 70% chance of doing 1 hit on average.

EMPIRE’S END MINE
EFFECT OF 2 EMPIRE’S END MINES

	RESULT

ON 2D10
	CHANCE

TO ROLL
	EFFECT
	AVE.HITS TOTAL

= CTR x E
	
	COMBINED

HITS
	CHANCE
	CH x C

=AVE HITS

	      2 - 10
	       0.45
	  0 HIT
	    0.00
	
	         0
	  0.2025
	  0.0000

	     11 - 15
	       0.40
	  1 HIT
	    0.40
	
	         1
	  0.3600
	  0.3600

	     16 - 18
	       0.12
	  2 HITS
	    0.24
	
	         2
	  0.2680
	  0.5360

	     19 - 20
	       0.03
	  3 HITS
	    0.09
	
	         3
	  0.1230
	  0.3690

	   TOTAL
	       1.00
	
	    0.73
	
	         4
	  0.0384
	  0.1536

	
	
	
	
	
	         5
	  0.0072
	  0.0360

	
	
	
	
	
	         6
	  0.0009
	  0.0054

	
	
	
	
	
	     TOTAL
	  1.0000
	  1.46


DECLARATIONS OF WAR AND PEACE

AT THE BEGINNING OF THE GAME ALL RACES ARE CONSIDERED TO BE  AT WAR WITH EACH OTHER.

· If two players are At War with each other, then they may not initiate Trade Agreements with each other [not even the Hacan].

 They are allowed to attack and invade each other as they see fit.

· If two players are At Peace with each other, they may trade with each other.

They are not allowed to attack or invade each other.

DECLARATION OF PEACE

During the ‘Political Phase’, players who are ‘at war’ with each other can declare peace.

Both players must agree.

DECLARATION OF WAR
During the ‘Political Phase’, any player may declare war against a player with whom he/she is currently ‘at peace’.

Immediately after a declaration of war, any Trade Agreement between these players is discarded

[The Hacan may choose to discard or keep existing Trade Agreement].

SURPRISE ATTACKS

A player who is at peace with another player is allowed to declare and initiate an immediate attack at any time.  The player who breaks the peace in such a way must immediately pay 30 credits to the bank, and loses 5 permanent influence.

General Theory of Combat

Let average combat capability unit with average movement/speed be the standard for comparison.

Then

Any unit of superior combat capability has a tactical advantage.

Any unit of superior movement/speed has a strategic advantage.

Any unit superior in both aspects is strategically and tactically advantaged.

In Twilight Imperium, the Naalu DN, especially when the Naalu get the easily [for them] obtained Type IV Drive, is this unit, which is both strategically and tactically advantaged.

It is three times [two times if no Type IV Drive] faster than any other DN, and outguns any non-DN, and has the durability typical to all Capital Ships {DNs and CVs].  Their CVs and Cruisers [and units carried in CVs] will also be movement 3.  Their DNs should proceed in advance wiping out opposing ships and bombarding enemy occupied planets – doing reconnaissance in force, which opponents will have difficulty responding to.

Let us look at each race in terms of their potential as an opponent for the Naalu, and then as a combatant in their own right in general terms and what best suits them:

ENEMIES OF THE NAALU

Hacan – 
 have no combat bonuses.

Jol-Nar –
their units have inferior combat ability.

Letnev - 
might have a defensive bonus [subject to precondition].

L1z1X  - 
as receive a +2 combat bonus in one hex, and –1 in all other hexes, the Naalu must decide whether to consolidate attack on one hex or split between several hexes.  Potentially, is toughest opponent. 

Mentak – 
their units are average in defense.

N’Orr – 
have a superior combat bonus, but DNs only move 1 like everyone else [other than the Naalu themselves]. Still, are the toughest opponent.

Sol - 
have no combat bonuses.

Xxcha -
have no combat bonuses.
Yssaril - 
have no combat bonuses.

ASSESSMENT OF EACH RACE
HACAN


Have no combat bonuses, but their CVs move at speed 2, so CVs and Fighters would be their initial choice.

JOL-NAR


Their units have inferior combat ability, as they fight with a penalty of –1.  The unit with which they can most easily neutralise the penalty is the cruiser, as they have the Weapons Advance before the HAL, so they can spend 20 credits [not the normal 30 credits] so as to make their cruisers have a normal combat roll/role.

LETNEV


Have a big general combat bonus, but based on the precondition that they have a Trade Agreement active.  If this precondition is met, then their units have the following associated values [relative to the normal cost of the respective units]:


Dreadnought +20% => 12 points.

Carrier +70% => 17 points.


Cruiser +50% => 9 points.

Fighter +75% => 7 points.


CVs and Fighters are their most economic units.
L1z1X


Their CVs start at movement 1, and they have the Weapons Advance before the HAL; so should prioritise purchasing first Propulsion Advance and the Second Weapons Advance to give them HAL cruisers.  Do have a Combat Bonus and also Penalty.  Each turn, except for one nominated hex, all their units receive a –1 combat penalty [like the Jol-Nar].  However, in that one nominated hex, all their units receive a +2 combat bonus.  This latter favours CVs and Fighters.  The former favours Cruisers [as with the Jol-Nar for the same reason].

MENTAK


Their CVs have movement 2.  All their ships have normal Battle and Movement values.
Their special skill involves a combat advantage, and is hard to quantify.  It is, “before any Mentak space battle attack, up to three Mentak cruisers or fighters may fire one free shot [defender gets no return fire].”  Two things are obvious from this:

(1) Mentak get no defensive advantage.

(2) It is clear that cruisers and fighters are the units of choice for the Mentak, especially the 

cruisers – as having at least 3 cruisers in any attack force gives the best chances with the three free shots.

NAALU


As previously noted the Naalu DN is unique in its movement capability.  The ramifications and intricacies associated with this are such that they are discussed in a separate item that follows this section, which will deal also with the construction choices for the Naalu.

N’ORR


Their general +1 combat bonus gives all their units a tactical advantage, but strategically they are actually inferior due to their CVs initially being only movement 1.

SOL



Have no combat bonuses, but their CVs move at speed 2, so CVs and Fighters would be their initial choice.

XXCHA



Have no combat bonuses, and their CVs start with movement of 1.  So must buy first Propulsion Advance as a priority, and then obtain CVs and fighters.

YSSARIL


No Combat Bonuses, and their CVs start with movement of 1.  Need to buy first Propulsion Advance and the second Weapons Advance to give them HAL cruisers, as a high priority.  These will only cost them 25 credits each instead of the normal 30 credits each.   Then both CVs and especially cruisers will be good value to purchase.

SPECIAL NOTES ON THE NAALU DREADNOUGHT

Until Hylar V Assault Laser effect makes cruisers to hit +1, a Naalu DN is effectively worth 14 points – ie. better than 2 CAs though only costs 10 points.

As Naalu can easily get Type IV Drive, the extra speed of +1 making their DNs speed of 3 effectively restores their superior worth.

This also means that certain card effects relating to DNs are more advantageous for the Naalu, viz:- 

Deep Space Hijack, Rally of The People.

Also certain cards, while not specifically affecting DNs, due to the DNs moving as fast as your other ships, thereby keeping pace with them, your fleets gain full advantage from these cards, viz:-

Chemical Warfare, Flank Speed, In The Silence of Space, Leader, Tactical Barrage.

Also, because your DNs are worth more than their cost, the effects of certain cards are ameliorated, viz:-

Spatial Jump [Note: This card has a prerequisite of the Skill of Technology which Naalu do not normally have].

However, it also means that certain Political Cards can have an adverse effect, viz:-

Arms Reduction, The Phrelmanx Effect, Unconventional Weapons, Parker Convention.

However, the Naalu’s second special skill can usually counter these.  Also, as pointed out in Distant Suns, p12, Section 7.0, you are not limited by the number of counters for your race as to how many DNs you can build.

Naalu Strategy Notes

An attacking unit’s movement ceases once it enters a defended hex, ie. one occupied by unit[s] of another race [Exception: Fighters alone cannot interdict].

This means that a single ship could block a fleet from reaching a target hex in that turn.

This makes the Naalu’s ability to get movement 3 fleets even more valuable as they can go round a single blocker [and so quite often can their fleets at speed 2].

The advantages of superior speed are:

1. Ability to reach a stationary target with combined force.

2. Ability to intercept a mobile target.

3. Evasion.

4. Regrouping.

The Naalu DN

If a DN is damaged, its movement reduces to 1.  This removes the great advantage that a Naalu DN has over all other DNs.  In view of this, to retain their Strategic Advantage/Initiative – their “Edge” [as for any other race’s DN, damage is an inconvenience – slightly reducing its combat power and durability; but for a Naalu DN it is crippling, reducing it strategically to the status of an ordinary DN], a Naalu DN Squadron should be accompanied by a CV with Fighters to act as attrition units to soak up damage.

Other races also will use attrition units, but for tactical reasons excepting preservation of CVs.

The economic difference of 1 point between the loss of a fighter [4 points] and repairing a DN [3 points] is miniscule in comparison to the advantage of having the DN retain its full movement capability and preserving squadron integrity.

For similar reasons, if have a fleet consisting only of DNs [eg. 6]; if two hits taken it is better to destroy one DN than damage two [for the Naalu], and although there is a considerable economic loss here, it is generally worth it [exception: if operating in circumstances where do not need movement greater than 1, say if protecting a base or otherwise operating in a purely defensive mode].  Also, if DNs accompanied by CAs, destroy a CA in lieu of damaging a DN.

The above are not inflexible rules – if a DN can afford the time to be repaired, and this won’t delay any fleet operation or it won’t be needed in that operation, then sure – let it take damage and then be repaired to full condition.

Also, you will need an accompanying CV with GFs for purposes of occupying any planets that you conquer [& maybe also PDSs]; so indeed probably need 2 CVs with your squadron of DNs.
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   FLEETS

Naalu move from A to B, destroy enemy force at B and conquer the planet.

Next turn they can destroy fleet at C and conquer the planet; and enemy fleet at D cannot get to C unless they have a special action card, like Flank Speed – still not enough to enable any DNs in D to get to C.  

If fleets at A and D exchanged position it is even worse for opponent, as would conquer B then A without any chance for oppoonent fleet to catch up [of course Signal Jamming is a threat – but is rare].
TACTICAL RESULTS AS AN ASPECT OF STRATEGY

Say that an enemy has 4 CAs in a hex and you have 2 DNs that you can move in to attack those cruisers.

Battle Probability Analysis indicates that the 2 DNs should destroy the 4 cruisers, possibly with the loss of 1 DN.  However, one of the possible results although of low probability, is that the 2 DNs both miss, and all 4 cruisers hit resulting in demolition of the DNs and leaving all 4 cruisers alive and in control of that hex.

This low probability is by no means low enough to be discounted; therefore before even considering commencing an attack one must make certain determinations.  This is guided by certain simple principles, which can be grouped under one title as follows:

The Rule of Affordable Engagement

(1) If you can afford to lose, then attack.

(2) If you cannot afford defeat, then do not attack.

(3) If you will lose if you do not attack, then attack.

The third rule has a corollary; if you can still win if you do not attack, then do not attack.  It is not listed as one of the guiding principles, as it is an esoteric guideline that is best ignored, because it is subservient to the first two principles, which are more practical guides.

The principles are best illustrated by example.  If your 2 DNs are a major part of your force and their destruction will imperil your home planet, then they must be preserved.  In this situation you must try to keep what you have whilst constructing new forces, letting the enemy come to you, until you are strong enough to take the battle to him.  Also that enemy might then turn to concentrate his forces on a different opponent.

Of course, other considerations can come into this – if the enemy can destroy the other opponent and become immensely strong whilst so doing, then the two imperilled forces must consider cooperating, ie. forging an alliance to survive the immediate crisis, which might require taking risks that are not in your best short-term interest.

Conversely, whereas the previous paragraph was using an example based on the second principle, the first principle can be invoked when you are in a position of strength.  Indeed, one in these circumstances can initiate an attack where the odds are against you, as any loss you suffer cannot hurt you as much as any loss that the enemy suffers.  This does not mean that you foolishly defy the odds thoughtlessly, but rather that one can engage in conflicts where in theory the enemy might have a slight edge, eg. if you proceed with an attack using 6 cruisers against his 4 DNs.  If you manage to destroy two of his DNs while losing 5, or even all 6, of your cruisers; this may hurt him more than it hurts you if you still have a substantial fleet in reserve and he doesn’t.

Third principle is a bit trickier, but is based on a concept that occurs in many games and real life situations.

It occurs in card games when you are going to lose anyway, unless a certain play of the cards works, and you then act based on the assumption that that line of play will work.  It is also useable as a defensive principle.

Of course, many players seem to operate on this principle automatically, whilst ignoring the more often occurring and more applicable first two principles.

The second principle can be phrased as, “if insufficient forces remain for that loss to be minor, then do not engage, even though the odds seemingly favour you”.

The first principle can be phrased as, “even if odds do not favour you, but you can afford the losses, then be aggressive”.  This concept need not merely apply to offense but also to defense, such as more loosely structuring your defense[ie. spreading it out more] than would be normally wise.

Note also, that before launching an aggressive operation, you should build up your reserve forces, so that you will be in a strong position even if your operation goes badly, and if it succeeds you can follow up on it quickly to gain the effect of rapid exploitation and to prevent the enemy having time to recover and repulse your occupation.

COUNTERATTACK

Many games use the concept of the move through, where one can pass your forces through a hex occupied by enemy unit(s) providing you meet certain conditions, such as leaving twice as many units in that hex as what the enemy has there.  In TWILIGHT IMPERIUM  this does not apply except with rare exceptions caused by certain cards, or if one has the fifth Propulsion Advance, the Talkin Deep-Space Evasion Computer.  This has interesting consequences, because unless one has so much movement that one can move around an obstacle, then it is possible for a single ship to block a complete fleet.  Note that fighters do not have this ability.

This enables the use of pickets or scouts whose purpose is to block an enemy’s advance, and which enables you to set up a counterattack by your previously positioning forces next to the blocking hex on a side that the enemy cannot normally reach.  So if he attacks and destroys your picket, then you can then attack and destroy whatever forces he sent in to destroy your picketing ship.  Additionally, those forces that survive this fight will then become a replacement picket.

INITIAL STRATEGY

When first creating the map, it is a good idea if one of your map hexes has a ‘4’ resource planet on it, to place this hex 2 hexes away from your home planet [towards Mecatol Rex if possible].  That way, you can shortly into game put a Spacedock on that planet, giving you an advantage in movement [and for a race like the Hacan better ship production also].  It also increases the total number of units you can build, and for the Hacan it is highly advisable because of the pathetic rating of their home planet’s spacedock  as a unit producer.

MISCELLANEOUS STRATEGY NOTES

If you have a situation where you have a fleet at your Spacedock, and you wish to attack the hex of an opponent who has gone before you, but are worried that if you move your fleet another opponent with a fleet in range of your Spacedock who will move after you will then attack the hex vacated by your fleet – there is a solution which enables you to be flexible, to try both options – let the fleet that would normally go after you go first – use your option here.
Repairing Capital Ships in the Purchase New Units Phase has two advantages – it costs 3 points versus 4 points for a fighter [though a fighter has an attack], and it happens immediately.

The Naalu DN advantage only occurs in the middle game, as early on there are no DNs and later movement is often hampered by other factors as a general rule.

The Letnev have an early advantage because they have an initial resource base of 10 and the capability to immediately construct 6 units in a turn.  If they have some good resource planets nearby this greatly enhances their initial development speed as they also can easily afford to immediately uprate their CVs to a movement of two.

MISCELLANEOUS GAME NOTE

Although each race has same class of units, and there are only several different types of ships, each race’s ship counters have racially unique ship design – different to other races, and each class of ship also different.

COMPARISON OF DN AND PDS  [BOTH COST 10 CR]

DN ADVANTAGES





PDS ADVANTAGES
Battle 4  [vs PDS 7]

Movement 1  [vs PDS 0]




PDS can be moved by CV

PDS can fire once as soon as enemy enters system protected by PDS

DN can bombard once defending GF



PDS can fire once on invading GFs









PDS prevents DN bombarding

DN can lay Mines

DN has 2 hit points
PDS cannot be harmed in combat, but dies automatically if an invasion successful

Like ships, PDS can fire once in each Space Battle Segment, but as SBS is a repeatable sequence, can effectively like ships fire more than once in SBS ???

WHEN PDS AND SHIPS CAN FIRE

INDIVIDUAL TURN PHASE
SHIP

PDS

GFs
Movement Segment


NO

YES

NO

Space Battle Segment


YES – M
YES **
NO

Invasion Combat Segment

NO – D
YES – G
YES – MG

Remarks

YES – M
Ships can fire at each other more than once

YES – G
At Ground Forces only

NO – D
An Exception is DNs at enemy GFs, but not if any PDS on planet unless 

DN player possesses Hylar Bombarding Device

YES – MG
GFs can shoot at each other more than once

YES **
to be determined if once or multiple times

Note on Mines – 2 errors in Example on p6 Borderlands

· In the example given, both DNs must remain, not just one
· ‘17’ is 1 hit, not 2 hits

RAPID DEPLOYMENT FORCE STRATEGY  is theory only not yet tested

One does not purchase DNs nor CAs, only CVs; one loads these with Fighters and GFs.

Advantages






Disadvantages
CVs are faster than DNs [due to XRD] except for Naalu
CVs have less chance to hit

CVs have 2 hit points, unlike CAs 1 hit point
Ftrs have less chance to hit [⅔ of CAs chance]

Fighters only cost 4 credits each, versus CAs 6 credits
Ftrs have no independent movement

Only CVs can carry GFs
Ftrs can quickly ‘use up’ the Spacedock’s production capacity

As one needs CVs to convey your GFs, this means

Only DNs can bombard, so would have 

they are performing a double service



to use GF invasion to destroy enemy GFs

If CV destroyed, any GFs and PDSs it is carrying are also destroyed

If CV destroyed [and you have no Spacedock in that system] then all fighters immediately destroyed.  [This situation is rare; can only arise if opponent has an Elite Fighter] 

SPECIAL CONSIDERATIONS

1. Each race has 5 Spacedock counters.  The rulebook specifically states that cannot 

have more than 5 Spacedocks for any one player.  This implies that a player can build more units than his/her race has counters for; as otherwise why bother with such a restriction?  [There is a Borderlands card, Blitz, which allows a player to take control of an enemy Spacedock].  In the TWILIGHT IMPERIUM FAQ on page 12 of Distant Suns it specifically says there is no counter limit for other units, thus resolving this matter.  This also resolves a matter arising with the card Latest Craze, which is a card played by one player, that compulsorily requires that each other player must build a unit of the type selected.  The only exception is if they have insufficient credits to purchase the unit.

2. [A].  Quite early in the game, each player will control about 6 planets [on average].

There are a couple of cards, Rise of a Messiah, and , Voluntary Annexation (2 copies), that give you additional Ground Forces [RoaM, one on each of your planets !, and VA, three on one planet].

2.  


[B].  Deep Space Hijack, provides you with a free DN or CA


     

  Rally of the People, provides you with 2 free DNs


     

  Civil Defense, provides you with 2 free PDSs.

DISTANT SUNS CARDS THAT GIVE ADDITIONAL MILITARY UNITS

CARD


UNIT [S]
Local Pride

Spacedock OR PDS OR 2 GFs

Hail


GF on each of ‘Content’ planets

Winnaran Expansion
Neutral GFs

DISTANT SUNS COUNTERS THAT GIVE ADDITIONAL MILITARY UNITS

COUNTER

UNIT [S]
Gun symbol

Neutral GFs

Flag symbol

2 GFs

Factory symbol
Spacedock [at cost of 5 credits]

OTHER PECULIARITIES [P] AND QUERIES [Q] AND ALSO NEEDS [N]

[P]
Players can virtually do nothing in first turn, as have no ships yet.

[P]
With Retreats – attackers can gain another hex of movement.

[P]
There is a sameness to how each game starts, and what players must do at start – building Carriers and Ground Forces

[Q]
Can a Carrier that has retreated, and has Ground Forces on board, use them to occupy a vacant planet in the system that they have withdrawn to?

[N]
A rule that enables that when you have two of your Carriers in the same hex [and with no enemy units present], that you can transfer Ground Forces and Fighters [and PDSs?] from one CV to the other CV.

GENERAL OBSERVATION : TWILIGHT IMPERIUM favours a Passive Strategy.

A Re-examination of each Race’s Best Unit Purchasing Strategy

General Principles

Fighters are necessary as an attrition unit to soak up damage.

Carriers [CVs] are necessary to accompany [and transport] the Fighters.

If you can quickly kill the enemy by virtue of superior strength combat units in superior quantities [ie. Capital ships], then you do not need attrition units.

COMMENTARY ON RETREAT RULES

TI uses a turn based system like that in most earth based historical board wargames, in which one player has a turn in which he/she moves and attacks, then next player has their turn, etc.

One consequence of this is the concept that only the attacker can retreat.  Historically this is because defender is dug-in and defending a territory/position, but even historically defenders retreated.

Also the status of attacker and defender becomes moot with turn based system, with the one whose turn it is to move being classed as attacker and all that they attack as defenders.¥

But when Russian forces surrounded Von Paulus’s army, the Germans were defenders, no matter whose “turn” it is.

[As a sidenote, one of the classical situations of real history is that of an enemy who occupy the territory around a fortress but cannot take the fortress, and then fortress’s relief army comes along to defeat siegers.  This cannot happen in TI, as no fortresses/battlestations (though a planet with PDSs and a spacedock can approximate this situation)].

[¥ also some systems, not TI, give defenders a bonus].

To return to main topic; in TI only attacker can retreat, not defender, and this is a hangover from older style wargames.  Also it is an all or none proposition; this maybe logical with historical game where army unit integrity must be maintained, but not with a space game.  There is no logical reason why some units do not ‘hold’, while others retreat.  Indeed, logically they are providing cover for a retreat, or withdrawal where their force is overwhelming [& therefore no longer needs to commit excess ships there but can move them to where they are more needed].

Another thing is restrictions on where retreat can occur to.  This is a logical consequence of strict turn based systems, where retreat is basically giving free additional movement and one does not want this abused.

BATTLE – EQUIVALENT UNITS CHART [IE. IGNORING MOVEMENT]  [ALSO EXCLUDES GROUND FORCES]

BATTLE
NON – CAPITAL UNITS



CAPITAL UNITS 

RATING
WITH THIS RATING  # 



WITH THIS RATING

2

-





L1z1X DN in its special hex.

Letnev DN attacking, if have a TA.


3
Damaged L1z1X DN in its special hex.

N’Orr DN.

Damaged Letnev DN attacking, if have a TA.
Letnev DN defending, if have a TA.


4
Damaged N’Orr DN




Normal DN.



Damaged Letnev DN defending, if have a TA.


5
Damaged normal DN




Jol-Nar DN

Letnev Cruiser attacking, if have a TA

L1z1X DN if not in its special hex.



L1z1X PDS in its special hex



L1z1X cruiser with HAL in its special hex

6 Damaged Jol-Nar DN

Damaged L1z1X DN, if not in its special hex

L1z1X Cruiser in its special hex

Letnev Cruiser defending, if have a TA

N’Orr PDS

N’Orr Cruiser with HAL


7
N’Orr Cruiser





L1z1X CV in its special hex.

Letnev Cruiser [if no TA]



Letnev CV attacking, if have a TA.



L1z1X Fighter in its special hex



Letnev Fighter attacking, if have a TA



Normal PDS



Normal Cruiser with HAL


8
Damaged L1z1X CV in its special hex

N’Orr CV.

Damaged Letnev CV attacking, if have a TA

Letnev CV defending, if have a TA.



Normal Cruiser



N’Orr  Fighter



Letnev Fighter defending, if have a TA



Jol-Nar PDS



L1z1X PDS if not in its special hex



L1z1X Cruiser with HAL if not in its special hex



Jol-Nar Cruiser with HAL


9
Damaged N’Orr CV




Normal CV



Damaged Letnev CV defending, if have a TA



Jol-Nar Cruiser



L1z1X Cruiser if not in its special hex



Normal Fighter

          10
Damaged normal CV




Jol-Nar CV

Jol-Nar Fighter




L1z1X CV if not in its special hex


?
Damaged Jol-Nar CV



Damaged L1z1X CV if not in its special hex

#
Damaged Capital  Units are reduced to equivalent of a non-Capital unit if they start a battle



phase in damaged condition.


DN
Dreadnought

CV
Carrier

TA
Trade Agreement


HAL
Hylar V Assault Laser

BATTLE – EQUIVALENT UNITS CHART [GROUND UNITS]



GROUND FORCES




SHOCK FORCES

3

-





L1z1X SF in its special hex.

Letnev SF attacking, if have a TA.


4

-





N’Orr SF.

Letnev SF defending, if have a TA.


5

-





Normal SF.


6
L1z1X GF in its special hex



Jol-Nar SF.

Letnev GF attacking, if have a TA


L1z1X SF if not in its special hex.


7
N’Orr GF



Letnev GF defending, if have a TA


8
Normal GF

9
Jol-Nar GF

L1z1X GF if not in its special hex


GF
Ground Forces


SF
Shock Forces

Note:  SFs are not purchased units, and as there is a limitation on how many you can have at one time [3];
it is advisable to kill them off quickly [ie. for you to treat your own SFs as expendable units, so

that you can quickly get replacements].

HAL
The Hylar V Assault Laser Weapons Technology Advance is the only significant Technology Advance giving a combat advantage directly to mobile units versus other mobile units, and it only affects Cruisers, to which it gives a +1 combat bonus.  The only race which actually starts with this are the Letnev; however, a number of other races [4] start with Fluxar Cargo Bays which is the Weapons Technology Advance immediately preceding the Hylar V Assault Laser.  These races are the Jol-Nar, the L1z1X, the N’Orr and the Yssaril.  So, it is easily possible for these races to get the Hylar V Assault Laser.

PECULIARITIES [Ps] AND QUERIES [Qs] RELATING TO THE ABOVE 
[P]
The Jol-Nar are a race called the Hylar.  Presumably the Hylar V Assault Laser was created by the Hylar.  However, the Hylar do not start the game with it but the Letnev do.  Therefore the alternate explanation is that the Letnev invented it to enable them to assault the planet Hylar V.  This explains the name more satisfactorily, especially the ‘V’ in the name.

[P/Q]
What is the Battle value of a damaged Jol-Nar CV?  Similarly, what is the Battle value of a damaged L1z1X CV that is not in their special nominated hex? 

[Q]
When in The Outer Rim it says “The combat value of all Shock Forces is ‘5’”; is that prior to racial modifications?  Presumably yes.

SPECIAL STRATEGY FOR THE L1Z1X

The L1z1X must nominate which is to be their special hex in the Draw Action Cards phase, which is well before the Individual Turns.

This is an advantage for the other players; but it might be turned to the L1z1X’s advantage.

Say that you have a large fleet at C.  

An enemy has two potential target hexes that you can attack, A and B.

If you nominate B as your special hex, he may rush reinforcements to B from A if his Individual Turn is first.  Or, if B is already more heavily guarded, he will  not send units to A.  You can then attack A in your turn, because although your combat rating is worse, you have superiority of numbers.

Your deception has benefited you.

Another way this can be used to your advantage is as a deterrent.  Say that you have something at X that an enemy fleet at Z wishes to attack.  You nominate Y as your special hex, and the opponent may think that you are going to block there [say your influence is higher so 
that you have option of whether to have your individual turn before or after him/her].  If you first, 
but move somewhere else instead then this may befuddle him/her [especially if its possible have an applicable Action Card].  More likely 
is that this is a genuine block attempt and He/she will move away after you move forces into Y. 



NOTES ON THE TWO PLAYER GAME

In the original game box there were not enough Ground Force counters available for each race.  Of course, two solutions to this problem occurred.  Firstly, that one could use counters of other races or substitutes of your own construction to make up the shortfall.  Secondly, an expansion of the game provided a lot of extra counters.
Before dealing with the general case of the two-player game, I wish to mention that from my earliest look at this issue, it seemed to me that in Sol versus Jol-Nar that Sol had a great advantage.  As there are now ten races, that means that forty-five different pairings are possible.  I will tabulate results here of results of all these pairings where each pairing has a best-of-three contest, which is 135 matchups in total as a long term project, but in shorter term I will give each pair only one contest for a total of 45 matchups which should be enough to show rough trends.  The playing conditions for each contest will involve the use of only the original rules and components with the exception of the Capital Ship rule from Borderlands [and of course the four new races; two from Borderlands and two from The Outer Rim].
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In the body of the table, the name of the race winning a contest will be given [in lowercase letters].

NOTE OF 7TH March 2005 – obviously did not proceed with this rather arduous task, as not worth the effort for the result – as for starters a two-player contest would be rare.

PLAYER GAME LOG FOR TWILIGHT IMPERIUM

TURN


PLAYER A
PLAYER B
PLAYER C
ONE

PROGRESS

CRs received

UNITS purchased

HEXES attacked

ATTACK results

PLANETS conquered

UNITS LOST

TRADE INCOME

ADVANCES BOUGHT

NEW UNIT PLACINGS

THIS IS OBVIOUSLY AN INCOMPLETE IDEA

PUNS AND SPECIAL REFERENCES IN THE GAME

Yssaril is a variant of Israel

Sacul G is G(eorge) Lucas backwards

Burocratt is a variant spelling of Bureaucrat

Llxed Halc is ‘held call x’?

Thalnos is 

Mecatol Rex is an anagram of Camelot Rex

Ixth is

The Cam Gib disease on the card Quarantine is Big Mac backwards

Mot Nesretep is Tom Petersen backwards

Altarus & Nehiar are 

Latvina is 

Phrelmanx is

Dwarn Kembb is 

Dientz is

Nxill is

S.A.L.T. 2000 “I have become death, the destroyer of worlds...” Strategic Arms Limitation Talks, and a Shiva reference

Climb Mount Nitaka  The Japanese code phrase for the attack on Pearl Harbor

accdehllx =>head ccllx; clad hex cl;

air hen  rust lar  lair, rustle, 

aalintv  vitalan;  

abbdekmnrw => man, drake, bad, war, 

deintz  nz diet  

aaaehilnrrstu => rail hunt alas,,salt liar 

Elbbuh is Hubble backwards

DISTANT SUNS

1. Before gameboard is created, shuffle all Domain Counters and place them, face 

down, in the empty game box.

2. After gameboard is created, take at random one Domain Counter and place it face 

down for each neutral planet.  Do not place a DC on Mecatol Rex.

3. DC effects take place immediately after the initial invasion has taken place.

4. If a DC has a red star [(] in the lower right corner the planet harbors a 

Civilization.  IF you are playing with the ‘Propaganda’ game option, immediately place a ‘Neutral’ Status Counter on the planet.

5. If a DC has a green circle [(] in the upper left corner, the DC is permanent.  That 

DC remains in play through the rest of the game.

6. If a player comes into control of a planet without actually invading it (for example,

using a ‘Voluntary Annexation’ or ‘Manifest Destiny’),  he/she must disregard any effects of the DC.  If the counter contains a Civilization, however, a ‘Neutral’ Status Counter is still placed on the planet.  If, for any reason, a planet becomes unoccupied after its DC has been revealed, it remains ‘blank’ (ie. does not receive a ‘new’ DC).

DISTANT SUNS

NEW RULES

[A]
DOMAIN COUNTERS


Sub-Rules

[I]
PROBING


[II]
RAZING


[III]
PROPAGANDA – Civilizations

· Status

· Propaganda Phase - Martial Law Segment

· Sway Segment

· Rebellion Segment

   



    -    Invading Civilizations

[B]
OPTIONAL RULES


[I]
WINNARAN CUSTODIANS


[II]
INTERSTELLAR WAR


[III]
MANIFEST DESTINY


[IV]
ADVANCED TRADE


[V]
EVENT CARDS

[C]
RULES CHANGES


[I]
CAPITAL SHIPS


[II]
MINES [IF USING EMPIRE’S END]

[D]
TOURNAMENT VERSION GAME - EMPIRE’S END

THE OUTER RIM

NEW RULES

Larger map-board, including placement variations.

Minor (non-Neutral) Races.

Seven and Eight player game.

Nebula – may affect movement.

Gravity Rift – may assist or impede movement.

Shock Forces.

Leaders.

Updated Random Planet Chart.

LEADER CROSS-REFERENCE CHART

	                                                          LEADER TYPE

	RACE
	General
	Diplomat
	Admiral
	Scientist
	Agent

	
	
	
	
	
	

	Hacan
	1
	1
	
	1
	

	Jol-Nar
	
	
	1
	2
	

	Letnev
	1
	1
	1
	
	

	L1z1X
	
	1
	
	1
	1

	Mentak
	
	1
	1
	
	1

	Naalu
	
	1
	1
	
	1

	Sardakk N’Orr
	2
	
	1
	
	

	Sol
	
	1
	1
	
	1

	Xxcha
	
	2
	1
	
	

	Yssaril
	
	
	1
	
	2

	
	
	
	
	
	

	
	
	
	
	
	


Note: Yssaril Admiral is omitted from list on back of The Outer Rim rulebook, but they have a counter for it from which it can be determined that their unlisted leader is an Admiral.

THE HEXES

HEX DESCRIPTION

     DETAILS
            RESOURCES  INFLUENCE  R+I  added

MECATOL REX                         Central Planet                      1                      9
                    10

THE EMIRATES OF HACAN   3 Planets

2,2,1 =   5
2,1,2 =   5

10

UNIVERSITIES OF JOL-NAR  2 Planets

3,2    =   5
5,5    = 10

15

THE BARONY OF LETNEV     2 Planets

6,4    = 10
1,1    =   2

12

THE MENTAK COALITION    1 Planet


  6

  2

  8

SARDAKK N’ORR

     2 Planets

4,1    =   5
2,1    =   3

  8

FEDERATION OF SOL
     1 Planet


  6

  5

11

THE XXCHA KINGDOM
     2 Planets

3,1    =   4
6,4    = 10

14

THE YSSARIL TRIBES
     2 Planets

3,1    =   4
5,3    =   8

12

TORKAN


     1 Planet + 





     Wormhole α

  3

  3

  6

QUANN


     1 Planet + 


  





     Wormhole α

  3

  1

  4

COORNEEQ


     1 Planet + 





     Wormhole (

  2

  1                      3

WORMHOLE


     Wormhole (

  -

  -

   -

SACUL G + LAZAR

     2 Planets

4,2    =   6
0,2    =   2

  8

CENTAURI + GRAL

     2 Planets

4,2    =   6
2,3    =   5

11

NEW ALBION + STARPOINT  2 Planets

2,1    =   3
2,2    =   4

  7

MEHARXULL + MELLON
     2 Planets

2,1    =   3
1,1    =   2

  5

CRONOS + TALLIN

     2 Planets

2,2    =   4
2,2    =   4

  8

ABYZ + FRIA

     2 Planets

4,2    =   6
0,1    =   1

  7

LORTIV+WELLON+BEREG    3 Planets

3,2,1 =   6
0,1,3 =   4

10

EMELPAR


     1 Planet


  2

  4

  6

VEFUT II


     1 Planet


  2

  1

  3

THIBAH


     1 Planet


  2

  1

  3

LODOR


     1 Planet


  3

  3

  6

TEQU’RAN


     1 Planet


  3

  4

  7

RIESCUE


     1 Planet


  3

  0

  3

TAR’MANN


     1 Planet


  1

  4

  5

SAUDOR


     1 Planet


  3

  0

  3

OLERGOOT


     1 Planet


  2

  1

  3

SUPERNOVA x 2


-


  -

  -

  -

ASTEROID FIELD x 3

-


  -

  -

  -

SPACE x 18



-


  -

  -

  -

THE NAALU COLLECTIVE    2 Planets
                5,1    =    6         4,4    =  8
                    14

THE L1Z1X MINDNET
    1 Planet


10

  0

10

HOPES END


    1 Planet


  1

  1

  2

KOSTBOTH


    1 Planet


  1

  4

  5

LAZUL REX


    1 Planet


  0

  4

  4

ZOBATT


    1 Planet


  2

  2

  4

MEER + ARINAM

    2 Planets

3,1    =   4
1,1    =   2

  6

DAL BOOTHA + XXEHAN     2 Planets

1,2    =   3
1,2    =   3

  6

LOR + ARNOR

    2 Planets

2,3    =   5
2,0    =   2

  7

QUCEN’N + RARRON
    2 Planets

4,1    =   5
0,3    =   3

  8

GRAVITY RIFT


-


  -

   -

  -

NEBULA x 2



-


  -

   -

  -

ORIGINAL ACTION CARDS

        

ORIGINAL POLITICAL CARDS

NAME

      QTY
NAME

     
  QTY

NAME


           QTY
Alien Artifact

1
Council Dissolved


Arms Reduction (LAW)

      1

Chemical Warfare
2
      [Diplomacy or Warfare]        1

Convention of Nxill (LAW)
      1

Civil Defense

1
Influence in the Merchants’

Council Empowered (LAW)                  1

Disclosure

2
            Guild
 
         4

Crown of Thalnos (LAW)

      1

Elite Fighter

3
In The Silence of Space
         2

Expansion Suppression

      1

Fantastic Rhetoric
2
Master of Trade

         1

Free Trade (LAW)

      1

Flank Speed

4
Merciless Offensive
         1

Holder of Mecatol Rex (LAW)
      1

Good Year

2
Rally of the People
         1

Holy Planet of Ixth (LAW)
      1

Leader


1
Rise of a Messiah

         1

Humane Labor (LAW)

      1

Local Efficiency

1
Scientist Assassination
         1

Limits to Individual Power (LAW)        1

Lucky Shot

2
Secret Industrial Agent
         1

Long Term Truce (LAW)
 
      1

Morale Boost

4
Set Agenda [Diplomacy]
         1

Public Execution


      1

Rare Mineral

1
Spatial Jump [Technology]         1

Revote



      2

Sabotage

5
Stellar Criminals

         2

Short Term Truce (LAW)

      1

Signal Jamming

3
Technological Breakthrough      1

Support for Development

      1

Skilled Retreat

4
Touch of Genius

         2

The Book of Latvina (LAW)
      1

Successful Spy

2
Trade Stop [Trade or


Trade Embargo (LAW)

      1

Trade Agreement
              12
      Diplomacy]
        
         1

Trade Restrictions (LAW)

      1

VETO


1
Voluntary Annexation
         2

Unconventional Weapon (LAW)           1

BORDERLANDS ACTION CARDS                  

 BORDERLANDS POLITICAL CARDS

NAME



ALL QUANTITY = ONE

NAME



 
Blitz








Clean Space (LAW)

Climb Mount Nitaka






CLEANSING

Convoy Raiders







Convention of Sacul (LAW)

Deep Infiltration







Fine Print

Deep Space Hijack






Industry Leader (LAW)

Evolution







Lend – Lease (LAW)

Field Repair







LOC (LAW)

Fly on the Wall







Quarantine (LAW)

Galactic Phonebook






Repeal

Iron Vest







Revote

Latest Craze







Stellar Olympics

Local Unrest







The Phrelmanx Effect (LAW)

Minesweep







The Way of the Knife (LAW)

Planned Investment






Trade Tax (LAW)

Project ‘51’







University of Mecatol (LAW)

The Wind of Change






Wormhole Freeze (LAW)

DISTANT SUNS

ACTION CARDS

EVENT CARDS


POLITICAL CARDS

Anarchy



Community Service


Free Space (LAW)

Diversified Trading

Coup Attempt



Free Speech (LAW)

Elite Carrier


Environmental Upheaval


Internal Affairs

Elbbuh Clarity


Hail




Neutral Zone

Lights Out


Hazardous Duty



Parker Convention (LAW)

Local Pride


Ion Storms



P.O.W. (LAW)

Reparations


Liquidity



Revotes

Sabotage


Meteor Storm



S.A.L.T. 2000 (LAW)

Tactical Barrage


Pollution

Terrorism


Science Convention

Trade Agreement [2 cards]

The Hand of God





Winnaran Expansion

CARDS FROM ALL SETS IN ALPHABETICAL ORDER

ACTION CARD


            QTY

Alien Artifact

Anarchy [DS]

Blitz [B]

Chemical Warfare



2

Civil Defense

Climb Mount Nitaka [B] ***

Convoy Raiders [B]

Council Dissolved [Diplomacy or Warfare]

Deep Infiltration [B]

Deep Space Hijack [B]

Disclosure



2

Diversified Trading [DS]

Elite Carrier [DS]

Elite Fighter



3

Elbbuh Clarity [DS]

Evolution [B]

Fantastic Rhetoric



2

Field Repair [B]

Flank Speed



4

Fly on the Wall [B]

Galactic Phonebook [B]

Good Year



2

Influence in the Merchants’ Guild

4

In The Silence of Space


2

Iron Vest [B] ***

Latest Craze [B]

Leader

Lights Out [DS]

Local Efficiency

Local Pride [DS]

Local Unrest [B]

Lucky Shot



2

Master of Trade

Merciless Offensive

Minesweep [B] ***

Morale Boost



4

Planned Investment [B]

Project ‘51’ [B]

Rally of the People

Rare Mineral

Reparations [DS]

Rise of a Messiah

Sabotage [DS=1]



6

Scientist Assassination

Secret Industrial Agent

Set Agenda [Diplomacy]

Signal Jamming



3

Skilled Retreat



4

Spatial Jump [Technology]

Stellar Criminals



2

Successful Spy



2

Tactical Barrage [DS]

Technological Breakthrough

Terrorism [DS]

The Wind of Change [B]

Touch of Genius



2

Trade Agreement [DS=2]

              14

Trade Stop [Trade or Diplomacy]
VETO

Voluntary Annexation


2




POLITICAL CARD


QTY

Arms Reduction (LAW)

CLEANSING [B]

Clean Space (LAW) [B] ***

Community Service [EVENT] [DS]
Convention of Nxill (LAW)

Convention of Sacul (LAW) [B]

Council Empowered (LAW)

Coup Attempt [EVENT] [DS]

Crown of Thalnos (LAW)

Environmental Upheaval [EVENT] [DS]

Expansion Suppression

Fine Print [B]

Free Space (LAW) [DS]

Free Speech (LAW) [DS]

Free Trade (LAW)

Hail [EVENT] [DS]

Hazardous Duty [EVENT] [DS]

Holder of Mecatol Rex (LAW)

Holy Planet of Ixth (LAW)

Humane Labor (LAW)

Industry Leader (LAW) [B]

Internal Affairs [DS]

Ion Storms [EVENT] [DS]

Lend-Lease (LAW) [B]

Limits to Individual Power (LAW)

Liquidity [EVENT] [DS]

LOC (LAW) [B]

Long Term Truce (LAW)

Meteor Storm [EVENT] [DS]

Neutral Zone [DS]

Parker Convention (LAW) [DS]

Pollution [EVENT] [DS]

P.O.W. (LAW) [DS]

Public Execution

Quarantine (LAW) [B]

Repeal [B]

Revote [B=1]                                                              3

Revotes [DS]
S.A.L.T. 2000 (LAW) [DS]

Science Convention [EVENT] [DS]

Short Term Truce (LAW)

Stellar Olympics [B]

Support for Development

The Book of Latvina (LAW)

The Hand of God [EVENT] [DS]

The Phrelmanx Effect (LAW) [B]

The Way of the Knife (LAW) [B] ***
Trade Embargo (LAW)

Trade Restrictions (LAW)

Trade Tax (LAW) [B]

Unconventional Weapons (LAW)

University of Mecatol (LAW) [B]

Winnaran Expansion [EVENT] [DS]

Wormhole Freeze (LAW) [B]

[B]  BORDERLANDS CARDS

[DS]  DISTANT SUNS CARDS

***  SPECIALTY USE CARDS

IF QTY NOT GIVEN THEN IT IS 1

CARDS AFFECTING A PARTICULAR TYPE OF UNIT

POLITICAL CARDS

CARD NAME


EFFECT









Arms Reduction

All units cost an additional 2 credits, and all players must remove all but 





two DNs.

Clean Space


Only one mine may be placed on any star system.  No mines may be




added to a star system that already contains one or more mines.





No mines already in play are affected.

Community Service

Roll three random planets.  Owners receive 3 credits per GF unit





stationed there.

Crown of Thalnos

The elected player’s Ground Forces now fight at +1.

Environmental Upheaval
These planets cannot be invaded this turn.  Any PDS on these planets





will not function this turn.

Free Space


PDS may not fire when a fleet enters its system.

Hail



Owners may place a free GF unit on all ‘Content’ planets.  (ignore





this effect on unoccupied planets).

Hazardous Duty

Roll two random planets.  Owners must pay 2 credits for each GF




present if ‘Discontent’ or in ‘Rebellion’.

Humane Labor

The Production limit of all Spacedocks is lowered to 2.

Lend-Lease


During the ‘Market Phase’, each player may ‘give’ one Ground Force





to another player.

Parker Convention

All DNs can no longer bombard OR PDS cost only 6 credits.

P.O.W.



Defending GFs may surrender to an invading force before invasion





combat begins.  The Attacker must pay 2 credits per surrendering





unit and then removes them from play or immediately must place





them upon any planet in their home system.

Quarantine


No Ground Forces may be built on the elected planet.

Support for Development
During the next ‘Place New Units’ phase, all players receive a free





Spacedock.

Unconventional Weapons
All DNs receive –1 to all combat and bombardment rolls.

Winnaran Expansion

Roll one random planet.  Place one Neutral GF unit on each





unoccupied planet in this and adjacent systems.

CARDS AFFECTING A PARTICULAR TYPE OF UNIT

ACTION CARDS

CARD NAME


EFFECT









Blitz



Take control of any enemy Spacedock and  PDS on the invaded planet.

Chemical Warfare

If you have a DN in a system containing an enemy controlled





planet, destroy half of the defending Ground Forces.  Can bypass





enemy PDS.

Civil Defense


Place 2 free PDS on any planet under your control.

Deep Infiltration

All PDS on one enemy planet are useless.

Deep Space Hijack

As an enemy fleet enters a system with at least one planet occupied





by you, remove one DN or CA from the fleet and place a





corresponding ship of your own fleet in your home system.  If you





have Piracy or Espionage, you may hijack two ships.  [[You cannot





use this card if the enemy fleet enters your home system].

Diversified Trading

You establish trading relationships with the smaller governments of





the galaxy.  As long as any ‘Neutral’ GF counters remain in play,

you collect 3 credits during the ‘Collect Trade Income’ phase.

Elite Carrier


Fleet experts design the ultimate Carrier prototype.  Nominate one




new Carrier as elite.





Elite Carrier: +2 in movement.  May Probe and invade a planet





during the same ‘Invasion Combat Segment”.  All Fighters based on





this Carrier fight at +1.

Elite Fighter


Nominate one new  Fighter as elite ...

Local Efficiency

One of your Spacedocks is extremely efficient.  For the remainder of





its existence, it can produce three additional units.


Local Pride


Play this card on any ‘Content’ planet.  Roll a die, and place the





appropriate unit(s) there:





(1-3) A Spacedock  (4-6) A PDS  (7-10)  Two GFs.

Lucky Shot


Destroy one enemy DN or CA currently in a system containing a





planet under your control.

Minesweep


[Requires: Technology].  Eliminate all mines from one star system.

Project ‘51’


Nominate one new Cruiser as elite.  This CA is treated as a capital ship





[2 hit points] and receives a +2 on all combat rolls.

Rally of the People

Receive two DNs in your home system.

Reparations


After being successfully invaded, force the invading player to pay you





3 credits for each GF you lost during the invasion.

Rise of a Messiah

Receive one Ground Force on each planet that you control.

Secret Industrial Agent
...Destroy any Spacedock that is not in a home system.

The Wind of Change

Sacrifice one Fighter to destroy any enemy ship.

Voluntary Annexation

... Place three Ground Forces there.

SPECIAL


Scientist Assassination
Subtract one Tech level from any player.

Technological Breakthrough
Advance one Tech Level in any field.

These two cards have an indirect effect, that may affect a particular type of unit [or all of your ships].

CARDS AFFECTING A PARTICULAR RACE

ACTION CARDS

CARD


  RACE[S] AFFECTED  EFFECT







Convoy Raiders
  Hacan

     As Hacan most likely to have a Trade Agreement,







     they are marginally more likely to be affected by this.

Deep Space Hijack
  Mentak, Yssaril
     The two ‘new’ races are also the ones who can most







     effectively use this card.

Industry Leader
  Jol-Nar

     Favorable for Jol-Nar

Lights Out!

  Jol-Nar

     Jol-Nar are more capable of using this early in game.

Science Convention
  Jol-Nar

     Most capable of being able to benefit from this card.

Trade Agreement
  Hacan

     As no Trade Agreements in Borderlands, they are







     likely to come up less quickly & less frequently; so







     a very slight disadvantage for the Hacan.

DISTANT SUNS Domain Effects Counters relating to particular units or rules:
GROUND FORCES
Gun symbol – neutral GFs

Flag symbol

Biohazard symbol

Radiation symbol

Spice symbol

RESOURCES [Extra Credits]
Monetary symbol

Binary symbol

Spice symbol

TECH ADVANCES
Binary symbol

SPACEDOCK
Factory symbol

INFLUENCE
Biohazard symbol

Psychic Frogs

TRADE AGREEMENTS
Spice Symbol

ACTION CARDS
Wormhole symbol

PROPAGANDA STATUS
Crossed-swords symbol

SPECIAL NOTES ON ACTION CARDS
Alien Artifact – Mass Destruction Effect – Use Pre-condition.

Evolution – Skills you can choose from are:


        Diplomacy, Espionage, Piracy, Technology, Trade, Warfare.

CARDS [ACTION AND POLITICAL] RELATING TO NEW UNITS OR RULES

ASSASSINS
*
xxxxxxxxxx
Iron Vest

The Way of the Knife
**
zzzzzzzzzzzz
Coup Attempt **

CAPITAL PLANET
Local Unrest

DAMAGE [CAPITAL SHIPS]
Field Repair

MINES
Clean Space

Minesweep

WAR AND PEACE
Climb Mount Nitaka

DOMAIN COUNTERS
PROBING – Elbbuh Clarity

 - [Elite Carrier]

Diversified Trading *

Winnaran Expansion **

PROPAGANDA
Anarchy

Coup Attempt **
Free Speech

Hail

Hazardous Duty *

Local Pride

S.A.L.T. 2000

Terrorism

RANDOM PLANETS

Community Service

Coup Attempt **
Environmental Upheaval

Hazardous Duty *
Ion Storms

Liquidity

Meteor Storm

Pollution

Science Convention

The Hand of God

Winnaran Expansion **
WINNARAN CUSTODIANS
Diversified Trading *

Winnaran Expansion **

TWILIGHT IMPERIUM – AN OVERVIEW

WHAT IS TWILIGHT IMPERIUM
Twilight Imperium [TI for short] is a boxed boardgame, of the type known as a ‘wargame’, and the sub-type ‘space wargame’.  It is produced by an American games company called ‘Fantasy Flight Games’ [aka Fantasy Flight Publishing], and designed by Christian T. Petersen, copyright 1997.

In its original edition [a new edition has come out in 2001], it consists of a large, colourful cardboard box 38 cm x 31 cm x 5 cm, with the game’s sub-title ‘Pax Magnifica Bellum Gloriosum’, which is Latin that means ‘Magnificent Peace or Glorious War’.

In its original conception it is a game for 2 to 6 players, lasting 3 to 6 hours, of low complexity, not suitable for solitaire play, and using for its mapboard what is known as a Hexplay system.  [The Hexplay system is also found in TI’s fantasy sister game ‘Battlemist’; one can also find the same method used in the very popular, famous German boardgame ‘The Settlers of Catan’].

In a hexplay system [also known as a geomorphic system], the gameboard is constructed by placing a number of large hex pieces together according to a combination of a set of rules and either personal choice or random allocation.  The hex pieces are about 8 cm in diameter, made of solid cardboard 2 mm thick, creating when assembled a hexagonal board approximately 60 cm in diameter.

As well as the basic game of TI there are three separate supplements that expand the game, another supplement [Twilight Armada] that contains plastic miniatures, an RPG [Role Playing Game] spinoff, and a very simple card game called ‘Mag Blast’ loosely based on it.  The three expansions in chronological order are Borderlands [1997], Distant Suns [1997] and The Outer Rim [1998].

The Basic Game
This contains 47 of the Hexagon Map Board Pieces, one representing the central world of Mecatol Rex which is in all games and always in the centre, eight Homesystem Hexagons [one for each of the six races that are in basic TI, and two for use with two new races and their game pieces that are in Borderlands], and of the remaining 36 hexagons only enough are used to create a mapboard consisting of a total of 37 hexagons.  The number of Homesystem Hexagons used is equal to the number of players with each of them in control of one homesystem at start of game.

In addition there are also other game elements, specifically 76 Action Cards, 20 Political Cards, 6 Player [Race] Charts, 2 diecut sheets with 476 units [details later], 2 10-sided dice, one Galactic Progression Chart, one 16-page rulebook, and a 4-page background booklet.

The background story for the game is that one race ruled a galactic empire in which its six major subject races inherited its ruling role after its overthrow, and now compete amongst themselves to be the ruling power.  It is a game of expansion of territory, economic resources, military forces and political influence.  One can win the game by being first to reach certain victory conditions, or by eliminating all other players.

The diecut sheet counters consist of general counters of various types, most important of which are the Credit counters which represent buying power; and then each race has counters to represent its armies [Ground Force counters], its production units [Spacedock counters], its static defence units [PDS (Planetary Defense Systems) counters], and its naval might [counters for Dreadnoughts, Cruisers, Carriers and Fighters].

The Basic Game [continued]

The Turn Sequence for the game consists of ten phases.

The first phase, ‘Progression Phase’, is simply a check of each player in regard to the victory conditions, which has no effect on any player unlike in several other games.

The second phase, ‘Market Phase’, involves trading/deals amongst the players.

The third phase, ‘Political Phase’, is connected with the drawing and use of a Political Card that can influence the game in one of many different ways.

The fourth phase, ‘Draw Action Cards’, during which each player draws one of these cards and retains it in their hand until used.

The fifth phase, ‘Receive Credits’, is when players receive money they can use to buy things, and roughly depends on how many planets you control [not all planets are of equal worth].

The sixth phase, ‘Purchase Units’, is when players pay for [but do not yet get to use] the various units represented by their race counters.

The seventh phase, ‘Individual Turns’, is when the major part of game playing time is consumed.  In this phase each player, starting with one player [the active player], performs a number of actions before play moves onto the next player.  This phase consists of three main segments:

Movement Segment: the active player moves his/her units around on the board.

Space Battle Segment: the active player can initiate one or more battles with one or more other players.

Invasion Combat Segment: the active player can invade defenders’ planets.

The eighth phase, ‘Collect Trade Income’, is when players can receive more credits if they have a Trade Agreement with one or more other races.

The ninth phase, ‘Technology Phase’, is when players can purchase improved capabilities for their race.

The tenth phase, ‘Place New Units’, is when players get to put on the board the new units that they purchased in the sixth phase.

UNITS THAT EACH RACE HAS 

Ground Force –1 = 18

Ground Force –2 =  2

Ground Force –3 =  1

Ground Force –5 =  1

Spacedock = 5

Fighter –1 = 4

Fighter –2 = 2

Fighter –3 = 2

Fighter –4 = 1

Fighter –5 = 1

Cruiser –1 = 7

Cruiser –2 = 3

Cruiser –3 = 2

Cruiser –5 = 2




Carrier –1 = 4

Carrier –2 = 1

Dreadnought –1 = 7

Dreadnought –2 = 2

PDS –1 = 4

PDS –2 = 2

PDS –3 = 1

Race Marker = 9

T/R/I Markers = 3

Shock Force = 3

NOTE: Jol-Nar and N’orr

each have five Fighter –1.

L1z1X have a Target System

Marker.


GENERAL COUNTERS

Capital = 6

Damage =18

Mine = 20

Progression = 10

#s 1-6 = 6

Assassin = 6

Credit –1 = 24

Credit –5 = 21

Credit –10 = 45

Elite = 6

Leader = 30

Neutral GF –1 = 11

Neutral GF –2 = 2

Neutral PDS –1 =3

BORDERLANDS
This expansion adds to the basic game some new general counters, the counters and playing charts for two new races [which make the total number of races from which a player race is selected eight], 32 new cards [16 Political Cards and 16 Action Cards], and six ‘Optional Rules’.

The six optional rules are:

Advanced Construction [allocates purchased units to specific Spacedocks]

Assassins [adds a new type of purchased unit which can gravely affect the target race, or be assigned as a Bodyguard to counter other Assassins]

Capital Ships [makes Dreadnoughts and Carriers tougher ships, as they should be]

Capital Planets [makes a particular planet more valuable, and also more of a target]

Mines [a new type of purchased unit that is of little worth]

Declarations of War and Peace [creates a differentiation between allies and enemies].

DISTANT SUNS
This expansion adds some play aid components, the ‘Distant Suns’ game option which adds complexity and involves the use of a number of new counters called ‘Domain Counters’ and a sub-option called the ‘Propaganda Phase’, and several optional rules:

The Winnaran Custodians [defensive forces for Mecatol Rex]

Interstellar War [a variant involving the use of two playing boards]

Manifest Destiny [a new colonization method]

Advanced Trade [puts a condition on establishing a Trade Agreement].

Distant Suns also adds 32 new cards [12 Action cards, 8 Political Cards, and 12 Event Cards which are a type of variant Political Card]; Errata for Capital Ships, and Mines; Empire’s End [Tournament Rules].  Also TI FAQ and Card Clarifications/Errata.

THE OUTER RIM
This expansion adds13 new mapboard tiles which enable the addition of an extra ‘ring’ on the mapboard which makes it over 70 cm in width.  It also adds the concept of Minor Races [in contrast to the Great Races controlled by the players].  Also added is the ability to play a normal game of TI with seven or eight players, two new types of systems [Nebula and Gravity Rift], and two new races making the total number of races that players can select their races from ten.

In addition two new types of units are added, Shock Forces and Leaders.

QUERIES

1. Holy Planet of Ixth

What if planet has a Spacedock on it?  And Industrial Efficiency?  Presume = 0 Production.


Must a planet be elected?

2. PDSs

If 2 planets in a system and a PDS on one; can it fire at Ground Forces invading the other planet?
Presume Yes.

3. Latest Craze

What if that race has none of that unit remaining?

4. Deep Space Hijack

What if you have no remaining such unit?


If remove a DN, can one replace it with a Cruiser, or vice versa?

5. Convoy Raiders

Can you use this on one of your own Trade Agreements?

6. Signal Jamming

Can one still use Skilled Retreat on jammed fleet?

7. Rally of the People

What if do not have 2 DNs available?

8. Civil Defense

What if do not have 2 PDS available?

9. Rise of a Messiah

What if do not have all these Ground Forces available?

10. Convention of Nxill


What if in first round of space combat destroy enemy space force – must you still retreat or can you then do a planetary invasion?

11. Touch of Genius

Is deck reshuffled after choice of card?

12. Revote
     
If Holy Planet of Ixth is revoted on – can a different planet be chosen?

13. Phrelmanx Law and Flank Speed

I’d say the Action Cards are neutralised.

14. Deep Space Hijack and In the Silence of Space


A fleet using ItSoS passes through an enemy system.  Can he use DSH?


I’d say NO.
15. A Query regarding combat options

I have two DNs in a system in which two planets, each of which has one enemy GF on it.


Which of the following three options apply:

a) Roll for 2 DNs, and then apply the result to planet(s) of your choice.

b) Can roll 1 DN and hit its target, before roll for other DN.

c) Must select target for each DN, then roll both together.

Re: 3, 4, and 7 – IT FAQ in DS, states that the counter mix is not limiting.

TWILIGHT IMPERIUM – HOW IS IT PLAYED
IN THE BEGINNING
In the game of Chess there are standard openings.  Similarly with TI, as there are very few options at the beginning, and starting conditions favour certain races having a better, quicker start, and certain races having a slow start.  The Political Cards and Action Cards may have an effect at this stage, but for now in this analysis they will be ignored, and they will be treated with in a separate analysis.


So for each race at this stage there are three things it can start doing:

i. Construction of one or more small exploration fleets [units do not become active until turn after 


construction].

ii. Buy a Technology Advance [limit of one per turn].

iii. Move exploration fleets to nearest resource worlds.

There is a certain latitude at the beginning, but only suitable for certain races and therefore basically only available as an option to them.  This is a choice between three modes, which I have labelled Standard, Aggressive, and Super-Aggressive.

AN EXAMINATION OF THE EFFECTS OF ACTION AND POLITICAL CARDS

 IN THE EARLY GAME

THESE ARE CARDS THAT CAN BE A FACTOR IN THE EARLY GAME:

ACTION CARDS:

Blitz  [if user race has been aggressive in its expansion].

Civil Defense  [if an opponent is very aggressive]

Convoy Raiders  [only useable by Mentak]

Deep Space Hijack  [if user race has been aggressive in its expansion] or [if an opponent is very



aggressive] can be quite useful [especially for Mentak, Naalu and Yssaril]

Elite Carrier  is useful at any stage, especially in early game

Elite Fighter  as its use basically requires attrition units of your own, would very rarely be an


          early game use card

Evolution  unlikely to be of use early in game as you won’t know which skill that you require

Fantastic Rhetoric  same qualifying statement as with VETO below

Flank Speed  may be useful or may not be

Fly on the Wall  very useful as provides a good bargain, and almost certainly an opponent will be



           buying an applicable Tech Advance in the early game

Good Year  can be a nice bonus earner

Influence in the Merchants’ Guild  reduce the Trade income of two of your opponents

In The Silence of Space  [if user race has been aggressive in its expansion].

Latest Craze  only limited times when this will be of any other than minor effect.

Local Efficiency  This can be very handy, especially for a race with very low production capacity



such as the Hacan.

Local Unrest  [only if using Capital Planets rule]  can be quite effective against an opponent

Lucky Shot  [if an opponent is very aggressive] and you have a Fighter available in the right place

Master of Trade  if you fulfil the condition, then this is very nice

Planned Investment  this has a good chance of being useful

Rally of the People  [if an opponent is very aggressive] OR in helping to prepare your mid-game 



strategy.

Rare Mineral  very nice

Rise of a Messiah  can aid your expansion, as you do not have to go to a spacedock to pick up

additional forces to exploit a planet.  Also can enable you to gather up a large Invasion Combat force.

Sabotage  This powerful card is useful in all stages of the game

Scientist Assassination  can be very useful to ‘derail’an opponent

Secret Industrial Agent  can slow down an opponent in the early game if they have obtained an





extra spacedock

Set Agenda  [only useable by Naalu, Sol and Xxcha]  might be useful

Signal Jamming  slows down a selected opponent; useful at any time in the game

Skilled Retreat  [if an opponent is very aggressive]  useful if this situation arises

Spatial Jump  [only useable by Jol-Nar and L1z1X]  despite the high penalty for its use, its surprise




factor makes it useable at anytime

Stellar Criminals  has a certain nuisance value against selected target

Successful Spy  obviously can be of great value at anytime

Trade Stop  [only useable by Hacan, Naalu, Sol or Xxcha]  can be useful

Technological Breakthrough  very useful

The Wind of Change  if you have a Fighter and either you or your opponent are aggressive

Touch of Genius  obviously, this is useful at anytime

Trade Agreement  useful at anytime

VETO  handy IF a Political Card turns up that will harm you [and not your opponents], but most 


 likely of little use

Voluntary Annexation  this card is a rarity, because as a general rule it is only useable in the early



   game; is quite handy then

POLITICAL CARDS
Expansion Suppression 
is useful for a race that has a slow start, such as the Hacan, BUT, is most



     

unlikely to be voted for by the other players

Holder of Mecatol Rex  
this card if successfully voted in as LAW makes Mecatol Rex an even more



   

inviting target

Holy Planet of Ixth  

target race can be slightly hurt

Humane Labor  

only the Hacan are likely to favour this; it won’t be voted in

Internal Affairs  

this can be disadvantageous for the victim at any stage

Public Execution 

this loss early in game can be devastating to chosen target

Quarantine  


this can be nasty in early game for target player

Support for Development  
this is useful for all players in early game [except in first turn for players




       
with only one home planet (L1z1X, Mentak, Sol)]

The Book of Latvina  

this card is bad news at anytime, but is unlikely to ever be successfully





supported

The Hand of God 

the effects of this are literally unpredictable

The Phrelmanx Effect  
generally, even if passed, this card will be of negligible effect in early turns

Trade Embargo 

this card is nasty for the victim at any stage

University of Mecatol 
is of mild benefit to everyone, at any stage

TWILIGHT IMPERIUM – HOW IS IT PLAYED
THE MIDDLE GAME
This is when main expansion occurs, and where you must be very careful with your choice of allies and enemies.  It is also where each race’s special skills and racial traits [ie. your basic tendencies in Resources and Influence, and level of Technological Advances and your ability to progress in them]

become major factors.

AN EXAMINATION OF THE EFFECTS OF ACTION AND POLITICAL CARDS

IN THE MIDDLE GAME

THESE ARE CARDS THAT CAN BE A FACTOR IN THE MIDDLE GAME:

Basically all cards are effective at this stage, and hence it is far simpler to list those few cards that are not applicable during this main part of the game:

ACTION CARDS

Alien Artifact
with its prerequisite of more than ten Tech levels, this card is unlikely to become useable at this stage, even by the Jol-Nar.

Diversified Trading
the condition for this is unlikely to be sustained, and its benefit is pretty minor anyhow.

Latest Craze


this becomes very minor.

Voluntary Annexation
this card is unlikely to be useable now, unless an invader mutually destroys his/her GFs and also all your GFs and PDSs that are on that planet, OR you deliberately vacate the planet [although timing issues make this unlikely or a desperate stratagem].  One other use of this card is as “padding”, ie. as partial protection versus the “Successful Spy’ card, but that is a fairly esoteric reason.

POLITICAL CARDS

All are effective in the middle game.

AN EXAMINATION OF THE EFFECTS OF ACTION AND POLITICAL CARDS

IN THE LATE GAME

THESE ARE CARDS THAT CAN BE A FACTOR IN THE LATE GAME:

ACTION CARDS and POLITICAL CARDS

Alien Artifact becomes useable.  All other comments are as for Middle Game.

TECHNOLOGY PROGRESSIONS – THEORETICAL ASSESSMENT

PROPULSION ADVANCES

XRD Star Class Transporter  All your Carriers receive a +1 in movement.
Vital Advance to have.

Antimass Deflector  All your spaceships may move through Asteroid Fields,
Is of minor use; 

but may never end their turn in an Asteroid Field.  
its main importance is that it is needed to get the higher level Propulsion Advances.

Wexcon Invasion Barges  During the ‘Invasion Combat Segment’, you are
Is very handy to 

now allowed to invade two planets in the same system in the same turn.
have early in game, but also difficult to obtain for many races.

Type IV Drive  All your ships move at +1(in addition to other modifiers).
Very good, and very hard to get, except for the Naalu.

Talkin Deep-Space Evasion Computer  Your ships may now move

Could be of some

through systems containing enemy spaceships 




slight use, but is









generally only

available in late game

anyhow.

Spatial Jump  Before your ‘Movement Segment’, you may dedicate one

The strategic



 fleet to go anywhere in the galaxy.  After the jump, remove

advantage is



 half of the credit value of the fleet (round up).


awesome; but the

tactical [economic] cost is terrifying.

WEAPONS ADVANCES

Fluxar Cargo Bays  Your Carriers are now allowed to carry 10 units.
This is of no practical

use, & must be bought

to get to the good ones

after it.

Hylar V Assault Laser  Your Cruisers now fight at a +1.


A useful ability.

Xlite Mass Drive  Your Fighters may now move independently at a 
May be of assistance

movement of 1.  A fleet containing only Fighters



for a pure combat,

cannot interdict an enemy fleet





but for colonization 

one still needs the

Carriers, ie of little use

Deep Space Cannon  During your ‘Space Combat Segment” each of 
Of some minor benefit.

your P.D.S. may fire once at one enemy fleet

in an adjacent system.

Hylar Bombing Device  Dreadnoughts receive a +1 while bombarding
This is a good one.




     and may bombard even if the target planet





     contains defending P.D.S.

X-89 Bacterial Attack Form  A bombarding Dreadnought may choose
Of limited use,  

to use this attack, destroying all enemy presence on the target planet.
only if against a  

The X-89 bombarding player loses 5 permanent influence points

fortress world

per bombardment.







that was virtually

  









impregnable.

Also the penalty is 

too high.

GENERAL ADVANCES

Industrial Efficiency  Your Spacedocks are now allowed to produce one

Is a useful




 extra unit per turn





ability.

Micro-Technology  
You receive 3 extra credits for each of your Trade

Is useful in itself

Agreements during the ‘Receive Trade Income’




and precedes the phase










also useful next

Advance.

Sarween Tools  
Each of your planets receives a +1 in resources.

Very useful.

Neural Motivator  
You may draw an additional Action Card every turn.
Very useful.

Transit Diodes  
During your ‘Movement Segment’, you may move up to
Could be quite



    
three Ground Forces from any one of your planets to
handy.



    
another.

Master of Production  You are now allowed to place your new units

Very useful; can 




   directly on the board during the ‘Buy New Units’

give an ‘edge’.




   phase.

EACH RACES RATING IN TERMS OF ADVANCES IN EACH OF THE THREE FIELDS

Level 0 =Bad      Level 1 = Fair       Level 2 = Good      Level 3 = Excellent 

RACE

PROPULSION
WEAPONS

GENERAL

points
Hacan

Fair


Bad


Bad


1

Jol-Nar

Good


Fair


Fair


4

Letnev

Bad


Good


Bad


2

L1z1X

Bad


Fair


Good


3

Naalu

Excellent

Bad


Bad


3

Mentak
Good


Bad


Bad


2

N’Orr

Bad


Fair


Fair


2

Sol

Good


Bad


Fair


3

Xxcha

Bad


Bad


Fair


1

Yssaril

Bad


Fair


Fair


2

points column added 7th March 2005 – is not that relevent probably.

SECOND EDITION

COMPARISON WITH FIRST EDITION

I  THE BOX

Old Box – 38.5 x 30.5 x 5 cms
2ndEd Box – 40 x 31.5 x 6.5 cms.

II  CONTENTS OF BOX

Original Box

16 page rulebook with charts for Technology Progressions, Turn Sequence and Unit Values on back

41 Hexagon Map Board pieces

76 Action Cards [7.0 x 5.4 cm]

20 Political Cards [7.0 x 5.4 cm]

2 BORDERLANDS Hex Home Systems

6 Player Charts

1 Galactic Progression Chart

1 Price/Unit data Chart

2 Diecut Sheets with game pieces [476 Units]

2 Dice [10-sided]

4 Page Background Booklet




New 2nd Edition  Box

20 [unnumbered] page rulebook 

[incorporates Race Backgrounds]

with Distant Suns Domain Effects, Turn Sequence and Unit values and planet diagram on back

39 Mapboard hexagonal pieces

78 Action Cards [7.0 x 4.7 cm]

34 Political Cards [7.0 x 4.7 cm]

1 Galactic Progression Chart

18 [6 x 3] Sprues of Plastic Playing Pieces [84 x 6 = 

504]

1 Dice only [10-sided]

10 Sheets [each 12 cards] of Tech Advances

4 Sheets [2 on each] “Race” cards

4 Sheets of “Credit chits”

4 Sheets of Miscellaneous chits

6 Plastic Stands [for Race cards]

III THE UNITS

Original game had cardboard counters for ships, and each race had its own unique ship design on counters [ie. one race’s DN looked different to another race’s DN, etc].

The 2nd edition has no racial differentiation in race designs, just different colours.

Original design scheme also had a particular colour associated with each race:-

Hacan – 
Yellow

JolNar – 
Purple

Letnev – 
Light Grey

N’orr – 
Red

Sol – 

Very Light Blue

Xxcha – 
Light Green

There were also 2 Expansions each introducing  2 more races:-

Mentak – 
Orange

Yssaril – 
Dark Green

L1z1x – 
Dark Blue

Naalu – 
Fawn


[plus Expansion with no new races; and another expansion with plastic ships].

In contrast, the colours of the plastic pieces are Blue, Black, Green, Red,White, Yellow [all ‘dark’].

Also plastic ships are non-stackable [they could probably have been designed to be stackable].

Prior to addition of some extra unit counters in the expansions, this is what each of the six original races had in the original game unit counters, and 2nd edition unit #s also given here:-




Per race
Per race
Total

Total

UNIT


1st edition
2nd edition
1st edition
2nd edition


GF


20* (30 DS)
18

120 (180)
108

Spacedock

5

6

30

36

Fighter


23

15

135

90

Cruiser


29

18

174

108

Carrier


6

6

36

36

DN


9** (11 DS)
12

54 (66)

72

PDS


13

9

78

54

*  +10 in Distant Suns

**  +2 in Distant Suns

Note that with original edition, the numbers given are not for counters but for number of  units represented by those counters.

Also note that due to use of the Number Counters [new type of chit], the total number of units representable in second edition is substantially greater than the numbers given above.

Differences in Units
Spacedocks – max allowed per player increased from 5 to 6.

PDS – 

unchanged.

GF – 

unchanged.

Carrier – 
capacity reduced from 8 (10 with Fluxar Cargo Bays) to 5.

Otherwise unchanged except like DNs the Capital Ship rules introduced in Borderlands and slightly modified in Distant Suns are gone, ie. reverted to original rules, unfortunately.

Fighter – 
unchanged.

Cruiser – 
unchanged.

Dreadnought -
slight change to Bombardment rules, requiring an extra hit to remove the new counter – Control Marker.  A player puts a Control Marker on a planet in two situations – voluntarily removes all GFs there, or in a battle when last defending GF is destroyed [but NOT if attacking GF present on planet].

Presumably, if a planet has an enemy CM on it, and you land a GF there, then you automatically gain control of that planet and remove that CM.

General Summary
Unit Values [Cost, Battle, Movement] are unchanged [Note error – omission of PDS Battle on

chart; is on Race Cards].

It is a shame they didn’t take the opportunity to add a greater variety of units.

It is unfortunate that the Capital Ships rule has not been retained as it was much more sensible than

original rules.  I suppose it is because of the use of plastic ships that don’t allow for use of  a

damage marker.

However, probably could have introduced some way to indicate damaged Capital Units – use of a ship of a different colour, or a sticky paper attached to ship, or a shroud, etc, etc.  Basically, it seems a design decision was made to abolish Capital ship concept.

BEGINNING THE GAME

Basically the same.

CREATING THE GALAXY

Basically the same, with addition of restriction on how “red bordered tiles” [Asteroids, Supernova] are positioned in map.  Also switching of placement between players is a new rule.

STARTING POSITIONS

With the 5-player game, the terms ‘Squeezed’ and ‘Tight’ have been replaced with ‘A’ and ‘B’.  The compensation is now different [‘Squeezed’ was 25 additional credits, ‘A’ is 15 extra; ‘Tight’ was 35 additional credits, ‘B’ is 20 extra; no doubt this is result of feedback from a lot of playtesting/actual games reports]. 

Note credits now known as Lazax Gold Credits [but generally still called credits for short].

STARTING UNITS

In original game, each race started with 1 Spacedock, 1 GF per planet in home system.

In 2nd edition game, it is as above, but extra starting units for each race, varying for each race, as follows:-

Hacan –
 2 CVs, 2 GFs, 2 Fighters, [2 ‘TA’ ACs]

JolNar – 
1 CV, 1 Fighter, 1 PDS

Letnev – 
1 CV, 1 GF, 2 DNs

N’orr – 
1 CV, 3 GFs, 1 CA

Sol - 

1 CV, 2 GFs

Xxcha - 
1 CV, 1GF, 2 CAs, 1 PDS

This is an improvement, as with original game starting turn was ‘static’ as no one had any ships.  The Hacan were particularly disadvantaged with a slow start in original edition as had low production capability and medium starting credits.

HOME PLANET PRODUCTION

RACE

OLD

NEW


RACE

OLD

NEW

Hacan

2

3


N’orr

4 +IE = 5
5

JolNar

3 +IE = 4
3


Sol

6 + IE = 7
7

Letnev

6

6


Xxcha

3 + IE = 4
3

RACIAL ABILITIES AND INITIAL RESOURCES

The ‘Skills’ races had in original game are gone.  ‘Special Skills’ now called ‘Special Abilities’.

Starting Credits
RACE

Original Edition
2nd Edition
RESULT
Hacan


50


50
Same

JolNar


30


30
Same

Letnev


55


50
-5

N’orr


50


35
-15

Sol


50


40
-10

Xxcha


70


60
-10

Starting Technology
RACE

Original Edition

2ndEdition


Hacan

XRD



EC

JolNar

XRD, AMD, FC, IE

EC, AMD, SC, XRD

Letnev

FC, HVAL


HVAL, AMD

N’orr

FC, IE



HVAL, DSC

Sol

XRD, AMD, IE

AMD, EC




Xxcha

IE



AMD, XRD

AMD  Antimass Deflector

XRD  XRD Transporter
EC  Enviro Compensator

DSC  Deep Space Cannon

HVAL  Hylar V Assault Laser
SC  Stasis Capsules

FC  Fluxar Cargo Bays

IE  Industrial Efficiency

Summary of Races with each Starting Technology



# of Races


RACES




TECHNOLOGY
1st Edition  2nd Edition
1st Edition
2nd Edition
XRD



3
2

H, J, S

J, X

AMD



2
4

J, S

J, L, S, X

FC



3
0

J, L, N

na

HVAL



1
2

L

L, N

IE



4
0

J, N, S, X
na

EC



0
3

na

H, J, S

SC



0
1

na

J

DSC



0
1

none

N

Starting Resources and Influence



Starting Resources

Starting Influence

RACE


1st Edition  2ndEdition
1st Edition  2ndEdition

Hacan



5
6


5
6

JolNar



5*
5


10
10

Letnev



10
10


2
2

N’orr



5*
6


3
3

Sol



6*
7


5
5

Xxcha



4*
5


10
9

*  Also has IE that doesn’t increase Resources but allows +1 to Spacedock Production limit

Special Skills
HACAN
First two same; third they had in original game has been dropped [Hacan TAs continue even if the Hacan is at war with its trading partners].  Note: Hacan still have this ability, but it is now only listed in General Rules, not on their Race Card.

JOLNAR 

Remain the same, except 2nd edition introduces a restriction based on the new concept of RED Technologies [these cost Jolnar 40 Credits].

LETNEV
Its original one ability has been replaced with two new abilities:-

· Letnev GFs always fight at +2

· If not in an active TA, the Letnev may not vote during the Political Phase.

N’ORR
Has same ability.

SOL
One of its abilities is still the same, but the other has been replaced with a new “one-off” ability – during its first (only) ‘Place New Units’ phase, Sol receives one free GF on each of its planets.

XXCHA
One ability is basically the same [the word ‘active’ has been placed in front of ‘Trade Agreement’].  The other ability has been modified – before it was restricted to three only uses; now unlimited uses but at cost of 5 credits for each use.

NOTES ON THE SPECIAL ABILITIES
· Sol’s first special ability is simply a fancy way of saying that its Starting Extra Units include a further 2 GFs [these however it does not obtain until end of first turn, which makes no practical difference].

This is a puny and puerile “Special Ability”.

· Letnev’s first SA gives its GFs a great advantage, making them generally 67% more effective in combat than normal opponent units.

SPECIAL COMPONENTS

Second Edition adds some new types of components:-

The Race Stands – hold the Race Cards [which themselves are a variant component]

The Number Counters – a useful way to indicate presence of multiple units of a particular type.
However, doesn’t help CVs indicate how many units they are carrying.

Technology Chits – 6 for each of the 20 Technologies.

NOTE
The Race Stands aren’t very stable, as they are small and the Race Cards are tall.
Need to glue a heavier, wider base to them.

Also the ‘dimples’ in them can damage the Race Cards.

The new Galactic Progression chart is of thinner card stock than old one.

TECHNOLOGY

Original game had three types of technology – Propulsion, Weapons, General, each with 6 categories, that could only be obtained in order on chart, ie. to progress in a particular type of technology each category within it had the prerequisite of the technology listed before it.  Total of 18 technologies.

Second Edition has four types of technology, each with an associated colour –

Biological [Green], Weapons [Red], Propulsion [Blue], General [Yellow].

Note: Yellow tech is earthlike colour.

A technology has either no or one or two prerequisite, or a choice of either one of two prerequisites.

ANALYSES OF THE TECHNOLOGIES
PROPULSION TECH
XRD and Antimass Deflector are same as original, EXCEPT before XRD a prereq for AMD, but in second edition AMD is a prereq for XRD.

Type IV Drive used to give all your ships [DN, CV, CA] +1 movement.

In 2nd edition do not give CVs +1 movement.

Still has AMD and XRD as prereqs, but substitutes NEURAL MOTIVATOR as additional prereq in place of Wexcon Invasion Barges which no longer exists.

[Explanation: Although the max prereq for any tech is two, some of those prereqs themselves have prereq(s) that means that effectively the prereqs for some techs is 3 or more].

Ligh/Wave Deflector is a renaming of original Talkin Deep Space Evasion Computer, and most of its prereqs are now Weapons techs instead of Propulsion techs.

Spatial Jump is same as original, except that instead of automatically losing half your fleet, now each ship has only a 30% individual probability of being destroyed.

Wexcon Invasion Barges no longer exists.

WEAPONS TECH
Fluxar Cargo Bays no longer exists.

Hylar V Assault Laser is still the same [except no longer has useless FC as prereq].

Xlite Mass Driver no longer exists.

Deep Space Cannon is the same [except now only has HVAL as prereq].

Hylar Bombing Device has now been modified  and renamed as Graviton Negator [and, of course, has different prereqs].

Assault Cannon is a new ability for DNs.

Magen Defense Grid is a new ability for PDS and defending GFs.

X-89 Bacterial Attack Form has been reclassified as a Biological technology with slight name alteration, and changing the penalty condition substantially.

GENERAL TECH
Industrial Efficiency no longer exists.

Micro-Technology is the same, except it no longer is a prereq for Sarwen Tools but the reverse applies [and, of course, no longer has Industrial Efficiency as a prereq].

Sarween Tools is the same, except now has Enviro Compensators as its prereq instead of Industrial Efficiency and Micro-Technology.

Neural Motivator is reclassified as a Biological technology, but is otherwise the same, except, of course, for its prerequisites.

Transit Diodes is the same except for its prereqs.

Master of Production has been renamed as Integrated Economy, and has slightly different prereqs.

Enviro Compensator is a new ability in 2nd edition relating to Spacedocks, and is the basic general tech.

BIOLOGICAL TECH
Stasis Capsules is a new ability making greater flexibility with regard to transport of GFs.

Cybernetics is a new ability affecting Fighters.

Neural Motivator [see remarks in GENERAL TECH].

Dacxive Animators is a new ability for GFs.

X-89 Bacterial Weapon [see remarks in WEAPONS TECH].

SUMMARY OF TECHNOLOGY
Excluding the changes in prereqs, this is the comparative state of the technologies of original and 2nd edition:-

Remains the same: –

XRD, AMD, HVAL, DSC, Micro Tech, Sarween Tools, Neural Motivator, Transit Diodes

The same except for name changes:-

Light/Wave Deflector [was Talkin DSEC]

Integrated Economy [was Master of Production]

Substantially the same, some modification:-

Type IV Drive, Spatial Jump, Graviton Negator [renaming & mod of Hylar BD], X-89 Bacterial Weapon

Completely new technologies:-

Assault Cannon, Magen Defense Grid, Enviro Compensator, Stasis Capsules, Cybernetics, Dacxive Animators

Obsoleted technologies;-

Fluxar Cargo Bays, Xlite Mass Drive, Industrial Efficiency, Wexcon Invasion Barges

THE TURN SEQUENCE

Progression Phase has been moved from Start to End of TS.

The Market Phase has been incorporated into the Political Phase.

The Draw Action Cards, Receive Credits, and Purchase Units phases, have all been gathered together to form segments in a new phase called the Economy Phase.

The Collect Trade Income Phase has been incorporated into the Receive Credits segment of the Economy Phase.

Alterations in Phases
Political Phase has had added that players can pay bribes or make loans, and has had Market Phase added into it.

GALACTIC PROGRESSION CHART

This has had a new category added – Consortium; plus the requirements at each stage have also changed substantially.

SPECIAL NEW RULE ADDITIONS

Certain planets have Planet Technology Specialties.  Such planets make purchase of technology of the particular type cheaper.

Certain Political Cards require a player to make an Insurgence Check to retain control of the planet concerned.

A rule similar to the Mortgage rule in Monopoly has been introduced with the forced asset sale where a player has insufficient credits to pay a debt, he sells Units &/or Technology Chits until has enough money to pay-off the debt.

A Manifest Destiny rule (from ‘Distant Suns’) and Distant Suns rule including Domain Counters (from ‘Distant Suns’) have been included as Optional Rules.

TI 2nd edition also has a new alternate victory condition/pathway – ‘Military Victory’..

Also has ‘Game Variant’ – “Instead of randomly selecting races, players use starting income to bid for their favourite race.”  It doesn’t give a method for how this is done.

TOTAL CHITS

There are 4 identical cards of Credit chits, each containing 27 1crs, 9 5crs, 3 10crs ( total 108 1crs, 36 5crs, 12 10 crs.

One sheet of Number Counters, containing 12 1s, 10 2s, 8 3s, 6 5s, total = 44 NCs (4 rows of 11).

Three sheets of various chits-

One of DOMAIN CHITS:-
4 Biohazard, 2 Settlers, 9 Wealth (4 10s, 5 5s), 2 New Technology, 2 Wormhole (1 α, 1 β), 

4 Radioactive, 2 Lazax Survivors, 2 Industrial Society, 8 Hostile Locals (5 1s, 2 2s, 1 3), 

9 Peaceful Invasion  [Total 44 – 4 rows of 11].

Two of Race Symbols:-
10 for each of the 6 races [total 66] [2 sheets of 33 each].

MAP HEXES [3 sheets of 13 each]

Empty hexes

7

One Planet hexes – 
8 (2 of them also have Wormhole)

Two Planet hexes – 
12

Three Planet hexes – 
0

Home hexes -

6 [1 Single Planet, 4 Double Planet, 1 Triple Planet]

Asteroid hexes - 
2

Supernova hexes - 
1

Wormhole hexes - 
2

Mecatol Rex - 

1
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POLITICAL CARDS [1 Sheet of 28] 
LAW
Colonization Licensing

Free Trade

Labor Force Politics

Closing the Wormholes

Subsidized Studies

Trade Embargo

Holy Planet of Ixth

Forced Economic Independence

Unconventional Weapons

Limits to In dividual Power

Technology Tariffs

Crown of Thalnos

Short Term Truce

Regressive Rhetoric

Long Term Truce

Humane Labor


Trade Restrictions

Minister of Policy

Minister of Internal Security

Minister of Exploration

Minister of Commerce

Technology Buy-back




Other
Cost Overruns

Holder of Mecatol Rex

Dispute Resolution

Revote

Science Community Speaker

Technology Investigation Committee

Economic Revitalization

Budget Deficit

Mass Mobilization

Manifest Destiny

Arms Reduction

Public Execution




ACTION CARDS [2 Sheets each 28, 22 of another sheet Total = 78]

2 Chemical Warfare

2 Disclosure

2 Fantastic Rhetoric

2 Good Year

2 Influence in the Merchants’ Guild

2 Local Unrest

2 Stellar Criminals

2 Successful Spy

2 Veto

2 Voluntary Annexation

3 Flank Speed

3 Morale Boost

3 Signal Jamming

3 Skilled Retreat

4 Sabotage

4 Uprising

13 Trade Agreement




1 Civil Defense

1 Corporate Sponsorship

1 Council Dissolved

1 Determine Policy

1 Discredit

1 In the Silence of Space

1 Into the Breach

1 Lucky Shot

1 Master of Trade

1 Opening the Black Box

1 Plague

1 Rally of the People

1 Rare Mineral

1 Reparations

1 Rise of a Messiah

1 Scientist Assassination

1 Secret Industrial Agent

1 Spacedock Accident

1 Spatial Jump

1 Tax Rebate

1 Technological Breakthrough

1 Thugs

1 Touch of Genius

1 Trade Stop

1 Transit Diodes




HOPE’S END EXPANSION

BOX  31 x 25 x 4 cms

4 page rulebook – last page ‘TECHNOLOGY TREE’

Race Cards for Yssaril and Mentak

Card with 11 Yssaril markers, 11 Mentak markers, and 8 Shock Troop markers



[printed on both sides – same symbols]

Card with different symbols on each side – 25 rectangular markers:-

‘A’ side – 8 x 3 [Leaders]

‘B’ side – additional race markers – 8 x 3

1 chit is TI website chit

2 extra Credit cards – same as in main box

2 cards with 4 new Technologies

28 new Action Cards

28 new Political Cards

63 Planet Cards [58 Deed Cards and 5 blanks]

13 new Map Hexes:-

Yssaril and Mentak Home Hexes

1 Gravity Rift

2 Nebula

4 ‘1 planet’

3 ‘2 planet’

1 Empty

CHANGES

MENTAK

Their first Special Ability is slightly altered –

Was “Before any Mentak space battle attack, up to three Mentak cruisers or fighters may fire one

free shot …”

Now is “Before any Space Combat, the Mentak may fire up to two cruisers …”

Starting credits was 60, now 40.

Extra Starting Units: 1 CA, 2 GFs

Starting Technology: Was XRD, AMD; is now HVAL, AMD

Starting Resources/Influence – the same 6/2.

YSSARIL

The Yssaril have lost one SA but gained another, and their first SA has been modified in their favour.

Starting credits was 50, now 40.

Extra Starting Units: 1 CA, 2 GFs.

Starting Technology: Was FCB, IE; is now HVAL, EC.

Starting Resources/Influence - the same 4/8.

The New Technologies
Weapons/RED – Strategic Mathematics [Reqs AC AND XRD] –

gives CAs special reactive movement

Propulsion/BLUE – Shuttle Logistics [Reqs Cybernetics AND GN] –




gives GFs special movement

General/YELLOW – Graviton Laser System [Req DSC] – reduces cost of PDS by half

Biological/GREEN – Gen Synthesis [Req Cybernetics] – enables quick purchase/allocation of GFs.

HOPE’S END POLITICAL CARDS

EVENT CARDS
Council xxxxxxx

L1z1X Invasion

L1z1X Raiders

Major Rebellion

Minor L1z1X Invasion

Minor L1z1X Invasion

Stellar Maelstrom


LAW CARDS
Core Stability

Holder of Hope’s End

Minister of Peace

Preemptive Strike

Protection of our Finest

Research Grant

Resource Management

Speaker for the Council

Training the Young


OTHER CARDS
Ancient Artifact

Brutality Backlash

Compensated Disarmament

Forbidden Research

Imperial Survey

New Constitution

Open the Trade Routes

Prisoner Exchange

Prophecy of Ixth

Quarantine

Troops for the L1z1X War

War Crimes

HOPE’S END ACTION CARDS

1 Daring Rescue [Leaders]

1 Flank Speed

1 Massive Transport

1 Out of the Frying Pan

2 Focused Research

2 Ion Jamming

2 Sabotage

2 Send Emissary

2 Training

3 Hope’s End Training [Shock Troops]

3 Recheck

3 Transport

5 Trade Agreement

REMARKS ON HOPE’S END

No additional Race Stands, so this implies intended to interchange Race Cards in Race Stands; however, the Stands can damage the Cards, so it is best to permanently keep a Race Card in one Race Stand.  Therefore, it is best to jury rig own stand – say a piece of wood or stone with groove in it.

Actually, it is best simply not to use the stands at all, and just lie your race card down flat

[then can’t be knocked over, or cause anything else to be knocked over or off].

With both the new races, they neither of them start with carriers at beginning of game, so neither of them can occupy any planets in first turn – a distinct disadvantage; although their special abilities can compensate for this slow start later in game.

GENERAL NOTES ON TWILIGHT IMPERIUM SECOND EDITION

TI does not include any Designer Notes explaining decisions and changes made.

The replacing of unit counters with plastic ‘miniatures’ has advantages and disadvantages.

Advantages:
player can use colour of his choice [out of the 6 provided, and in negotiation with fellow players], irrespective of what race he is playing



less mucking about with fiddly counters

Disadvantages:
no individuality of race ship type representation




cannot stack [but Number Counter partly solves this]




cannot use Damage Markers, and therefore not use Capital Ship rules




cannot put carried units on CV

not as easy to separate into units as with counters from sheets – a few minutes for the counters, a few hours with plastic.

On the Changes in Carrier Capacity
Reduction of carrying capacity of CVs is generally not significant, as rarely at high capacity anyway.

On the Extra Starting Units
The provision of the Extra Starting Units is a good and necessary innovation.

RACE
Hacan

JolNar

Letnev

Mentak

N’orr

Sol

XXcha

Yssaril


EXTRA UNITS
2 CV, 2 GF, 2 Fighter

1 CV, 1 Fighter, 1 PDS

1 CV, 1 GF, 2 DN

2 GF, 1 CA

1 CV, 3 GF, 1 CA

1 CV, 2 GF

1 CV, 1 GF, 1 PDS, 2 CA

2 GF, 1 CA


CREDIT VALUE

36 [+ also get 2 TA ACs]

24

34

14

28

18

36

14

The ‘Lost’ Technology
The loss of Fluxar Cargo Bays and Xlite Mass Drive is no loss, and loss of IE minor – more than compensated for by the provision of extra units.

The Wexcon Invasion Barges was most useful of lost techs, and really only useful if have it at start of game, which only the Naalu did have.

Comments on other Technology
Spatial Jump has been significantly improved.

Graviton Negator [formerly Hylar Bombing Device] is now more versatile.

X-89 is also improved, a more playable [less draconian] penalty.

Assault Cannon partly compensates DNs for loss of Capital Ship status, but need to buy DSC and Cybernetics as prereqs [not so bad, as game goes several turns before DNs able to engage in combat, and also because these prereqs are useful in their own right, esp Cybernetics].

Magen Defense Grid is useful defensively, and combines well with DSC which is its only prereq [and of course, the DSC does double service in also being prereq for the Assault Cannon].

Enviro Compensator is a minor ability.

Cybernetics is useful as improves Fighters combat ability.

Stasis Capsules is very useful , enabling CAs and DNs to each carry one GF.

Dacxive Animators can give you new free GFs [that appear at the battlefront].

Strategic Mathematics is strategically useful, but has prereq of Assault Cannons (and XRD).

Shuttle Logistics has possibly some value, as gives limited movement to GFs without ships.

Graviton Laser system is very useful defensively as gives 50% discount on purchase price of PDSs [and its only prereq is DSC, which works well with PDS].

Gen Synthesis enables reinforcing of planetary garrisons without use of Spacedock capacity, nor of ships to transport them. [Like  a number of other techs, it has Cybernetics as its prereq].

It was a minor flaw in the 2nd edition that the techs weren’t given on a summary sheet, only on the cards; but a flowchart relating them to each other, that also gives their descriptions, is provided in Hope’s End, so that fixes that.

Techs classified as Offensive, Defensive and Other

OFFENSIVE TECHS

Hylar V Assault Laser

Assault Cannon

Graviton Negator

Strategic Mathematics

XRD Transporter

Light/Wave Deflector

Type IV Drive

Spatial Jump



Integrated Economy

Stasis Capsules

Cybernetics

Dacxive Animators

X-89 Bacterial Weapon

[Gen Synthesis]



DEFENSIVE TECHS
Deep Space Cannon

Magen Defense Grid

Shuttle Logistics

Transit Diodes

Graviton Laser System

Gen Synthesis


OTHER TECHS
Antimass Deflectors

Sarween Tools

Micro Technology

Enviro Compensator


Neural Motivator

ADDITIONAL NOTES
It would be nice if some plastic bags were provided &/or little plastic boxes [though it is easy for players to obtain or already have these; for instance, I already had a number of ziplock bags that I was able to use].

In common with other companies, FFG does not provide much in the way of playaids – I designed my own for TI 1st edition, SFB, M:TG.

It would also be good if there was a conversion pack enabling TI 2nd edition playing with 1st edition game [and this would not reduce sales of 2nd edition as may be feared by company marketing department].

TI 2nd edition introduces a radical change that players used to first edition could easily miss noticing [especially if only give 2nd edition rules a casual perusal], as it occurs as just two minor sentences, as follows:-

7.1 
The Control Markers

· Place markers on planets under your control that contain none of your Ground Forces.

7.8 
Ground Forces

· If you move the last Ground Force unit off a planet, place a control marker here to indicate your ownership of that planet.

This removes the ludicrous situation in the 1st edition TI where having moved your CVs and GFs to a planet, the now empty CVs had to return  to the Spacedock to pick up new GFs that don’t appear until a turn later anyway.

This rule change, together with Stasis Capsules, makes TI2 a much more free-flowing, dynamic game than TI1 which was handicapped by static beginning turns.

TI SECOND EDITION

COMPARISON OF THE RACES ECONOMICALLY, MILITARILY AND POLITICALLY

ECONOMICS
MILITARY
POLITICS

HACAN
Can easily gain 20 crs per turn in Trade Income.
CVs only Speed 1
6     LOW


First spacedock low production [3]
Average in Combat

JOL-NAR
Have 4 starting Advances & 
CVs Speed 2
10   MEDIUM


further Advances cost only 20 crs each.
AMD


[except RED/Weapon Advances 40 crs]
Stasis Capsules


First spacedock low production [3]
Battle all units at -1

LETNEV
First spacedock good production [6]
Cruisers + 1
2     LOW



CVs only Speed 1
Need TA to be



AMD, HVAL
able to vote in



GF Battle +2
Political Phase

L1z1X
THIS RACE NOT IN SECOND EDITION

MENTAK
First spacedock good production [6]
CVs only Speed 1
2     LOW


TAs give minor income extra
AMD, HVAL



Combat bonus,



otherwise average

NAALU
THIS RACE NOT IN SECOND EDITION

N’ORR
First spacedock fair production [5]
CVs only Speed 1
3      LOW



DSC, HVAL



+1 in Combat

SOL
First spacedock very good production [7]
CVs only Speed 1
5+    HIGH




Average in Combat
~10 early in 





game



AMD

XXCHA
First spacedock low production [3]
CVs Speed 2
9      HIGH



Average in Combat
~12 early in 




game



AMD
 + special 




    power

YSSARIL
First spacedock low production [3]
CVs only Speed 1
8     MEDIUM



HVAL

TI SECOND EDITION
RACIAL ADVANTAGES AND DISADVANTAGES

RACE
ADVANTAGES
DISADVANTAGES
HACAN

First Spacedock can produce


Starting Credits of 50
only 3 units


Special Skill of unilateral Trade Agreements, and, its TAs
Only 1 Tech Advance – EC


can still operate even when at war with trade partner(s)


3 Home Planets

JOL-NAR
Has XRD [CVs +1 movement]
First Spacedock can produce 


Starting Influence of 10
only 3 units


Two Home Planets
Combat penalty of  –1


Most Tech Advances only cost 20 Cr
RED Tech Advances cost 40


Have 4 Starting Advances [including CVs +1 movement]
Starting Credits of only 30

LETNEV

Starting Influence is only 2


Starting Credits of 50
[However, this very rapidly



Starts with Hylar V Assault Laser [Cruisers +1]
improves]


Starting Resources of 10
If no TA can not vote in PP


First Spacedock can produce up to 6 units



Its GFs fight at +2


Has 2 Home Planets

L1z1X
THIS RACE NOT IN SECOND EDITION

MENTAK

Starting influence is only 2


Starting Credits of 40
[However, this can quickly 


Starts with Antimass Deflector,
increase]



Starts with HVAL
Only 1 Home Planet


First Spacedock can produce up to 6 units


Special Skill – Before any Mentak space battle


up to 2 Mentak CAs may fire one free shot


Special Skill – 1 Cr for each TA (of anyone’s) in play,


each turn

NAALU
THIS RACE NOT IN SECOND EDITION

N’ORR


Starting influence is only 3


Starting Credits of 35


Special Skill – always fight with a bonus of +1


Have 2 Home Planets


First Spacedock can produce up to 5 units

SOL

Only 1 Home Planet


Starting Credits of 40


First Spacedock can produce up to 7 units


Additional influence for each additional planet controlled

TI SECOND EDITION

RACIAL ADVANTAGES AND DISADVANTAGES

RACE
ADVANTAGES
DISADVANTAGES

XXCHA
Has XRD [CVs +1 movement]
First Spacedock can produce


Starting Credits of 60
only up to 3 units


Starting Influence of 9



2 Home Planets


Special Skill – can force a Political


Card to be discarded at cost of 5 crs


Special Skill – gain one additional influence for each


Active Trade Agreement in the game

YSSARIL

First Spacedock can produce


Starting Credits of 40
only up to 3 units


Starting Influence of 8


2 Home Planets


Special Skill – each time in ‘Draw Action Cards’ can


draw 2 cards and retain one, and


reshuffle the other


May look at one other player’s Action Cards during the


Political Phase

TI SECOND EDITION
RACES’ SPECIAL SKILLS

These can be split into two categories – Absolute and Conditional

RACE
ABSOLUTE SPECIAL SKILLS
CONDITIONAL SPECIAL SKILLS

HACAN
No player can refuse to trade with the Hacan


No player can willingly break a TA with the


Hacan


Hacan TAs continue even if Hacan at war


with its partners

JOL-NAR
Tech Advances cost only 20 Cr


[except RED TAs cost them 40 Cr]


Jol-Nar always fight at –1 penalty
LETNEV
GFs fight at +2


If not in an active Trade Agreement, cannot


vote during the Political Phase

L1z1X
THIS RACE NOT IN SECOND EDITION

MENTAK
before any Mentak space battle , up to
Mentak receive 1 credit during the


two Mentak cruisers may fire
‘Collect Trade Income’ phase for


one free shot. [defender gets no return fire]
each TA in play
NAALU
THIS RACE NOT IN SECOND EDITION

N’ORR
Sardakk N’orr fight at +1 bonus

SOL



Humans receive one additional 





influence for each planet controlled 





outside their home system

XXCHA
Xxcha can force at cost of 5 credits
Xxcha gain one additional influence


a Political Card to be discarded.  Must use
for each active TA in the game


this ability before vote is completed

YSSARIL
Ys’ril may draw two



Action Cards each time they draw a card



during the ‘Draw Action Cards’ phase.



Yssaril may look at one other player’s Action Cards


during the Political Phase

TI SECOND EDITION

RACIAL ABILITIES AFFECTING COMBAT [DIRECTLY]

JOL-NAR

The Jol-Nar always fight with a penalty of –1.

LETNEV

Letnev GFs always fight at +2

L1z1X

THIS RACE IS NOT IN SECOND EDITION

MENTAK  

Before any Mentak space battle , up to 2 Mentak cruisers may fire one free shot

[defender gets no return fire].

NAALU

THIS RACE IS NOT IN SECOND EDITION

N’ORR

The Sardakk N’orr always fight with a bonus of +1.

TECHNOLOGY ADVANCES AFFECTING COMBAT [DIRECTLY]

HYLAR V ASSAULT LASER

Your Cruisers now fight at a +1.

GRAVITON NEGATOR [FORMERLY HYLAR BOMBING DEVICE] [Limited]

Dreadnoughts may bombard even if the target planet contains defending PDS.

Fighters can engage in Invasion vs GFs.

MAGEN DEFENSE GRID
PDS gain +1 attack; GFs +1 defensively.

CYBERNETICS
Fighters +1 battle in space

ASSAULT CANNON
DNs get free shot

DEEP SPACE CANNON

PDSs shoot at adjacent system.

TI SECOND EDITION
HOME SYSTEMS

RACE
NUMBER OF PLANETS   RESOURCES   INFLUENCE   SPACEDOCK CAPACITY

Hacan

3                    3,2,1 = 6             1,3,2 = 6

 3

Jol-Nar

2                    3,2    = 5              5,5 = 10

 3

Letnev

2                    6,4   =10               1,1  = 2

 6

Mentak

1                                6                          2

 6

N’Orr

2                      5,1  = 6                2,1 = 3

 5

Sol

1                                7                          5

 7

Xxcha

2                       3,2 = 5                6,3 = 9

 3

Yssaril

2                       3,1 = 4                5,3 = 8

 3

In rating Influence Low, Medium, or High, I took into account not only starting Influence, but

also ability to develop quickly [as planets provide Influence] which is affected by Spacedock

production capacity and CV speed, and also took into account some other factors.

This results in the ratings as summarised here:  HIGH          MEDIUM           LOW


                                                    
    

LETNEV 
  HACAN
   
                                                                            SOL            YSSARIL          MENTAK
                                                                            XXCHA      JOL-NAR         N’ORR
NOTE THAT THIS RATING OF INFLUENCE HAS SOME DIFFERENCES TO THAT FOR

FIRST EDITION.

TI SECOND EDITION
EACH RACE’S STARTING ADVANCES

RACE

Hacan

JolNar

Letnev

Mentak

N’orr

Sol

Xxcha

Yssaril


PROPULSION

AMD, XRD

AMD

AMD

AMD

AMD, XRD


WEAPON

HVAL

HVAL

HVAL, DSC

HVAL


GENERAL

Enviro Comp

Enviro Comp

Enviro Comp

Enviro Comp


BIOLOGICAL

Stasis Capsules

AMD

Antimass Deflector

XRD

XRD Transporter

HVAL

Hylar V Assault Laser

DSC

Deep Space Cannon

Enviro Comp

Enviro Compensator

MAXIMUM POSSIBLE NUMBER OF TRADE AGREEMENTS IN A GAME

# OF PLAYERS
MAX TAs


2


1

3


3

4


6

5


10

6
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GAINS AND LOSSES OF TI 2nd Edition COMPARED TO TI 1st Edition
GAINS
More flexible Tech progression system.

Much larger quantity of Units [due to Number Counters].

Extra Starting Units concept.

Xxcha’s second Special Ability improved. [they also gained the XRD Tech].

Letnev GFs now more powerful in combat.

Technology Chits better than old charting of Tech Progress.

A new branch of Technology [Biological].

New Technologies – 6 of them [plus a further four in ‘Hope’s End’ expansion to make it 10].

Got rid of 4 useless Technologies [2 totally useless, 2 slightly useful].

Collect Trade Income now part of Receive Credits.

Can play with colour of your choice.

Improvement in certain Technologies – Spatial Jump, Graviton Negator (Former Hylar Bombing Device),







X-89 Bacterial Weapon.

The Control Marker concept – this is the biggest improvement in the game from original version.

Two more Action Cards & 14 more Political Cards.

LOSSES
Now only one D10 dice included in box.

Retained one useless Tech [AMD] and added another [Enviro Compensator].

Loss of Capital Ships rule [Note to pedants – this wasn’t actually in 1st edition box, but in







 Borderlands expansion (& modified in Distant Suns)].

Loss of racially unique ship designs [on counters].

Cannot place carried units on Carriers.

Units now non-stackable

Plastic units take hours to separate [is a one-time effort only].

Carrier capacity reduced from 8 units to 5.

Sol has lost a useful SA, & received a useless one.

Certain Techs now cost JolNar more to buy [RED/Weapon Technologies].

Two races who previously had the immensely useful XRD Tech have lost it [Hacan and Sol].

Racial ‘Skill’ concept dropped [this probably a good move].

New addition to ‘Losses’ list:

Because after ‘Hope’s End’ there was no second expansion to bring L1z1X and Naalu into TI2,

this represents a major flaw.

NEW NOTE OF 26 FEBRUARY 2006 [DONE WHILST REVIEWING THIS DOCUMENT 

PRIOR TO POSTING IT ON MY GD WEBSITE].

TI1 came out in 1997

TI2 came out in 2001

TI3 came out in 2005 (actually late 2004)

I believe development of TI2 should have continued – specifically a supplement with the 9th & 10th 

races and that  TI3 should have been delayed at least a year.

Not only would this have meant TI2 was completed (& some/many players may prefer TI2 to TI3,

and this would give them a choice between the two), but it would have enabled more extended

playtesting of TI3 to fix its many faults – both conceptual and editing/production.

Also the extra time developing TI3 would have enabled it to become a more rounded, superior game

to what it is.

GAINS AND LOSSES BY EACH RACE

GAINS

HACAN
+1 starting Resources

+1 starting Influence

+1 starting Production capacity

EC Technology

Two free TA Cards at start of game

36 Credits worth of Extra Starting Units

JOLNAR

EC Technology

SC Technology

24 Credits worth of Extra Starting Units

LETNEV

AMD Technology

Its GFs always +2 Battle

34 Credits worth of Extra Starting Units

MENTAK

Their main SA becomes more versatile

HVAL Technology

14 Credits worth of Extra Starting Units

N’ORR

+1 starting Resources

HVAL Technology

DSC Technology

28 Credits worth of Extra Starting Units

SOL

+1 starting Resources

EC Technology

Effectively starts with bonus 2 GFs

18 Credits worth of Extra Starting Units

XXCHA

+1 starting Resources

AMD Technology

XRD Technology

Improvement in one of its SAs

36 Credits worth of Extra Starting Units

YSSARIL

Improvement in their main SA

Gain new SA 

HVAL Technology

EC Technology

14 Credits worth of Extra Starting Units


LOSSES

HACAN
XRD Technology

JOLNAR
-1 starting Production capacity

RED/Weapon Technology cost extra

LETNEV

-5 starting Credits

Its general combat bonuses

Conditional inability to vote

MENTAK
Their main SA slightly weaker

-20 starting Credits

XRD Technology

N’ORR
-15 starting Credits

SOL

-10 starting Credits

XRD Technology

Loss of additional income from their TAs

XXCHA
-1 starting Influence

-1 starting Production capacity

-10 starting Credits

YSSARIL

-1 starting Production capacity

Lose old second SA

-10 starting Credits

WHO GAINED MORE OR LESS THAN THEY LOST 

HACAN lost the useful XRD, but their gains were even greater.

JOLNAR almost broke even.

LETNEV possibly lost more than they gained.

MENTAK almost break even.

N’ORR come out quite ahead.

SOL almost break even, but lose vital XRD.

XXCHA come out quite ahead.

YSSARIL come out slightly ahead.

SUMMARY – THE BIG WINNERS and LOSERS IN THE CHANGEOVER

BIG WINNERS

HACAN, N’ORR, XXCHA

MINOR WINNER
YSSARIL

MINOR LOSERS
JOLNAR, MENTAK, SOL, LETNEV

SPECIAL NOTE OF 7TH MARCH 2005

THE BIGGEST LOSERS IN SECOND EDITION, AND THIS WAS BECAUSE THIRD EDITION

CAME ALONG BEFORE SECOND EDITION WAS COMPLETED, ARE OF COURSE THE

L1z1X AND THE NAALU, AND THEIR FANS, BECAUSE THESE RACES CEASED TO EXIST

IN SECOND EDITION – EVEN IF REVIVED IN THIRD EDITION IN AN ALTERED FORM.

IT WOULD BE A GOOD IDEA IF FFG PROVIDED THE STATS FOR THESE TWO RACES IN

TI2 FORM, SO THAT THOSE WHO WOULD PREFER TO PLAY TI2 TO TI3 CAN USE THESE

TWO RACES IN THEIR GAME PLAYING.

STRATEGY NOTE FOR SECOND EDITION

The Control Marker concept radically changes how initial turns of game operate, compared to slowness

of First Edition.

The first change is that one can reuse the GFs, you just used to occupy worlds, to occupy other worlds.

The second change is that one can remove GFs from your homeworlds to use for initial expansion.

The consequences of this are faster resources growth which leads to bigger income, and greater reason

to build pure warships early in game, as expansion is now much more rapid.  This also means that

Trade Agreements rake in many more credits more quickly than before.

Also provides more incentive to build PDSs to hold planets, as your ships and GFs can then be freed

to operate aggressively.

The easily bought Stasis Capsules enables you to dispense with so many CVs, and use CAs and DNs

to carry GFs, although still need a CV in a fleet to carry attrition fighter units.

With GF carrying DNs and CAs, can simultaneously occupy many worlds [another reason the

1st edition’s Wexcon Invasion Barges no longer needed].

GENERAL STRATEGY CONSIDERATIONS

In beginning of game, where combat is unlikely your main concern is expansion and resource gain.

In middle game, where offensive combat is a priority, need fighters as attrition units, and as only

carriers can transport fighters, need XRD Transporter.

In late game, where defense is important, need PDSs that are cheap and effective, therefore need

Graviton Laser System and Deep Space Cannon and Magen Defense Grid.

TWILIGHT IMPERIUM SECOND EDITION – AN OVERVIEW

WHAT IS TWILIGHT IMPERIUM SECOND EDITION
Twilight Imperium Second Edition [TI for short] is Second Edition of a game called Twilight Imperium.

The original game consisted of a boxed game plus four expansions.  Some of the material from

these expansions has been incorporated into 2nd edition TI whilst 2nd edition TI also has one expansion of

its own incorporating further material from these expansions.  TI 2nd edition  and its expansion

also introduce new material not in any of previous 1st edition games, drops some of the material and 

alters other material.

TI is a boxed boardgame, of the type known as a ‘wargame’, and the sub-type ‘space wargame’.

It is produced by an American games company called ‘Fantasy Flight Games’ [FFG for short], and also

known as Fantasy Flight Publishing.

It is designed by Christian T. Petersen, originally copyright 1997 and 2nd edition copyright 2001.

It consists of a large, colourful cardboard box, with the game’s sub-title ‘Pax Magnifica Bellum

Gloriosum’ also on it [this is Latin meaning ‘Magnificent Peace or Glorious War’].

In its conception it is a game for 2 to 6 players, lasting 3 to 6 hours, of low complexity, not suitable

for solitaire play [though 2nd edition provides rules for solitaire play], and using as its mapboard

what is known as a Hexplay system.  [The hexplay system is also found in TI’s fantasy sister game

‘Battlemist’; it is also found in the very popular, famous German boardgame ‘The Settlers of Catan’].

In a hexplay system [also known as a geomorphic system], the gameboard is not a fixed sheet as in most

boardgames, but is instead constructed by placing a number of large hex pieces together according to a

set of rules combined with players’ choices or random allocation.  The hex pieces are about 8 cm in

diameter, made of solid cardboard 2 mm thick, creating when assembled a hexagonal board approximately

60 cm in diameter.

TI 2nd edition’s first (and as it turned out, only) expansion is called ‘Hope’s End’, and it introduces

two more player races as well as new rules and components.

On the mapboard there is a central planet called Mecatol Rex, and each player has their own home system

hex on an edge of the board, containing their home planet(s) [can be 1, 2 or 3 worlds].

Most other hexes contain 1 or 2 neutral planets, whilst some contain empty space or a space hazard.

In addition there are other game elements such as Action Cards, Political Cards, Credits (money),

space or ground units [Carriers, Fighters, Cruisers, Dreadnoughts, Spacedocks, Ground Forces,

Planetary Defense Systems], Technology Chits, and various other, minor, components.

The background story for the game is that once a single race, the Lazax, ruled a galactic empire, that

its six major subject races inherited after revolting against them and overthrowing them.  They now

compete amongst themselves to be the ruling power, however many of their decisions and actions

are affected by a Council with representatives from the six races that resides on Mecatol Rex.

It is a game of expansion of territory, economic resources, technological advancement, military forces

and political influence.  One can win the game by being first to reach certain victory conditions, or by

eliminating all other player races.

The game consists of a number of turns [a typical game might have about a dozen of these], with each

turn containing a number of ‘phases’, one of which contains the individual turns for the players.

During their individual turn each player can move his ships, occupy planets, attack other players’ units

&/or planets.  Individual turns are not simultaneous but are played in order.

Miscellaneous Note

Most [historical] wargames use 6-sided dice to resolve combat, with the standard practice being that

the lower the roll the better, or to be more precise, one has to roll below a certain number to hit, and

this varies with type of unit, terrain and status (whether an attacker or defender).


However, in Twilight Imperium 10-sided dice are used to resolve combat, and instead of rolling under

a certain number, one rolls above that number [this is very like the RPG  D & D].

Action Cards, Political Cards, Race Abilities and Technology Advances affecting particular Units
UNITS AFFECTED

Spacedock

Carrier

Fighter

Cruiser




ITEM




Industrial Efficiency [TAO]

Enviro Compensator [TAN]

Secret Industrial Agent

Spacedock Accident

Humane Labor (LAW)

Cost Overruns

Massive Transport

Blitz

Local Efficiency

Support for Development

Expansion Suppression

Fluxar Cargo Bays [TAO]

XRD Transporter [TA]

Type IV Drive [TA]

Elite Carrier

Mentak Special Skill

Xlite Mass Drive [TAO]

Cybernetics [TAN]

Graviton Negator [TAR]

Prophecy of Ixth

Elite Carrier

The Wind of Change

Elite Fighter

Lucky Shot

Mentak Special Skill

Hylar V Assault Laser [TA]

Type IV Drive [TA]

Strategic Mathematics [TAN]

Arms Reduction

Deep Space Hijack

Project ‘51’




TI1stEdition
Y

N

Y

N

Y

N

N

Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

N

N

N

Y

Y

Y

Y

Y

Y

Y

N

N

Y

Y




TI2ndEdition
N

Y

Y

Y

Y

Y

Y

N

N

N

N

N

Y

N

N

N

N

Y

Y

Y

N

N

N

Y

Y

Y

Y

Y

Y

N

N

TA
Technical Advance

TAN
Technical Advance (New)

TAO
Technical Advance (Obsolete)

TAR
Technical Advance (Renamed)

UNITS AFFECTED


Dreadnought

PDS

Ground Force


ITEM




Type IV Drive [TA]

Assault Cannon [TAN]

Graviton Negator [TAR]

X-89 Bacterial Weapon [TA]

Into the Breach

Lucky Shot

Rally of the People

Arms Reduction

Unconventional Weapons

Protection of our Finest

Deep Space Hijack

Parker Convention

Deep Space Cannon [TA]

Magen Defense Grid [TAN]

Graviton Laser System [TAN]

Chemical Warfare

Civil Defense

Dispute Resolution

Cost Overruns

Deep Infiltration

Blitz

Environmental Upheaval

Parker Convention

Free Space

Expansion Suppression

Letnev Special Skill

Sol Special Skill

Wexcon Invasion Barges [TAO]

Stasis Capsules [TAN]

Magen Defense Grid [TAN]

Gen Synthesis [TAN]

Shuttle Logistics [TAN]

Dacxive Animators [TAN]

Transit Diodes [TA]

Chemical Warfare

Reparations

Rise of a Messiah

Transit Diodes [AC}

Voluntary Annexation

Dispute Resolution

Crown of Thalnos (LAW)

Community Service

P.O.W. (LAW)

Convention of Sacul

Lend-Lease (LAW)

Quarantine (LAW)


TI1stEdition

Y

N

Y

Y

N

Y

Y

Y

Y

N

Y

Y

Y

N

N

Y

Y

N

N

Y

Y

Y

Y

Y

Y

N

N

Y

N

N

N

N

N

Y

Y

Y

Y

N

Y

N

Y

Y

Y

Y

Y

Y


TI2ndEdition
Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

N

N

Y

Y

Y

Y

Y

Y

Y

N

N

N

N

N

N

Y

Y

N

Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

Y

N

N

N

N

N

UNITS AFFECTED

Ground Forces [ctd]

Mines


ITEM



Hazardous Duty

Winnaran Expansion

Hail

Minister of Internal Security (LAW)

Mass Mobilization

Hope’s End Training

Transport

Training

Holder of Hope’s End

Compensated Disarmament

Brutality Backlash

Troops for the L1z1X War

Expansion Suppression

Minesweep

Clean Space (LAW)


TI1stEdition
Y

Y

Y

N

N

N

N

N

N

N

N

N

Y

Y

Y


TI2ndEdition
N

N

N

Y

Y

Y

Y

Y

Y

Y

Y

Y

N

N

N

TA
Technical Advance

TAN
Technical Advance (New)

TAO
Technical Advance (Obsolete)

TAR
Technical Advance (Renamed)

TO BE ADDED TO TI FILE

TI 2nd edition also has a new alternate victory condition/pathway – ‘Military Victory’..

Also has ‘Game Variant’ – “Instead of randomly selecting races, players use starting income to bid for their favourite race.”  It doesn’t give a method for how this is done.

NEW MATERIAL ADDED FROM MY WRITTEN SOURCES

SUGGESTED REVISIONS FOR MINE RULES

1. that a DN can place 2 MFs in a turn.

2. Revised Table

	ROLL
	EFFECT
	%
	∑ %
	Reverse ∑ %

	2 – 6
	No Effect
	15
	  15
	100

	7 – 12
	1 Hit
	49
	  64
	  85

	13 – 18
	2 Hits
	33
	  97
	  36

	19 - 20
	3 Hits
	  3
	100
	    3


2 DNs + 2 MFs vs 6 CAs using above revised Table:-

TEST
RESULT






1 MFs kill 3 CAs; 2 DNs survive [1 damaged]

2 MFs kill 1 CA; 3 CAs survive.

3 MFs kill 2 CAs; 2 DNs survive [1 damaged]

4 MFs kill 3 CAs; 2 DNs survive [both damaged]

5 MFs kill 2 CAs; 2 DNs survive [1 damaged].

This is a result much more compatible with result achieved with 3 DNs vs 6 CAs.

USING ABOVE TABLE, EFFECT OF 2 MINES:-

RESULT
CHANCE
% CHANCE
   ∑ %

Reverse ∑ %
0 HITS

.0225

  2.25

    2.25

100.00

1 HIT

.1470

14.70

  16.95
    
  97.75

2 HITS

.3391

33.91

  50.86
  
  83.05

3 HITS

.3324

33.24

  84.10
  
  49.14

4 HITS

.1383

13.83

  97.93
 
  15.90

5 HITS

.0198

  1.98

  99.91
  
    2.07

6 HITS

.0009

  0.09

100.00
 
   0.09

Best Race Opening Moves using 2nd Edition TI [Provisional Assessment]

HACAN
Starts with 1 SD, 1 GF on each home planet, plus 2 CVs, 2 GFs, 2 Ftrs, [2 TA Action Cards].

Starting Tech – Enviro Compensator

Starting Credits
50

Starting Resources
  6



56
Home Planet Production = 3
TURN ONE
Purchase Units – 1 CV + 2 GFs = 18 crs

Tech Phase – Buy Sarwen Tools = 30 crs ( 8 balance

TURN TWO  [Estimated Income = 6 + 7 + 8 = 21 + 8 bal ( 29]

Purchase Units – buy Spacedock on highest Production Planet and 3 GFs = 27 crs ( 2 Balance.

TURN THREE  [Est income = 20 + 7 = 27 + misc 10 (TAs) = 37]

Tech Phase = AMD or MT.

COMMENTARY
It is difficult to assess what Hacan Opening Strategy should be without playing it out first on map, 

as radically different to situation in First Edition [though low Home Planet Production is still a pain,

though slightly improved].  TA s must be taken into account also.

USING MAP
Similar result.

SPECIAL NOTE: It is worth it for the Hacan in first turn to take 2 GFs from its other two Home Hex

Worlds, leaving Control Markers in their place.

Because one can occupy a number of worlds so quickly in TI2, this has two consequences – faster

resources growth ( bigger income; & greater reason to build pure warships early in game, as

expansion is now much more rapid.

[This also means Trade Agreements rake in much more cash more quickly than before].

Also provides more incentive to build PDSs to hold planets, as your ships & GFs can then be freed

to operate aggressively.

The easily bought Stasis Capsules enables you to dispense with so many CVs; & use CAs & DNs

to carry GFs, although still need a CV in a fleet to carry attrition Fighter units.

With GF carrying DNs & CAs, can simultaneously occupy many worlds [another reason the 1st

edition’s Wexcon Invasion Barges  no longer needed].

OTHER RACES
Using the above notes on the Hacan, one can develop these oneself.

COMPARISON OF ACTION CARDS IN FIRST AND SECOND EDITION TI

In Both




2 Chemical Warfare

1 Civil Defense


1 Council Dissolved


2 Disclosure

2 Fantastic Rhetoric

3 Flank Speed

2 Good Year

2 Influence in the 

Merchants’ Guild

1 In the Silence of Space

1 Lucky Shot

1 Master of Trade

3 Morale Boost

1 Rally of the People


1 Rare Mineral

1 Rise of a Messiah

4 Sabotage

1 Scientist Assassination

1 Secret Industrial Agent

3 Signal Jamming

3 Skilled Retreat

1 Spatial Jump

2 Stellar Criminals

2 Successful Spy

1 Technological 

Breakthrough

1 Touch of Genius

12 Trade Agreement

1 Trade Stop

1 Veto

2 Voluntary Annexation

In Common
59




In TI1, but Not TI2

1 Alien Artifact

3 Elite Fighter

a 4th Flank Speed

2 more IitMG

a 2nd In the Silence of Space

1 Leader

1 Local Efficiency

a 2nd Lucky Shot

1 Merciless Offensive

a 4th Morale Boost

a 5th Sabotage

1 Set Agenda

a 4th Skilled Retreat

a 2nd Touch of Genius

In TI1, Not TI2

17




In TI2, but Not TI1
1 Corporate Sponsorship

1 Determine Policy

1 Discredit

1 Into the Breach

2 Local Unrest

1 Opening the Black Box

1 Plague

1 Reparations

1 Spacedock Accident

1 Tax Rebate

1 Thugs

a 13th Trade Agreemnet

1 Transit Diodes

4 Uprising

a 2nd Veto

In TI2, Not TI1

19

COMPARISON OF POLITICAL CARDS
In Both


1 Arms Reduction (LAW)

1 Crown of Thalnos (LAW)

1 Free Trade (LAW)1

1 Holder of Mecatol Rex 


(LAW)

1 Holy Planet of Ixth (LAW)

1 Humane Labor (LAW)

1 Limits to Individual Power 


(LAW)

1 Long Term Truce (LAW)

1 Public Execution

1 Revote

1 Short Term Truce (LAW)

1 Trade Embargo (LAW)

1 Trade Restrictions (LAW)

1 Unconventional Weapon 


(LAW)

In Common

14




In TI1, but Not TI2

1 Convention of Nxill (LAW)

1 Council Empowered (LAW)

1 Expansion Suppression

1 Support for Development

The Book of Latvina (LAW)

In TI1, Not TI2

5




In TI2, but Not TI1

1 Budget Deficit

1 Closing the Wormholes

1 Colonization Licensing

1 Cost Overruns

1 Dispute Resolution

1 Economic Revitalization

1 Forced Economic 


Independence

1 Labor Force Politics

1 Manifest Destiny

1 Mass Mobilization

1 Minister of Commerce

1 Minister of Exploration

1 Minister of Internal Security

1 Minister of Policy

1 Regressive Rhetoric

1 Science Community Speaker

1 Subsidized Studies

1 Technology Buy-back

1 Technology Investigation


 Committee

1 Technology Tariffs

In TI2, Not in TI1
20

SPECIAL NOTE:

Arms Reduction and Holder of Mecatol Rex are both LAW in TI1, but not in TI2.

TI2 ACTION CARDS THAT AFFECT PARTICULAR RACE OR UNIT OR TECHNOLOGY

Chemical Warfare (req DN)
destroys GFs, bypasses PDSs

Civil Defense


provides 2 free PDS

Corporate Sponsorship
buy a Green Tech for 10 cr less

Into the Breach (req DN)
a chosen fleet fights at +1 in a battle, but 1st casualty a DN

Lucky Shot


destroys a DN or CA

Opening the Black Box
your Red Tech planets have double Resources this Tech Phase

Plague



can destroy enemy GFs

Rally of the People

receive 2 free DNs

Reparations


get compensated for lost GFs

Rise of a Messiah

receive many free GFs

Scientist Assassination
remove a Tech from a player

Secret Industrial Agent
destroys a Spacedock

Spacedock Accident

delays new units at one Spacedock by one turn

Technological Breakthrough
get a free Tech

Transit Diodes


move 3 GFs from one planet to another

Voluntary Annexation

get 3 free GFs & control of planet

TI2 ACTION CARDS THAT AFFECT ONE FLEET

Flank Speed


fleet gets +1 movement in one turn

In the Silence of Space
fleet can move through a hex containing an enemy fleet

Into the Breach (req DN)
a chosen fleet fights at +1 in a battle, but 1st casualty a DN

Morale Boost


for one combat round, all of your units fight at +1, in one battle

Signal Jamming

one enemy fleet cannot move in one turn

Skilled Retreat


defending fleet moves to an adjacent friendly or empty system

Spacedock Accident

delays new units at one Spacedock by one turn

Spatial Jump


one fleet can move anywhere, but half of fleet lost in transit

TI2 POLITICAL CARDS AFFECTING TECHNOLOGY, UNITS OR FLEETS

TECHNOLOGY
Technology Investigation Committee
 - FOR Vote means No Tech may be purchased in one turn

Technology Tariffs


 - FOR Vote – RED Tech +10 Crs to buy

 




 - AGAINST Vote – GREEN Tech +10 Crs to buy

Regressive Rhetoric


 - FOR Vote – All Tech costs +5 Crs more

Science Community Speaker

 - ELECT PLAYER – other players may buy Tech for 15 Crs


   



    in this Tech Phase.  Paid to Elected Player.

Technology Buy-back


 - FOR – can sell Tech for 25 Crs

 




 - AGAINST – no Tech can be bought this turn

Subsidized Studies


 - Elect Technology – tech of this colour costs 5 Crs less;






    all other Techs cost 3 Crs more

FLEET
Closing the Wormholes

 - affects Wormhole movement

UNITS
Minister of Internal Security
 - Elect Player – one time only that player can destroy 4 GFs


   





on Mecatol Rex

Unconventional Weapons
 - FOR: All DNs –1 hit chance





 - AGAINST: Players must pay 2 Crs for each DN

Arms Reduction

 - FOR: All players lose all but 2 DNs & 4 CAs


 



  [other units unaffected]

Humane Labor

 - Spacedock production reduced

Crown of Thalos
 
 - Elected Player’s GFs at +1 to hit

Mass Mobilization

 - affects GFs

Cost Overruns
 

 - affects PDS & Spacedocks

Dispute Resolution

 - affects PDS & GFs

EVALUATION OF THE TECHS
TECHNOLOGY
RATING
COMMENTS




Hylar V Assault Laser

2

Prereq to all other Weapons Tech

Deep Space Cannon

1 (2)

Magen Defense Grid

2

Assault Cannon

3

Graviton Negator

3

Strategic Mathematics

1

Antimass Deflectors

0 (1)

Prereq to all other Propulsion Techs

[except SL]

XRD Transporter

3

Light/Wave Deflector

2

Type IV Drive


3

Spatial Jump


3

Shuttle Logistics

1

Enviro Compensator

0

Prereq to all other General Techs







[except GLS]

Sarween Tools


3

Micro Technology

2 [1]

Good for Hacan

Integrated Economy

3

Transit Diodes


2

Graviton Laser System
3

Stasis Capsules

3

Has Enviro Compensator as Prereq







Is Prereq to all other Green Tech

Neural Motivator

2 [3]

Cybernetics


2 [3]

Dacxive Animators

2

X-89 Bacterial Weapon
2

Gen Synthesis


1

GENERAL REMARKS ON THE TECHNOLOGIES
Antimass Deflectors and Enviro Compensator are only rarely of benefit.

Hylar V Laser and Stasis Capsules are best “basic” tech [ie prereq to (almost) all tech of their

colour].

To get all the Level 3 or  [3] Tech, need to obtain following Techs:

Hylar V Assault Laser 
[2] + all other Weapon Techs (except SM & MDG)

Antimass Deflectors 

[0]




Enviro Compensator 

[0]

Stasis Capsules

 [3]


XRD Transporter

 [3]

Neural Motivator

 [2 (3)]

Type IV Drive 

[3]

Spatial Jump 


[3]


Sarween Tools 

[3]

Micro Technology 

[2 (1)]

Cybernetics 


[2 (3)]

Integrated Economy 

[3]


Graviton Laser System
 [3]

Deep Space Cannon

 [1 (2)]

Assault Cannon

 [3]

Graviton Negator

 [3]

EASIEST LEVEL 3 / 2 (3) TECHS TO OBTAIN
Stasis Capsules [1 prereq – Enviro Compensator]

Neural Motivator [prereq is SC (or MT)]

Cybernetics [prereq is SC or AMD]

XRD Transporter [prereq AMD]

Type IV Drive [prereqs XRD AND NM]

Spatial Jump [prereq TIVD]

Sarween Tools [prereq EC]

Integrated Economy [prereq Cybernetics & MT; & ST or SC ( MT]

[Micro Technology] – as prereq to IE

Graviton Laser System [1 prereq – DSC] (but DSC needs HVAL)

“MOST DIFFICULT” LEVEL 3 TECHS TO OBTAIN
Assault Cannon [prereq Cybernetics and DSC; & DSC prereq of HVAL]

Graviton Negator [prereq AC or DA] (DA has prereq of NM)

Therefore, must obtain Techs in roughly this order:

Enviro Compensator

Sarween Tools

Stasis Capsules

Micro Technology

Neural Motivator

AMD

XRD Transporter

Cybernetics

HVAL

Graviton Negator

Deep Space Cannon
[as prereq to AC]

Assault Cannon

Type IV Drive

Integrated Economy

Spatial Jump

Graviton Laser System

Magen Defense Grid

As can’t obtain all of these [& might also want Micro Technology as a higher priority than given (esp for Hacan), one must first decide a General Strategy.

Note that the above order changes, and some become less necessary or more vital, with flow of the game.

GENERAL STRATEGY CONSIDERATIONS

In beginning of game, where combat is unlikely, your main concern is expansion and resource gain.

In middle game, where offensive combat is a priority, need Fighters as attrition units, and as only Carriers can transport Fighters, need XRD Transporter.

In late game, where defense is important, need PDSs that are cheap and effective, therefore need Graviton Laser System and Deep Space Cannon and Magen Defense Grid.

UNITS/ASPECTS AFFECTED BY EACH TYPE OF TECH
Technology


Positive Effect







Stasis Capsules

CAs/DNs carry 1 GF

Sarween Tools


+1 Resources/planet

HVAL



CAs +1 in battle

Deep Space Cannon

PDSs shoot at adjacent system

XRD Transport

CVs +1 movement

Micro Technology

TAs ( +3 crs/turn

Neural Motivator

Draw additional Action Card/turn

Magen Defense Grid

PDS gain + 1 attack, GFs + 1 defensively

Cybernetics


Ftrs + 1 battle in space

Type IV Drive


CAs & DNs +1 movement

Assault Cannon

DNs get free shot

Spatial Jump


One fleet go anywhere/turn

Integrated Economy

Place new bought units directly

Graviton Negator

DNs bombard planets with PDS and fighters can engage in

Invasion vs GFs

Graviton Laser System
PDS only cost 5 credits

GENERAL COMMENTS ON TI2
· The reference in a lot of cards to GFs seems a leftover from TI1, as a lot of planets players control will have CMs but no GFs.

· In 6.1, Basic Starting Units should be before, NOT after, racial starting units.
[this is a minor quibble, but reduces confusion].

· Military Blockade rule is ambiguous – seemingly requires only 1 cruiser (or other enemy ship) in one hex next to your SD to Blockade.

· Seems to clarify that PDS can only fire once in your Space Combat Segment, & can fire before enemy Space Combat Segment (but only once), & not during enemy Space Combat Segment.

· 7.8 “impressive arsenal available to TI players”, seems a bit of hyperbole, considering small variety of unit types available.

· 7.8 GFs from a CV can now simultaneously invade 2 or 3 planets if in same system hex, and only after all movement done.
contradicted/clarified by example on page 13 (8.3) & page 15 – italicized paragraph – CV GFs can only invade one planet per CV per turn.

· 7.12 Example – Hacan GFs mystically turn into a Sol GF [poor proofreading].

· Rulebook has no page #s, & no ‘in section’ ref #s (eg 8.3 extends over 3½  pages, no 8.31, 8.32, etc).

ACTION CARDS AND POLITICAL CARDS THAT RECOMMEND NOT USING
POLITICAL CARDS
Public Execution – too draconian to one player.

Dispute Resolution – too complicated & ambiguous.

Labor Force Politics – too complicated & uncertain.

Forced Economic Independence – again requires election of 2 players without clear method.

ACTION CARDS
Successful Spy – creates problem if 2 players both have one of these (2 copies).

Signal Jamming – too powerful an effect (3 copies).

Thugs – Useless, due to Play time.

Rally of the People – too powerful an effect.

Spacedock Accident – too powerful an effect.

HOPE’S END CARDS

POLITICAL CARDS

Stellar Maelstrom – silly card.

Preemptive Strike – favors Sardakk Norr, hurts Jol-Nar.

Ancient Artifact – can devastate one player.

Council Coup – disadvantages high influence races, plus doesn’t say what happens with a tied result.

Troops for the L1z1X – too powerful a reward, also favors race with lots of GFs.

Major Rebellion – too much die rolling.  Effect is actually rather minor, and so players would 

NEVER sacrifice 100  crs of units.

L1z1X Raiders – could devastate one empire.

ACTION CARDS
No abusive/unbalancing cards [though Ion Jamming came close].

SPECIAL NOTE

Probably all cards, & the actual rule, relating to Insurgency, should probably be ignored.

COMPARISON OF TI2 AND GD (BASIC EDITION)

AS OF 13/2/04 :: NOTE THAT HAVE BEEN SOME SLIGHT CHANGES TO GDB SINCE THEN

1. RULEBOOK
[TI rulebook has repetitious pictures of humans & Letnev, wasting its space

TI has a mere 20 pages (unnumbered) Rulebook.
GD, and this is only Basic Edition, has  < 100 > pages (numbered) Rulebook.
TI rulebook has some section headings, but not many.
GD has sub-sub-sub (even –sub) sections.
Despite being bigger and more complex rulebook, GD one is easier to follow, is more clear.
This is because it has Nestled Logic Structure™.
GDR has comprehensive index, extensive Designer Notes (note of 28/4/05 – so extensive that have been given own separate book), and extensive play examples.  TIR has several misprints.


2. GAME PREPARATION [Prior to First Ever game by owning player]
It takes 3 man hours to get playing pieces out of sprues, cut and file them to remove burrs.
Some components don’t work well – the Race Stands & Race Charts – best to not use stands, and simply lay the cards down on play table.
Only has one 10-sided die; not enough [need to get (or already have) more yourself].
Doesn’t have a Resource/Influences Record Chart [TI1 DID].


3. GAME PREP FOR ANY GAME
TI Map is a bit confusing (incidentally, HPs are not 2’ but less than 1’ from MR).
Need templates for the various maps (Diagram Three) at full scale (1:1).


4. CARDS
A # of TI’s PCs and ACs are virtually unplayable, ambiguous, unbalanced, or all 3 of these.


5. UNITS
TI’s Spacedocks have low capacity, and must be used to produce all other units.
By contrast, GD’s MIs & GBDSs (logically) do not need Shipyards for their production.
Carriers in TI have low capacity (not surprising considering cost of fighters) & are general purpose “carriers”  (workhorses).
In GD, separate units carry MIs; CVs carry fighters only and can carry lots of them (& Ftrs are low cost, as are MIs).
Under 7.8 Ground Forces it refers to “impressive arsenal available to TI players”.  This is true neither quantitatively nor qualitatively [in types of units & #s of units in play].


6. MAP
The hex style gameboard is not so “unique”. eg. Settlers of Catan also uses this method.


7. MISCELLANEOUS
TI’s Tech Advances are a good idea (though some of them not very useful).
In TI start with no ACs; in GD have 3 TCs (Tactical Cards).


8. MOVEMENT
GD has a much more flexible movement system – can move, perform actions, move again, perform actions, several times in a turn (from 1 – 7 times, usually 2 or 3 for most units).
Note also that as events for all players occur simultaneously in each turn, that downtime is low as, for example in a 4 player game, whilst 2 players are resolving a battle between their forces, other two players can do likewise at same time.


9. COMBAT
GD is more logical and more realistic.  Admittedly, even in TI if a Cr vs a DN, DN more likely to survive.  But a GD BB is much more likely to survive its equivalent encounter vs a CA.


10. PLAY FUN
TI is enjoyable to play, and makes a pleasant diversion, but it will go quietly as GD rises to
its deserved ascendancy amongst serious gamers [TI will still be played for fun to fill in a few hours, but GD will be an obsession for many – rivalling SFB].
New Note – the arrival of TI3 could provide a greater challenge, plus TI has the huge advantage of currently holding the ground – equivalent to the defender’s advantage in actual combat [note of 28/4/05 – having now glanced through TI3 rules, I can now state definitively that yes it is a bigger challenge to GD than TI2, and the ground it holds is huge – a well established American company with its own website, and large forums about it on several sites].


11. STARTING UNITS
GD gives much more choice.


12. SUMMARY
TI is OK [haven’t yet had an opportunity to assess TI3], but has too many flaws – some of its PCs and ACs, low unit variety, less play options.


SUGGESTIONS TO TI PLAYERS
Put the Control Markers, Starting Money and Starting Tech Advances for each race in their own Ziplock bag or other container – this speeds up start of your next game.

MORE ON TI – GD COMPARISON
GD gives more choices, greater freedom, less arbitrary restrictions, more options, less reliance on luck.

GD is much quicker and easier to set-up.

The disadvantages and advantages each race has in TI, and the effect of TechAds, does add a measure of variety to TI, but in some ways this is illusory.

In TI, survival can depend on one or two battles.

TI – SPECIAL NOTE ON BLOCKADING

Blockade rules aren’t very good; it is extremely easy to be blockaded, even if you have a huge fleet in Spacedock hex.

What is the rationale of blockading in TI?

How can one warship in a huge volume of space prevent construction of warships in another vast volume?

A proper blockade requires a line of supply that can be blocked, and a superior force that can stop that line of supply [& other supply lines could exist].

Now, the TI advocate would say that the force is superior – one enemy ship contrasted with zero friendly ships in that hex.

One might posit it could block some future resource supply, but not that which has already nor construction of units which has already begun.

New idea arising from this – that a warship can be classed as a commerce raider – say if owner expends a credit per turn it is so classed, and then be able to blockade partially – say reduce a Spacedock’s production number by one unit.  It would take several such ships to reduce the Spacedock’s capacity to zero.

TI2 HOME HEXES

RACE


PLANETS

TOTAL
SD PRODUCTION
HACAN

3/1, 2/3, 1/2

6/6

3

SOL


7/5


7/5

7

JOL-NAR

3/5, 2/5

5/10

3

LETNEV

6/1, 4/1

10/2

6

XXCHA

3/6, 2/3

5/9

3

NORR


5/2, 1/1

6/3

5

MENTAK

6/2


6/2

6

YSSARIL

3/5, 1/3

4/8

3

POINTS ARISING FROM INITIAL PLAYTESTING OF TI2

OBSERVATIONS/ANALYSIS

Takes a while to set up.

Even with the large hexes, placement of starting units is awkward.

In reading rules, some things are not obvious – re: CV movement & Invasion; could use attacker withdrawal rules to gain extra movement [difficult, but possible].

‘Signal Jamming’ is a vicious AC, esp vs Xxcha who have only 1 CV [esp if they purchase a SD].

Complicated decisions (eg re: what Tech Advances to buy) turn up early in game, and mistakes can be costly.

Unit # chits don’t work too well.

Some PCs & ACs are unbalancing &/or ambiguous.

The CV carrying a squadron of fighters is almost a meaningless concept in TI, as Ftrs are too expensive & have no other function than as weak combat units/attrition units.

Over-extension is a great possibility – control of lots of planets but only a couple of strong fleets.

Insurgency checks will often occur with planets with no GFs, but just CM.

Game doesn’t have enough 10 cr chits, & too many 5 cr & 1 cr chits.

As they start with neither CVs nor Stasis Capsules, the Yssaril and Mentak cannot explore in First Turn!!??

NEED A PLAY AID THAT LISTS ALL RACES SPECIAL ABILITIES

[& also their Start Units & Tech Ads].

NEED  a Play Aid for each race listing its units basic capabilities – [COST], Battle, Movement.

Note: Jord is a silly name; why not call it Earth or Terra?

Going first in Individual Turns can be an advantage, but not always.  Player with most Influence should have Option of what position to have his Individual Turn in.

TACTICS
If a Political Card that is bad for all players, then other players can pay a tribute to Xxcha player to get a new PC draw.

Jol-Nar should buy 2 DNs (or buy CAs) instead of CVs in 1st turn [due to having Stasis Capsules].

If PC ‘Humane Labor (LAW)’ turns up, and 2 races have Res 3 SD planets, and another race has Res 5+ SD then the other 2 races should vote FOR this LAW.

Strategy for Jol-Nar: do not be too keen to quickly buy lots of TAdvs, because although these advance you on Progression Chart, leaves you militarily vulnerable – buy lots of mil units – CAs & DNs [with Stasis Capsules these go well].  Also need extra Spacedock(s) fairly quickly.

QUERIES
Players start with no Action Cards.  IF PC card Regressive Rhetoric (LAW) comes up, can players vote against it.  What if later in game it comes up, & one player has no ACs, must he vote ‘FOR’?

What happens if 2 players both have a Successful Spy card?

If a Defender Fleet uses Skilled Retreat, can Attacker Fleet withdraw?

Can one if attacked in 2 adjacent hexes you control, use Skilled Retreat to reinforce one with units from the other?

With Skilled Retreat – does defending fleet have to be one being attacked [I think YES] or one of defending side [I think NO].?

If a unit with a GF retreats to a planet with opponent CM, can it takeover that planet?

Re: Prophecy of Ixth – is loss permanent, or for that turn only?

Short Term Truce – does this last just one turn, or is it permanent?

What happens if it turns up in first turn?

The rules do not say that Home Planets are immune to Insurgence Checks.

Card ‘Local Unrest’ allows choosing any planet – what if get this card in First Turn & use it on an opponent Home Planet?

If Long Term Truce (or Short Term Truce) in effect, if a planet has only a CM [or just a SD] on it, is putting a GF on it an attack?  I think NO.

Does Interdiction still occur?

Budget Deficit is ambiguous.  Is it 5 cr or 10 cr or 20 cr to each of the two players – I’ll say 10 cr each.

What is the rationale for the effects of (many) certain TI PCs & ACs, eg Long Term Truce, an effect that stops all attacks.  Instead of having a 20 cr payment to discard the Law, why not any player can pay 5 crs to have one of his fleets attack (break the Truce “illegally” & criticized by own govt).

SUMMARY
· Game tends to bog down a bit, in arms races.

· Random map layout can mean one race having high Resource planets near it & another low

Resource planets (due to random hex dealing).

· With Action Cards, one player might draw very useful cards & another player almost useless 

cards (&/or only mildly useful &/or only useful late in game).

· If same player gets low Resource planets & poor ACs, can be difficult for them to compete.

· It is easy to forget Planet Technology Specialties, & that these can reduce price of your TechAs.

[Need to keep a special record sheet for this, updated when planets lost/gained].

· Abbreviation TA could stand for Tech Advance or Trade Agreement (this is mildly unfortunate).

TWILIGHT IMPERIUM  3RD EDITION

INITIAL IMPRESSIONS FROM A SMALL SAMPLING OF DATA ON INTERNET

Rulebook poorly organized.

Errors as usual.

FFG having great success with TI – this is because they are in USA which has good game creation, development and publishing environment, and is conducive to gamers desires.

Naalu radically changed.

FIRST IMPRESSIONS FROM LOOKING AT ACTUAL GAME  27/04/05

[NOTE: My copy cost $A125 – not too bad, equivalent to about $US85 at current exchange rates].

The box for this is huge – 59 cm x 29½ cm x 10 cm ( 17,405 cc; and massing 4½ Kgs.

It is so big  and the lid so tight fitting that due to air pressure putting the lid back on takes many seconds.

The rulebook is square – 28 cm x 28 cm, 44 full-coloured pages.

The paper components in this are so colourful, almost too good, so that one is aware that they will be easily damaged/marked.

Has 4 dice – this is good.

Card for each race – has Unit stats on it [not in rulebook – a major omission] ( significant changes from previous costs, and some “Battle” changes (+ of course has 2 new units – DD & WS).

Starting units for Hacan, Mentak and Yssaril corrected from TI2.

Earth still has silly name of Jord [apparently this is the Danish name].

Looking at starting forces – the idea of CVs without fighters is peculiar [one could say that these aren’t really CVs, just transports with a limited ability to operate a small amount of fighters].

Starting fleets are small – especially when consider racial descriptions, eg for Sol, that imply mighty fleets ready to rock.

Mentak looks like a human – she probably is a human (as with Orion pirates in SFB – many races).

For the Federation of Sol card – back to school fellas – “i before e except after c”.

Why does the Hacan dominate the art?

All those plastic ships – that will again be several hours of work (as with TI2) to separate & ‘file’ them [Later Note - Fortunately not, as much better – easier to remove and no filing required].

The Hexes are really big now – 98 mm across (113 mm diagonally).

In contrast, the Action and other cards are small – and there is a lot of them – a 15 cm length stack of the small cards (not on a counter sheet, but ‘free’) [in an unlidded, plastic sealed box].

Each card is 63 mm x 41 mm.

Example of Bad Rules Layout
Unit Descriptions not given till page 29 (this is after combat section).

There is a radical change introduced with the limit on number of each unit type one can build (or to be more precise – can have in play) [except for fighters and ground forces].

This, together with the changes made to unit costs and battle ratings (details later in this analysis), will make large changes to way game is played (as will also many of new components and rules).

TI3 can not be played straight out of the box because of the plastic units, and even if these were ready, still can not be played straight off due to the jumbled rules organization and rules ‘complexity’.

In contrast, GD is highly ordered and playable straight away.

CONTENTS OF TI3 BOX 

12 BOARDS (Frames) OF ‘PUSHOUT’ PIECES

MAP HEXES:

  1 MECATOL REX [DOUBLE SIDED]

10 HOME HEXES

  4 WORMHOLE HEXES (2 ALSO HAVE A PLANET)

  4 ‘SPACE FEATURE’ HEXES

  6 EMPTY HEXES

18 PLANETARY HEXES [12 DOUBLE PLANET, 6 SINGLE PLANET]

43

8 LARGE TRAPEZOIDAL SHAPE CARDS – STRATEGY CARDS:

INITIATIVE, DIPLOMACY, POLITICAL, LOGISTICS, TRADE, WARFARE, TECHNOLOGY, IMPERIAL.

SMALL CARDS

10 PUBLIC OBJECTIVE  STAGE II

10 PUBLIC OBJECTIVE STAGE I

10 SECRET OBJECTIVE


 

  30 OBJECTIVE CARDS (sub-total)

103 ACTION CARDS

144  [in 6 SETS EACH OF 24] TECHNOLOGY ADVANCES

  20 TRADE CONTRACT (2 for each race)

  60 POLITICAL CARDS

  51 PLANET CARDS (in alphabetical order)




408 TOTAL









10 RACE CARDS

THE SHIPS AND OTHER PLASTIC UNITS

These are huge – the DN is 50 mm long (5 cms = 2”).

The Space Docks are fairly small – obviously not to scale.

6 frames of 6 different colours – black, red, green, blue, purple and yellow – all the colours are deep (dark).

Come out of frame fairly easily – do not need trimming after all – this could take less than ½  hour –need several twists per unit – some units slightly harder to remove ( DD, DN, CV, PDS), which meant that the first frame took me about 10 minutes to remove all its units.

The units make the hexes, large as they are, look small when you place units on a hex.

One of my black CVs had a bent engine that I was able to slightly straighten.

UNIT QUANTITIES [9 DIFFERENT UNIT TYPES]

2 WSs, 3 SDs, 4 CVs, 5 DNs, 6 PDSs, 8 Cs, 8 DDs, 10 Ftrs, 12 GFs = TOTAL: 58

Ftrs and GFs can be ‘supplemented’, ie use counters to represent additional quantities of these.

The units for a race will not fit in a standard size ziplock bag – need larger size (≡ A5 paper size).

It would have been helpful if 10 of these bags had have been supplied with the game.

[Interesting note -  a fighter unit (or a PDS) can completely go inside the base of a WS unit].

Can play a shell game with 3 WSs and a fighter or PDS.

Unfortunately a CV can not really carry any fighters, PDSs or GFs [ie the plastic units].

Finding a suitable container to put the plastic units really is a problem – for some gamers it won’t be, for others it is – so they REALLY, REALLY should have provided a solution with the game set itself.

I put my black units in a plastic container that used to contain a PC hard drive.  Until I find a suitable solution for the remaining units I will be leaving them in their frames.

Other possibilities are small tins or jars (not very practical) or boxes.

Note: I also remembered that I had several empty plastic Whistler’s chocolate containers [to be precise 4 empty and one still full, as obtained them only a month previous – this will mean I will have exactly the 6 containers required], that I will be able to use for this purpose, as they are of suitable size – small but big enough, and the lids seal well.

NOTE: if have a gathering of 6 experienced gamers with a new box of TI3 – then if each player removes his own units from a frame (10 minutes), and then they do a quick joint session on the rules, they could probably play it out of the box after about ½ hour [it would be recommended though that they had previously all played an earlier edition of TI].

On the same dozen cardboard frames that held the big map hexes are all the various types of counters:

1 ‘sheet’ for each race, and 2 ‘sheets’ of general counters [frames 2 and 10].

On frame two is:

Speaker Token, the Victory Point Track, 3 GF Supplement Tokens, 3 Fighter Unit Supplement Tokens, 23 Trade Good Counters. 

Note that all of these are same on both sides, except for Victory Point Track which has an Optional Game track on its reverse side.

On frame 10 is:

17 Trade Good Counters, 8 Bonus Counters (also same on both sides), 4 Domain Counters (all with Biohazard symbol on one side, and a planet on the other ).

On each ‘Race Frame’ is:

Specific to that race:

16 Command Counters, 15 Control Markers, 3 Leader Counters.

Of general application:

2 GF Supplement Tokens, 2 Fighter Unit Supplement, 4 Domain Counters (type varying with each ‘sheet’).

This yields a total for these 10 frames of:

160 Command Counters, 150 Control Markers, 30 Leader Counters, and 

20 GF Supplement Tokens, 20 Fighter Unit Supplement, 40 Domain Counters.

Added to the counters from frames 2 and 10 this yields a grand total of:

1 Speaker Token, 1Victory Point Track, 23 GF Supplement Tokens, 23 Fighter Unit Supplement Tokens, 40 Trade Good Counters, 160 Command Counters, 150 Control Markers,

8 Bonus Counters (also same on both sides), 44 Domain Counters.

In addition the box contains a little booklet – FFG Spring Catalog 2004.

THE QUALITY OF THE COMPONENTS IS VERY GOOD [HOWEVER THEY ARE NOT PERFECT, NOR SHOULD ONE EXPECT THEM TO BE – THEY SURE WON’T BE AFTER MANY SESSIONS OF PLAY] – MANY OF THE PLANET HEXES HAD ALREADY COME OUT , AND THE OTHERS EASILY COME OUT WITHOUT ANY EFFORT [from frames].

If one only partly unpacks game box [because you don’t have enough plastic bags or other suitable containers for counters and ships, &/or insufficient time] you end up with a big box plus lots of stuff outside box that no longer fits in it.

My Ghod, it’s full of War Suns

These are truly awesome (almost rhymes with whoreson) units – have the speed of a cruiser, the fighter carrying capacity of a carrier, the firepower of 4 DNs ^^.  BUT themselves have only 2 hit points, so could in principle be killed by two lowly fighters [that cost only 1 resource total in contrast to the 12 cost of WS].  This vulnerability is their achilles heel.

^^  I determine this in the following fashion:

DN  Battle 5  ( 60% to hit  ( 0.6 hits on average.

WS Battle 3 x 3  ( 3 x 80% to hit = 240% to hit ( 2.4 hits on average.

2.4 is 4 times 0.6.

That War Sun better be carrying its own escort of 6 fighters, at least, unless its on a suicide mission [then you can name it Yamato].

Awesome War Sun = (whoreson)2.

NEW MISCELLANEOUS NOTE OF 26 FEB 2006

The turns (now for some silly reason called rounds) in TI3, have ambiguous aspects that a lot of players are understandably having trouble with – specifically the number of actions that one can perform in a round.

UNIT STATISTICS – COMPARISONS OF TI2 AND TI3

UNIT

TI2 cost
TI3 cost
TI2 Battle
TI3 Battle
TI2 Mvmt
TI3 Mvmt
DN

10

5

4

5

1

1

CV

10

3

9

9

1

1

C

6

2

8

7

2

2

DD

na

1

na

9

na

2

Ftr

4

½ *

9

9

0

0

WS

na

12

na

3 (x 3)

na

2

GF

4

½ *

8

8

0

0

PDS

10

1 ++

7

6

0

0

SD

15

4

0

0

0

0










Mvmts all same (excl new units)

* 
Fighters and GFs actually cost 1 credit for 2 units [& must be bought as 2Ftrs or 2 GFs; can’t get 1

of each for 1 credit (NOTE – I will continue to use ‘credits’ – the original TI purchasing unit for costs of units, etc; as the new replacement term of ‘resource’ is clumsy)].

++
This is cost given on Race Cards, but in rulebook it is given as 2, which is more likely to be

correct value [confirmed in FAQ on website]

Battle rating for DN is 1 more  in TI3 (ie not as good as TI2).

Battle rating for PDS & C are 1 less in TI3 (ie better than TI2).

Costs have radically changed *** are now lessened to these amounts:-

DNs 50%, CV only 30%, C 33%, PDS 10% (20% ++), SD 27%, GFs and Ftrs 12½ %.

This means PDS, Ftrs and GFs comparatively cheaper, especially compared to DN.

DNs have had their extra hit point from TI1 (DS) restored [but CVs haven’t; the new WS also has this ability].

What is a WS?

This is a War Sun [War Suns seems like a visual (but NOT aural) pun on Whore Sons].

As can be seen from the stats above, it is seriously undercosted (and this comparison chart above doesn’t even consider some other special abilities that it has); BUT it requires a specific new Tech Advance – ‘War Sun’ – to build these, so that makes them cost more in reality.

What is a DD?
This new unit is a destroyer – and it is a special anti-fighter unit (more on this later in the analysis).

With units like WS, as limit on how many one can have in play, one might consider letting one die in combat, so as to be able to build a new one, whereas with previous edition rules you might have been more reluctant to do so [this is similar to, but not a direct comparison, with situation in TI1/2 where one was willing to let shock troops die – the difference of course is that with these units one must pay for a replacement unit].

Choice of default value of number of players as 6 at first struck me as slightly strange, but then again it is not unusual with many game playing sessions to have 6 people gathered – as likely as just 4 people, which is more usual standard.

The unit building limit is an arbitrary limitation, no doubt done for “game balance” or to redirect player expenditures towards other outlets, or to change how players play the game.

The effect of this must be determined in practice, as too complex to determine theoretically.

The use of supplement counters for fighters and GFs adds an additional ‘accounting function’ for the players.

Victory Conditions have been radically changed.

MAJOR NEW COMPONENTS/RULES

Planet Cards [like Title Deeds in Monopoly] – these alter the relationship between Resources and

Influence (or more correctly create such a relationship where before they were independent functions of a planet).

Technology Cards – this is the latest method of tracking which Tech Advances a player has.

Objective Cards – these are totally new, and relate to Victory Points.

Trade Cards – these limit number of Trade Agreements each player has to a max of 2.

Strategy Cards – totally new addition designed to ‘mix things up’.

Bonus Counters – totally new component tied to Strategy cards.

Command Counters – totally new – this is the biggest change in TI3 – it makes TI3 more like WW2 

games (such as Third Reich).

Trade Good Counters – totally new – an additional type of money.

Speaker Token – a cosmetic change only.

MAJOR PLAYING CHANGES
At start of each turn [now called Rounds – a regressive naming change] Strategy Cards are reissued; which means each race/empire doesn’t have a constant/consistent strategy, but all constantly change their individual strategy (rather peculiar) unless other players let them pick same card and that player also wishes to do so (& is not prevented by the condition on a card itself).

Now it may be said by some that as the Strategy Cards didn’t exist before, that players were free to choose what strategy they wished previously and therefore that this is no change, but it is – as players were unlikely to radically change strategy before, and anyway the concept of strategy barely existed with previous editions – for one thing the nature of the game was such that player choices were severely limited – they were strightjacketed into trying to get extra Tech Advances purely to fulfill victory conditions, not necessarily for the value of the Tech Advance itself [the Tech Advance’s actual worth in game play was secondary].

As prerequisites still exist as a concept for Tech Advance Cards, this is to a certain extent still true, but they do not become ‘in themselves’ requirements for victory condition fulfillment.

As now must pay to do an attack (using Command Counter) this limits number of attacks one can launch [but this was also a limitation in prior versions, due to limited availability of fleets].

The example on page 13 doesn’t say what colour N’orr is using and what colour Xxcha, though easily worked out – N’orr is red.

Repair of damaged ships is now free.

Also damaged ships now no longer have Battle/Move penalties.

Space Dock production capacities have been increased [but still, illogically, the limit is on total number of units, not their size/cost].

A case could be made that this is another way to limit fighters and GF production, but it would be more logical to simply do this via their cost.

The rule that cannot “mix and match” (on page 26) ie. buy 1 GF and 1 Ftr (cost ½ credit each) for 1 cr, is an arbitrary restriction with no reasonable basis.

To counter cheapness of fighters as compared to big ships, the DD (also a cheap unit) has special anti-fighter ability [see below under Unit Special Abilities].

Imperium Rex PO Card too arbitrarily can end the game.

The small cards like the other components have a high visual appeal – aimed at casual gamers – are not in sheets, but come as ready cards in a stack that is long [as previously mentioned, 15 cm].

UNIT SPECIAL ABILITIES

Dreadnought
Bombardment; Sustain Damage

Carrier

Capacity: 6

Destroyer
Anti-Fighter Barrage

War Sun
Bombardment +; Capacity: 6, Sustain Damage, Multiple attacks,

requires War Sun Tech Advance to build.

PDS

Planetary Shield, Space Cannon

Space Dock
Produce Units, Fighter Capacity: 3

Definitions
Bombardment
Immediately before an Invasion Combat, may bombard enemy GFs on a contested planet. Roll one die for each bombarding Dreadnought.  For each successful hit, the defending player removes one GF (the GF does not get to participate in combat).  There must be at least one GF of your own on planet to be bombarded.

DN can not bombard planet with PDS.

Each DN can only bombard once in each Activation Sequence.

Bombardment+
as Bombardment, except a War Sun ignores defending PDS, and can do its bombardment in Invasion Combat step before friendly GFs have landed, and can roll up to 3 bombardments.

Sustain Damage
can absorb a single hit before being destroyed- after its first hit, turn it on its side to indicate that it is damaged.  There are no penalties on it, and is auto-repaired during Status Phase.

Capacity: 6
can carry up to 6 units that can consist of any combination of GFs, fighters and PDSs that add up to 6 or less.

Capacity: 3 fighters

the Space Dock can support 3 fighters, but no GFs nor PDSs.

Anti-Fighter Barrage
before a Space Battle begins, each Destroyer (both attacking and defending) may roll 2 dice.  For each result equal or higher than its Battle rating (normally a 9), the opponent must immediately destroy one fighter.

Note that this occurs once before Space Battle begins, and not before every Space Battle round.

Produce Units

each Space Dock can produce other units subject to following requirements:




activate system that contains at least one friendly Space Dock,




spend resources to build units

may only build a number of units equal to the resource value of its planet plus 2
New spaceships when built are placed directly in space

GF and PDS are placed on planet containing the Space Dock

If a unit costs ½ then if only buying 1 must still pay a full 1 credit.  **

If a system contains at least one enemy ship, all friendly Space Docks in that system are considered under blockade, and may not produce new spaceship units while the enemy units remain in that system; it may still build GFs and PDSs.

Planetary Shield
as explained under Bombardment for Dreadnoughts

Space Cannon
during the third step of the Activation sequence IF its owner has activated  the system and after any friendly ship movement into the system, each of active player’s PDS units in range may fire once at any enemy fleet in the activated system before a Space Battle begins.

Note that do not need to move any friendly ships into the system to be able to fire PDS.

When a player activates a system in range of an enemy PDS, the owners of any enemy PDSs in range may, after the movement step of the Activation Sequence, fire once per PDS at any units in the system owned by the activating player.

Note that when firing your PDS during another player’s activation, you may only fire at the units controlled by the activating player.

Immediately before the first round of an Invasion Combat, any defending PDS may fire, once per PDS, at the invading GFs.
++

This is a one-time pre-combat shot only and does not occur before every other round of subsequent Invasion Combat.

A player may never have more than 2 PDS on a planet.

Meaning of ‘in range’ – this means any enemy unit in PDSs own system, unless you also have ‘Deep Space Cannon’ Tech Advance, in which case enemy fleets in adjacent systems (ie hexes) are now in range of your PDS unit.

** query – to check in FAQs – can one spend 1 credit to buy 2 ftrs for placing at two different Space Docks?

++query
do these PDS have to be on same planet?
PDS rules are contradictory and clumsy – firstly they claim that if want to use PDS against invading fleet that you must activate that system, but later say that all that is needed is for enemy to activate the system (which makes more sense – why should the defender be penalised with a compulsory payment – which he may not have the Command Counters to pay for?).Latter is correct.

Multiple Attacks
the War Sun may do 3 attacks & 3 bombardments.

OTHER SIGNIFICANT CHANGES

Players now only have 3 Space Docks each available – this is even less than before (half).

COMPARISON OF STARTING UNITS FOR EACH RACE IN TI2 AND TI3

[EXCLUDING SPACE DOCKS]

RACE



TI2 STARTING UNITS
TI3 STARTING UNITS

HACAN


2 CVs, 2 GFs, 2 Ftrs  **
2 CVs, 4 GFs, 2 Ftrs,1 C, 

JOLNAR


1 CV, 1 Ftr, 1 PDS

2 CVs, 2 GFs, 1 Ftr, 2 PDS, 1 DN

LETNEV


1 CV, 1 GF, 2 DNs

1 CV, 3 GFs, 1 DD, 1 DN

N’ORR


1 CV, 3 GFs, 1 C

1 CV, 5 GFs, 1 C, 1 PDS
SOL



1 CV, 2 GFs


2 CVs, 5 GFs, 1 DD
XXCHA


1 CV, 1 GF, 2 Cs, 1 PDS
1 CV, 2 GFs, 3 Ftrs, 2 Cs, 1 PDS

MENTAK


1 C, 2 GFs [NO CVs]

1 CV, 4 GFs, 3 Cs, 1 PDS
YSSARIL


1 C, 2 GFs [NO CVs]

2 CVs, 5 GFs, 2 Ftrs, 1 C, 1 PDS

L1Z1X



NOT IN TI2


1 CV, 5 GFs, 3 Ftrs, 1 DN, 1 PDS

NAALU


NOT IN TI2


1 CV, 4 GFs, 4 Ftrs, 1 C, 1 DD, 1 PDS

**
AND 2 ‘Trade Agreement’ Action Cards

MONETARY VALUE OF EACH RACE’S STARTING UNITS [EXCLUDING SPACE DOCK]

RACE


OLD UNITS [OLD VALUES]
NEW UNITS [NEW VALUES]
HACAN

36 [EXCLUDES ‘TA’ ACs]

11 

JOLNAR

24




16½

LETNEV

34




10½  

N’ORR

28




9½ 

SOL


18




9½ 

XXCHA

36




11½ 

MENTAK

14




13

YSSARIL

14




13½ 
L1Z1X


NA
NOT IN TI2


14

NAALU

NA
NOT IN TI2


12

USING PDS COSTS 2 IN TI3 VALUATIONS

STARTING TECHNOLOGY

RACE

TI2



TI3


     GAINS     

LOSES

HACAN
EC



EC  ST


    ST

JOLNAR
EC  AMD  SC  XRD

EC  AMD  HVAL  ST    HVAL ST  
        SC  XRD

LETNEV
HVAL
  AMD


HVAL
  AMD

     -


-

N’ORR
HVAL
  DSC


HVAL   DSC

     -


-

SOL

AMD
EC


AMD
CY

    CY

         EC

XXCHA
AMD
XRD


AMD
EC

    EC

         XRD

MENTAK
HVAL
  AMD


HVAL
  EC

    EC

          AMD

YSSARIL
HVAL   EC


AMD
  XRD

    AMD  XRD          HVAL  EC
L1Z1X

NOT IN TI2


EC  SC  CY  HVAL

NA

NA

NAALU
NOT IN TI2


AMD
EC


NA

NA

AMD  Antimass Deflector

XRD    XRD Transporter

EC  Enviro Compensator

DSC   Deep Space Cannon

HVAL  Hylar V Assault Laser
SC  Stasis Capsules

ST
SARWEEN TOOLS

CY
 CYBERNETICS



SPECIAL ABILITIES COMPARISON BETWEEN TI2 AND TI3

HACAN
Has the 2 (3) TI2 SAs, plus also may trade ACs during Status Phase, and does not need to spend Command Counter to execute the secondary ability of the Trade strategy, and when receives Trade Goods from one of their Trade Agreements also receive one additional Trade Good.

JOLNAR 

Still fight at –1; no longer get discount on buying Tech Advances (nor penalty for RED Tech), if executing Secondary Ability of Technology Strategy may execute both its Primary Ability and the Secondary Ability, may spend a Command Counter from Strategy Allocation to immediately reroll any of their die rolls.

LETNEV
His combat bonus is modified to require Trade Goods expenditure, and no longer has voting penalty, and gains that fleets may always contain one more ship than Command Counters allows.

N’ORR

Is same

SOL
Loses its current poxy abilities, and gains that receives extra Command Counter in each Status Phase and can spend Command Counters to obtain extra GFs (placeable on any planet you control).

XXCHA
Have their main ability in modified form, but lose their minor ability, but gain extra power with Diplomacy Strategy, and all their opponents get a combat penalty against them.

MENTAK
Get a similar combat bonus, lose their TA bonus, but gain an additional Command Counter, and during the Strategy phase may take one Trade Good token from up to two different players.

YSSARIL
Still has two old abilities and gains that can skip action turns, and no hand size limit.

L1Z1X
Weren’t in second edition.

Dreadnoughts 1 credit cheaper.

Gets combat bonus on DNs and GFs.

Gets one extra Command Counter.

NAALU

Weren’t in second edition.

Always has initiative.

If attacked, may retreat its fleet.

All Naalu fighters have +1 on combat rolls (ie their fighters have a Battle of 8 **).

** this would have been simpler way to do it.


SPECIAL NOTES ON THE SPECIAL ABILITIES
Comparing the SAs from TI1 with those of TI3 would be interesting – see some radical changes – such as the Naalu losing their awesome abilities from TI1 (though their TI3 abilities aren’t too bad either).

ADDITIONAL MISCELLANEOUS NOTES

RACE CARDS ARE 28 x 16.5 cms.

Order of race cards – top down – may not have any significance:

HACAN, N’ORR, JOL-NAR, MENTAK, YSSARIL, LETNEV, L1Z1X, SOL, XXCHA, NAALU

SPECIAL NOTES

In my GD game I have what are called Destiny Cards – these are voluntary use cards that give the using player a special ability in exchange for a special penalty [either an initial one-off penalty or a continuous penalty].

I was also tossing around the idea of players having their own victory conditions.

TI3 has done this with its Objective Cards, and to a certain extent with its Strategy Cards.

SECRET OBJECTIVE CARD

Of these 10 cards, exactly half of them (5) require control of Mecatol Rex [along with other conditions] – so if a player grabs Mecatol Rex then, unless he is bluffing, it won’t be hard to figure out his “secret” objective.

PUBLIC OBJECTIVE STAGE I CARDS

Some of these seem more like means then objectives, eg ‘I now spend 10 resources’ – one receives a VP for this which one was probably going to do anyway (on a regular basis) – so it would be lucky to get this card.

PUBLIC OBJECTIVE STAGE II CARDS

Are basically double-strength versions of the stage I cards.

ACTION CARDS

Because of the many rules changes, this has left way open for new types of these.

Examples:

Command Summit – receive two Command Counters

ACTION CARDS LIST

CARD NAME



QTY
Armistice


NEW

Chemical Warfare

Civil Defense

Command Summit

NEW

Corporate Sponsorship

Council Dissolved

REV

Cultural Crisis
NEW

Determine Policy

Diplomatic Immunity

NEW

Direct Hit


NEW
4

Disclosure

Discredit

Dug In



NEW

Emergency Repairs

NEW
2

Experimental Battlestation
NEW

Fantastic Rhetoric

Fighter Prototype

NEW

Flank Speed


REV
4

Focused Research

HE

Ghost Ship


NEW

Good Year


REV

Grand Armada


NEW

In the Silence of Space

3

Influence in the Merchants’ Guild

Insubordination

NEW

Into the Braech

Local Unrest


REV
4

Lucky Shot


REV

Massive Transport

HE

Master of Trade

REV

Minelayers


NEW

Morale Boost



5

Multiculturalism

NEW

Opening the Black Box

Patrol
NEW

Plague

Policy Paralysis

NEW

Political Stability

NEW

Privateers


NEW

Productivity Spike

NEW

Public Disgrace

NEW

Rally of the People

Rare Mineral


REV
3

Recheck


HE
4

Reparations


REV

Rise of a Messiah

Ruinous Tariffs

NEW

Sabotage



5

CARD NAME



QTY
Scientist Assassination

Secret Industrial Agent

Shields Holding

NEW

Signal Jamming

REV
4

Skilled Retreat


REV
4

Spacedock Accident

Star of Death
NEW

Stellar Criminals

REV

Strategic Bombardment
NEW

Strategic Flexibility

NEW

Strategic Shift


NEW

Successful Spy



Synchronicity


NEW

Tech Bubble


NEW

Thugs

Touch of Genius

REV

Trade Stop

Transport


HE

Unexpected Action

NEW

Uprising


REV

Usurper


NEW

Veto





Voluntary Annexation



War Footing


NEW

NEW
not in any previous set

HE
in Hope’s End expansion for TI2

REV
revised version of previous card

With QTY, if no amount given then quantity is 1.

I wish that actually more revision of Action Cards occurred.  Most of these are same as before, and many weren’t too good then – suspect or too powerful.

This is one area of the game that did need reform but has been relatively untouched.

ASSESSMENT OF THE NEW CARDS

Armistice – good

Command Summit – TBA

Cultural Crisis – TBA

Diplomatic Immunity – good

Direct Hit – good

Dug In – good

Emergency Repairs – good

Experimental Battlestation – good

Fighter Prototype – good (powerful)

Ghost Ship – OK

Grand Armada - TBA 

Insubordination - TBA 

Minelayers – good

Multiculturalism – very good

Patrol - TBA 

Policy Paralysis - TBA 

Political Stability – good

Privateers - TBA 

Productivity Spike – good

Public Disgrace – TBA

Ruinous Tariffs – TBA

Shields Holding – good

Star of Death – TBA

Strategic Bombardment – good

Strategic Flexibility – TBA

Strategic Shift – good

Synchronicity – good

Tech Bubble – good

Unexpected Action – TBA

Usurper – good

War Footing – TBA




ASSESSMENT OF REVISED CARDS

Council Dissolved – TBA

Flank Speed – very good

Good Year – good

Local Unrest – good

Lucky Shot – good

Master of Trade – good

Rare Mineral – good

Reparations – good

Signal Jamming – TBA

Skilled Retreat – TBA

Stellar Criminals – powerful

Touch of Genius – good

Uprising – good

PRELIMINARY THOUGHTS ABOUT THE NEW EDITION

A destroyer costs 1 and fighters ½ ; this seems rather cheap; TI seems to have gone from units that were too expensive to units being too cheap.

Then there are the limits on the total of units that one can have – this seems to reduce possibilities of fleet actions.

Of course, if one can build War Suns – these are like one-ship fleets – so getting the War Sun Tech Advance seems to be a priority – then send these out to destroy enemy fleets – except one big problem – for you to replace that War Sun costs 12, but the opponent may only need to replace a few fighters – at a cost of 2. Ah, but wait – the War Sun has carrier ability, so it can carry fighters itself to absorb damage, and survive.

Would have been better if if dice were of different colours to each other – however this doesn’t really matter – players will use extra dice of their own anyway.

TI3 still gives rise to lots of FAQ, as can be seen by consulting the FFG homesite.

This is due to ‘not thinking things through’ [nt3].

Its Index is poor.

The ‘Suggested Player Area’ on page 9 of rulebook, would mean that a player would be half a metre away from nearest map edge, and about 1 metre’s reach from Mecatol Rex, and a further 30-40 cms from furthest edge – beyond normal reach sitting down.

Need to modify this – I suggest have your race card closer, have most cards next to it – not between it and map, and have reinforcement area on a sidetable or chair (or placed between you and another player) – can be shared mutually with other players as each has own distinctive color or icon.  Technology Deck can also be placed in common Reinforcement Area.
example:

in this example the map edge is less than 25 cm away from player, and width is still about the same – less than 60 cms.






Tech Advs






Planets


As Map is 70 cm wide in one axis and 60 cm wide in other axis, and each player needs 25 cms, then Table needs to be wider than a normal play table – can still be same length – ie 1.2 m long, but needs to be also 1.2 m [or can get away with 1m table width on shorter side]:




As Map is 70 cm wide in one axis and 60 cm wide in other axis, and each player needs 25 cms, then Table needs to be wider than a normal play table – can still be same length – ie 1.2 m long, but needs to be also 1.2 m [or can get away with 1m table width on shorter side]:





What if only have a normal width table – say 80-90 cm wide?  If this is a longer one say 1.5 m long, then can make greater use of end parts:



If your table is shorter will need to extend it with a sideboard or card table.




Here is a small table extended with a card table.





The smaller squares represent the chairs of the players.

Or the “ultimate” challenge – two card tables:







A NOTE ON DESIGN THEORY FOR RULES ORGANIZARTION

There are several different ways the rulebook for a game can be arranged.

The first is to make it easier to learn the game – a systematic linear approach.

The second is to make it easier to consult particular rules by category.

TI3 uses ‘sidebars’ which destroy any linear approach, so one might suppose they have chosen to adopt the second method above, but it doesn’t match particularly well with that either.

The approach adopted seems to be based around artistic representation.

HOME SYSTEMS









   

 SPACEDOCK CAPACITY
RACE

NUMBER OF PLANETS   RESOURCES   INFLUENCE     [INCLUDES EC BONUS]

Hacan

3



2,1,0 = 3
0,1,1 = 2

5

Jol-Nar

2



2,1 =3

3,2 =5


5

Letnev

2



4,2 =6

0,1  = 1

6

L1z1X

1



5

0


8

Mentak
1



4

1


7


Naalu

2



3,0 =3

1,2 =3


6

N’Orr

2



3,1 = 4

1,0 =1


5 

Sol

1



4

2


6
 

Xxcha

2



2,1 = 3

3,1 =4


5 

Yssaril

2



2,1 = 3

3,2 = 5

 
4

EACH RACE’S STARTING ADVANCES

RACE
PROPULSION             WEAPONS               BIOTECH

GENERAL

HACAN










EC, ST

JOLNAR
AMD


HVAL






EC, ST

LETNEV
AMD


HVAL

N’ORR



HVAL, DSC

SOL

AMD





CY

XXCHA
AMD









EC

MENTAK



HVAL






EC

YSSARIL
AMD, XRD

L1Z1X




HVAL


SC, CY


EC

NAALU
AMD


EC

UNIT VALUES AND RACIAL MODIFICATIONS [INCLUDES EFFECTS OF TECH ADS]

UNIT
COST    NORMAL   RACE        SPECIAL         SPECIAL        NORMAL  SPECIAL

  

   BATTLE                        COST              BATTLE         MOVE       MOVE   

DN
5

5
 





1








L1Z1X

4

4





N’ORR


4





LETNEV


4 (cond)





JOLNAR


6

CV
3

9






1








YSSARIL






2





N’ORR


8

LETNEV


8 (cond)





JOLNAR


10

C
2

7






2







N’ORR


5





LETNEV


6





LETNEV


5 (cond)





MENTAK


6





L1Z1X



6

DD
1

9






2








N’ORR


7





LETNEV


8





LETNEV


7 (cond)





MENTAK


8





L1Z1X



8

Ftr
½

9






0








N’ORR


8





NAALU


8





SOL



8





L1Z1X



8





LETNEV


8 (cond)





JOLNAR


10

WS
12

3 x 3






2








N’ORR


2 x 3





LETNEV


2 x 3 (cond)





JOLNAR


4 x 3

GF
½

8






0








N’ORR


7





L1Z1X



7





LETNEV


6 (cond)





JOLNAR


9

PDS
2

6






0








N’ORR


5





JOLNAR


7

SD
4

0






0




COMPARISON OF C AND PDS  [BOTH COST 2 RES]






Cruiser

PDS


Movement


2


0

Battle



7 (6 with HVAL)
6

PDS can shoot at C, but C cannot shoot at PDS

During Space Battle Segment, C can in theory shoot multiple times – in practice likely to be only once or twice.  So comparatively are equal, each with own special strengths.

WHEN PDS AND SHIPS CAN FIRE

INDIVIDUAL TURN PHASE
SHIP

PDS

GFs
Activator’s PDS at Defender

NO

enemy, yes**
NO

PDS Fire of Activation

NO

YES

NO

Space Battle Segment


YES – M
no

NO

Invasion Combat Segment

NO – D
YES – G
YES – MG

Transfer Action


NO

enemy, yes ##

Remarks

YES – M
Ships can fire at each other more than once

YES – G
At Ground Forces only

NO – D
An Exception is DNs at enemy GFs, but not if any PDS on planet unless 

DN player possesses Hylar Bombarding Device

YES – MG
GFs can shoot at each other more than once

enemy, yes**
IF HAS DSC, Invader can shoot PDS at Defender
enemy, yes##  the enemy of the Transfer action player can fire PDSs

NOTE: TI has a continuous problem with PDS – in both TI1 & TI2 there were ambiguities about how it operated.

IN TI2 it was omitted from the general units chart but was on race cards.

In TI3, the cost as given on Race Cards is wrong (& there is no general chart to consult).

Also in TI3 its use has been complicated due to the concepts of system activation and DSC use, with enemy attacker PDS now able to shoot at defender units.

BATTLE – EQUIVALENT UNITS CHART [GROUND UNITS]

note: TI3 doesn’t have Shock Forces **

GROUND FORCES




SHOCK FORCES
**
but I have heard that there will be a TI3 expansion that will have them.

TWILIGHT IMPERIUM   THIRD EDITION – AN OVERVIEW

WHAT IS TWILIGHT IMPERIUM
Twilight Imperium [TI for short] is a boxed boardgame, of the type known as a ‘wargame’, and the sub-type ‘space empire wargame’.  It is produced by an American games company called ‘Fantasy Flight Games’ [aka Fantasy Flight Publishing], and designed by Christian T. Petersen, copyright 1997 – 2004.

It consists of a large, colourful cardboard box  cm x  cm x  cm, with the game’s sub-title ‘Pax Magnifica Bellum Gloriosum’, which is Latin that means ‘Magnificent Peace or Glorious War’.

In its original conception it was a game for 2 to 6 players, lasting 3 to 6 hours, of low complexity, not suitable for solitaire play, and using for its mapboard what is known as a Hexplay system.  [The Hexplay system is also found in TI’s fantasy sister game ‘Battlemist’; one can also find the same method used in the very popular, famous German boardgame ‘The Settlers of Catan’].

In its 3rd edition form, its default number of players is 6 and game session lasts about 8 hours.

In a hexplay system [also known as a geomorphic system], the gameboard is constructed by placing a number of large hex pieces together according to a combination of a set of rules and either personal choice or random allocation.  The hex pieces are about  10 cm in diameter, made of solid cardboard 2 mm thick, creating when assembled a hexagonal board approximately 60-70 cm in diameter.

The Basic Game
This contains 43 of the Hexagon Map Board Pieces, one representing the central world of Mecatol Rex which is in all games and always in the centre, ten Homesystem Hexagons [one for each of the ten races that are in basic TI, but only six are used in game], and of the remaining 32 hexagons only enough (ie 30) are used to create a mapboard consisting of a total of 37 hexagons.  The number of Homesystem Hexagons used is equal to the number of players with each of them in control of one homesystem at start of game.

In addition there are also other game elements, specifically 6 sets of large plastic ships (total 58 per set), 6 sets of Technology Cards (24 cards per set), 51 Planet Cards, 103 Action Cards, 60 Political Cards, 30 Objective Cards, 20 Trade Cards, 10 Race Sheets, 30 Leader Counters, 8 Strategy Cards, 160 Command Counters, 150 Control Markers, 8 Bonus Counters, 40 Trade Goods Counters, 23 Fighter Supplement Counters, 23 Ground Force Supplement Counters, 1 Speaker Token, 44 Domain Counters, 4 10-sided dice, one Victory Point Track, one  40 page rulebook.

The background story for the game is that one race ruled a galactic empire in which its six major subject races inherited its ruling role after its overthrow, and now compete amongst themselves to be the ruling power.  It is a game of expansion of territory, economic resources, military forces and political influence.  One can win the game by being first to reach 10 victory points, or by achieving a few other objectives.

Twilight Imperium 2 was a mild improvement to original TI; TI3 is a radical change from two previous editions.

Space Battle Segment: the active player can initiate one or more battles with one or more other players.

Invasion Combat Segment: the active player can invade defenders’ planets.
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