In the spirit of 101 reasons why B5 is better than Voyager we present:

101 reasons why GALACTIC DOMINATION is better than TWILIGHT IMPERIUM 3  [GD > TI3]

1. GD has Proofreading

2. GD has adequate playtesting

3. GD has better organized rulebook and GD has clear rules, no ambiguities

4. GD has higher level expansions, that significantly expand and enhance game

5. TI3 requires too much interpretation, has lots of Errata and FAQ, and ambiguities and has inadequate (& error prone or ambiguous) play examples

6. TI3 has ‘bandaid rules’ – rules that are added to fix holes in other rules

7. TI had a turtling problem; instead of fixing it by making non-turtling more rewarding, TI3 “fixed” it by making combat irrelevent, and TI3 has ‘baggage’ from TI2

8. With TI3 there is a large need for house rules to correct perceived problems, this leads to incompatability of play between different groups – GD has standard play requiring no fixing, and all options are subject to voting procedure that is itself part of the game

9. GD provides more and better playaids

10. TI3 is hard to explain [30 mins to 2 hours, depending on experience with similar games]

11. TI3 has silly ‘Laws’, and bad ‘Roles’

12. TI3 is anti-warfare – cold war game, allegedly a diplomatic game but not really much of that either in formal rules or other aspects, TI3 is anti-conquest

13. TI3 has limit of choice of players & many other limits – on Action Cards you can have in hand, etc

14. In GD combat is a normal part of gameplay [this is augmented by having non-player opposition; in TI3 combat is a last refuge, endgame event

15. combat is not a viable strategy in TI3

16. In TI3 your units can arbitrarily commit suicide [Scuttling units rule p19]

17. GD no Mecatol Rex nor ISC nor Imperium Rex Objective Card (another source of arbitrary win – an artificial game ender)

18. GD has less arbitrary and less draconian (that is less unbalancing) card effects than TI3, whereas TI3 has some overpowered, game result over-influencing Political & Action Cards

19. TI3 rulebook has no contents page (& inadequate index)

20. TI3 has a general carryall carrier for fighters and GFs, GD has specialist units – CVs for fighters and  troop transports for MIs (GD equivalent to TI3 GFs)

21. TI3 fighters are overpowered, GD fighters are balanced

22. TI3 has multiple errors on player sheets, race cards

23. TI3 has card that kills DNs and WSs and is commonly available [Direct Hit – 4 in AC deck]

24. PDS powerful (esp DSC) => turtling

25. Existence of super powerful ACs in TI3 places paralysis in game, eg Sabotage Action Card and Signal Jamming Action Card, and wide variance in Action Card powers

26. PDS vs adjacent hexes – scales problem

27. in TI3 an empire can have a max of 3 Space Docks (GD equiv is Shipyards), and in TI3 only have max of 4 CVs, 6 PDSs, 8 CAs, 8 DDs, 5 DNs, and 2 WSs per race

28. WSs have a fatal weakness, a vulnerability to Fighters [where did they get that idea, hmmmm!?] – [Optional Rule – Sabotage Runs p35]

29. TI3 rewards and promotes turtling, GD does not.

30. GD has simultaneous turns and less downtime

31. GD has faster starts and faster play; GD has a simpler, more flowing game

32. GD has more player interaction; in TI3 it is a long time before interact with other players – no interaction

33. GD has space pirates [Aye, me hardies!], and has interesting Encounters and Special Hexes

34. TI3 Spacedocks have an illogical build limit (based only on quantity of units and not size), TI3 has artificial production limits, tied to planet Spacedock it is associated with
[no relation to general economic growth] – GD has no limit or optionally a logical limit with regard to Shipyards production, and not related to planet status

35. TI3 has arbitrary unit purchase restrictions in regard to mixed GFs and fighters, and arbitrary limits on quantity of most unit types

36. GD has alternative resolution methods to dice for combat [enabling quick mass combat]

37. In TI3, must build GFs at Spacedocks; in GD can build MIs on any planet that you control, and in TI3 must build PDSs at Spacedocks; in GD can build them on any planet you control, GD has more logical limits on what and where you can build units

38. In TI3 combat is detrimental to winning side in a battle – in GD you are likely to gain strategic advantage, and at the minimum gain VPs

39. in TI3 instead of strategic and tactical risks, holing up in their corner of the galaxy and hoping to keep a low profile; this leads to non-dynamic/static/turtling/stagnation; therefore in TI3 Attacker must attack long range in defender’s territory (defender advantage), therefore leaving you vulnerable to a 3rd player; TI3 has “attack and die” problem

40. In TI3 good TAs [Technology Advances] hard to obtain

41. TI3 encourages sacrificing your ships, so that can buy replacements [preferably in combat, but see Scuttling rule]

42. GD rewards raiding

43. TI3 has ‘system activation’ that restricts moving and attacking

44. with TI3 need to draw specific Action Cards to do well

45. in TI3 retaliation by early attacked player too easy [in GD an early single battle defeat won’t cripple you, and retaliation is both less of an option AND also unnecessary]

46. TI3 requires high levels of diplomacy and player cooperation, instead of conflict

47. TI3’s Secret Objectives range from too easy to impossible

48. TI3 facilitates Kingmaking

49. In TI3 controlled planets hard to conquer

50. TI3 is a coldwar game; GD is cool

51. TI3 is a territory holding game, not a conquest game

52. In TI3 being first in seating order is advantage, being last in seating order is a disadvantage, in GD seating order is mainly irrelevent

53. TI3 strategy phase makes game too mechanical/clockwork

54. TI3 is a game of attrition, GD is a game of maneuver [TI3 ‘static lines’; WWI in space], TI3 has too much attrition combat

55. to win TI3 requires ganging up

56. TI3 has stacking limits

57. GD has ultimate minimisation of Turn Order advantage, via Simultaneous Play

58. TI3 has highly artificial and limiting ship movement requirements

59. Battles are important in GD – can earn VPs

60. Fleets are important & larger in GD – get to engage in combat

61. In GD powerful ships have more hit points and more attacks, large TI3 ships are easy to kill

62. GD has more logical combat and more balanced units

63. TI3 Fighters hard to build, but once available > big ships (that have low power, high cost, build limits, easy to whack)

64. TI3 poor fleet system [mixed forces not optimal]

65. TI3 has a biased map setup (luck based); TI3 has unbalanced map, setup and hexes, GD doesn’t

66. TI3 map – no rear areas – your distance to some opponents is closer => “hunker down” philosophy

67. GD has more open space, equidistant opponents and your controlled planets are not necessarily close to you [clustering]

68. With starting forces, some TI3 races have CVs without fighters.

69. TI3 starting fleets are small

70. GD has faster setup time

71. in TI3 all planets are known, in GD planets must be found

72. TI3 has a skewered VP system [based on arbitrary conditions]; GD has unbiased VP rewards based on achieved results

73. TI3 has dry VCs, and iniquitous VP gaining; in TI3 what game mechanics do in game, match poorly with VPs; in TI3 victory can be hollow [and unexpected]; GD has less artificial victory conditions than TI3

74. GD has a large selection of interesting optional rules – to suit each play group’s tastes and style – wide variety of options that integrate well into basic rules

75. TI3 is NOT “ultimate space empire game” [take that Tom Vasey!]; GD may be

76. GD can be played straight out of box, TI3 can’t

77. TI3 is too abstract and arbitrary to really be a ‘space empire game’

78. TI3 tied to a very specific universe.  Whilst GD has a nominal official universe, the system can easily incorporate other races, and be used to simulate other source universes

79. TI3 requires players who are experienced to even start playing

80. TI3 requires computerlike calculative predictive abilities for strategy options

81. too many strategic options – diffused – spread between ACs, PCs, TCs, SCs

82. limited actions per turn

83. small fleets

84. extreme randomness; too random

85. one bad card or choice can lose player the game.

86. no epic fleet actions, or ‘taste’

87. for many players TI3 is a ‘play once and abandon’ game

88. long term strategy not possible in TI3

89. TI3 is basically just a ‘race game’ with complexities added

90. better and shorter non-combat games than TI3 available

91. TI3 is actually a diplomacy game pretending to be a wargame

92. TI3 does not have feel of huge scale map

93. in TI3 you don’t control if you can win; its your opponents (like in Monoploy) **

94. TI3 is static, and player does not implement his own destiny but hopes that certain cards will turn up for him/her

95. in TI3, positioning is name of the game

96. TI trade (economic game) system weak

97. TI3 must be played as a non-wargame; GD can be played in many modes

98. GD has stats of ships and other units in rules; in TI3 they are only on Race Cards.

99. TI3 rules are unnumbered; GD rules are numbered (SPI/AH style)

100. In TI3 playing with 3, 4 or 5 players is considered an Optional Rule
101. This list of 101 reasons why GD is better than TI3

Reason 102: it’s scary that I was able to easily come up with such a big list [assisted by reading 

various critiques and reviews of TI3 in BGG and on FFG site].

** that’s a misspelling of Monopoly, but seems appropriate to many players feelings about TI3.

if TI3 is not a wargame, then why does it:

1. have conquest objectives?

2. why does box say “An Epic Board Game of Galactic Conquest, Politics and Trade”? ^^

3. why does it have same name as TI 1 & 2?

^^ no mention there of Diplomacy!!

If a game is too much luck plus complexities, then it fails as a proper simulation.

TI3 is yesterday, GD is tomorrow.

If TI3 is a “political game”, why is it set in space and called a space empire board game ?

In classic space operas, it is warfare, not bargains with opponents – for one thing opponents have self-interest – in TI3 its buddies.  Do you think WWII was Roosevelt and Hitler making deals, or Churchill and Hirohito?

Australian Rules football: brutal, high scoring, and in its own way beautiful = GD

Soccer: low scoring, the “beautiful game”, ugly hooligan supporters = TI3.

TI3 has some good, even great, aspects, BUT, why, irrespective of opinions on many of its aspects, does it contain some indisputable, continuing flaws from TI 1/2?  To wit:

· bad initial map setups

· some outrageous Action Cards eg Sabotage

· some outrageous Political Cards

A Secret Objective of controlling an opponent home system is ridiculous (there is something wrong about it).  This should only be possible in a ‘hot’ war.

Victory without combat is so artificial – we gained 10 VPs so we have defeated you!

If to win players have to prevent one player getting ISC 5 times (when it was worth 2 VPs) then this was imposing an ‘artifact’ on players.

The fact that FFG has changed ISC to 1 VP, shows they realized they made a major mistake.

RATIONALES

Each ship unit actually represents a fleet of ships [as per interpretation in Sovereign Stars].

10 Ways TI3 is better than GD
[TI3 > GD]

1. it exists as an actual boxed game

2. has a better map – giant hexes

3. as a result of 1. it has beautifully printed components

4. as a result of 1. do not have to do own printing of components and rules

5. it is much better known

6. it has a huge current fan base

7. it has plastic minis instead of counters

8. its races have better defined differences & have their own special abilities

9. smaller, therefore more easily manageable, fleets

10. GD is combat oriented, TI3 is intrigue oriented

STORY IN AN ALTERNATE UNIVERSE

This is John King, ace reporter for the top game newspaper, The New York Gamer.

“Mr Peterson, Mr Peterson, what are your views about this new gamepunk Jamieson?

Mr King is attempting to interview Mr Chris Peterson, designer and publisher of Twilight Imperium 3, that won the Academy of Gaming Award in Best Space Empire Board Game category for 2005, and has been on bestselling list continuously for 14 months, about a new rival game designer Lindsay Jamieson and his game Galactic Domination.

SOME MISCELLANEOUS FAULTS OF TI3

1. TI3 Map too big or too small – depending on point of view

2. GD has counters instead of plastic miniatures

3. GD has lighter and smaller box [even if print everything]

4. TI3 dice not different colours

5. in TI3 everyone has access to the same stuff re: ship types

6. TI3 has too many Dead Areas on board (movement inhibitors)

7. TI3 failed in its Designer’s design goals [p40 in Rule book]

8. GD has support for players with new material in form of Galactic Revelations ezine

9. GD is a better simulation of Galactic Geopolitics

10. GD has anti-kingmaking options

11. TI3 is designed for 6 players

12. GD has more ship types.

13. GD has larger cards

14. WarSun is ‘out of step’ with other units – it is a ‘quantum leap’ ahead of them (except for its ‘toughness’) – no doubt this is why it requires a special TA.

15. GD is more fun, TI3 is unfun to play.

16. TI3 has no strategic consistency.

17. In TI3 Influence does little

18. TA can stand for Trade Agreement or Tech Advance

19. TI3 has non-fluid movement [lumbering ships]

20. GD has much better retreat rules.

21. GD has fixed turns, TI3 turns are unpredictable [vise versa with VPs].

22. TI3 has a huge learning curve for effective combat.

23. in GD you play the game with ultimate objective of most VPs, in TI3 you obtain VPs as the primary objective.

24. GD is cheaper.

25. GD has more interesting background universe.

26. GD has larger and more detailed Designer Notes

27. TI3 hasn’t got zipbags for units, etc [in boxed GD version – plus they’re labelled].

28. GD welcomes player input (TI has some as well in a limited way).

29. GD will have its own tactical combat system (therefore does not need to rely on another game company for it).

30. GD is a Total System Universe.

31. TI3 needs revised rulebook.

32. TI3 is anti-pro-active

33. TI3 is looooooong, boring, unexciting.

34. TI3 requires investment of lot of time to play game right.

35. TI3 is too abstract and arbitrary to really be a ‘space empire game’.

36. Game plays you, not you play game.

37. On the 4X scale it fails in some areas, whereas GD not only achieves all 4X targets but has 8X.

38. doesn’t reward good (superior) play.

TI3 => bad moves needed => interesting game
GD => good moves => interesting game

39. TI3 is not really space operatic
40. TI3 is an expensive game to buy

41. TI3 is deterministic.

42. in TI3 you often have to inform your opponent of your military plans (that is like scene in STVIwith Romulan ambassador present at UFP strategy meeting).

43. TI3 forces players to follow an 8/1 cycle.

44. it has been proposed by some players that fast fleets is answer to turtling, but some races or players will have intrinsically faster fleets.  In GD fleet speed is an option, not a necessity, a product of function, and slower ships have compensation of being more powerful.

45. in TI3 a single spaceship in a hex can do a blockade [and also refers to friendly Space Docks in plural] in that system

46. TI3 has no strategy advice section (re: combat, diplomacy)

47. TI3 has no formal set of Alliance rules

48. TI3 requires variants to make it simply different

49. With TI3 it is hard to formulate a strategy

50. In TI3 turns are called rounds, in GD they’re called Turns

51. GD has Fleet Counters

52. GD has Mobile Infantry [‘nuff said!]

53. GD has more short stories, and will be having yet more [including fanfic]

SOME MISCELLANEOUS COMMENTS ABOUT TI3

Another problem with TI3 is the artificiality of the Objectives – which are the same in every game session.  Therefore are well known, predictable, repetitive.

With the Yssaril – they cause ‘analysis paralysis’ in some players.

Most players think politics is weak, lacks them.

SPECIAL COMMENT

Many of the reasons why TI3 – or to be more precise, wht TI is flawed, come from comments by TI3 players/reviewers – principally found on BGG website, but some from FFG site or elsewhere.

BGG –Board Game Geek – www.boardgamegeek.com
FFG – Fantasy Flight Games – www.fantasyflightgames.com
FFG are designers/developers/publishers of Twilight Imperium III, and of much more.

They are also bringing out soon a new edition of the classic board game ‘Britannia’ – with some new rule changes.  A downloadable PDF file of rules for this (24 pages) is available from FFG site.

FEEDBACK FORM
NOTE: There is a detailed Playtest Form available in the loose forms for this game – collected with other forms into the file – USEFUL FORMS.

This Feedback Form is a simple template that you can use for a brief input about the game, or you can ignore this and simply write your own thoughts.

If I have a brief profile of who/what you are, I can then evaluate your response so as to take into account that responses from certain similar groups of people may yield useful data about how particular groups feel about the game.  That way may be able to tailor variants of the game to suit specific groups.

NAME:

GD RESPONSE NAME (**):

LOCATION (^^):

CONTACT (##):

MATRIX (++):

AGE:

SEX (optional):

OTHER (anything else you wish to add):

FEEDBACK (YOUR COMMENTS):

FEEDBACK (YOUR QUERIES):

** if you do not wish to use your real name, you can use a name you have made up specifically for this 

purpose or your Username from a favourite Website Forum.

^^   your country and state, and preferably also city/town/suburb.

##  your Email address or some other way to answer your input, if you want a reply.

++  this is a way of letting me know where you are coming from with your response, so list some of 

your favourite movies/TV series/books/authors/games/hobbies/whatever, AND/OR your 

experience with gaming – particularly space games &/or board games &/or wargames

[may also add favourite game authors/creators/designers/critics/reviewers/game groups/game websites &/or forums].

