LARGE 3 –PLAYER MAP

THIS USES THREE TRIPLE-MEGAHEX [21 HEX] SEGMENTS – ONE FOR EACH PLAYER, AND ONE MONO-MEGAHEX [7 HEX] SEGMENTS.

A TRIANGULAR MAP IS FORMED WITH THE MONO-MEGAHEX IN MIDDLE, and all Home Planets Hexes 9 hexes from each other, and the Secondary Capital hexes all 5 hexes from each other.

[if using the Optional Double Secondary Planet option, then each SC will be 3 hexes from one enemy SC, 5 hexes from 2 enemy SCs and 6 hexes from 4th enemy SC].








SMALL 3 –PLAYER MAP

THIS USES THREE DOUBLE-MEGAHEX [14 HEX] SEGMENTS – ONE FOR EACH PLAYER.

A TRIANGULAR MAP IS FORMED, and all Home Planets Hexes are 6 hexes from each other, and the Secondary Capital hexes all 3 hexes from each other.





4 PLAYER MAP PROPOSITION
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4 PLAYER MAP PROPOSITION

CONSISTS OF 15 DOUBLE-MEGAHEXES.

COULD PROBABLY MAKE WITH ABOUT 9 TRIPLE MEGA-HEXES PLUS 3 SINGLE MEGAHEXES. OR IF CREATE QUADRUPLE MEGAHEXES WITH 6 OF THESE PLUS 3 DOUBLE MEGAHEXES, OR 3 HEXA-MEGAHEXES + 3 QUADRUPLE-MEGAHEXES.

BEST IS 6 QUADRUPLE AND 3 DOUBLE, EXCEPT DIFFICULT TO PRINT LARGER THAN DOUBLE MEGAHEX SIZE, AT SUITABLE SCALE.
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4 player map proposition – 9 triple mega-hexes 

turnong into triples – added 1 mh to make red at top a triple

lt orange is 2 hexes closer to central empire than is green empire

indeed all other empires are 2 hexes closer than green, but lt orange

closest to centre of central empire

If however place Central Empire Megahex as indicated by dark outline it would be 6 hexes from

top 2 empires and 7 hexes from bottom 2 empires.

When also show position of Secondary Capitals, see that Dark Orange SC is 1 hex closer to CE than other 3 empires SCs.  Would have to ‘mirror reverse’ its SC’s position [as indicated by dark line around hex] to make it equidistant with the others; it probably doesn’t make much practical difference as it is.



4 PLAYER MAP USING INSERTED HOME SYSTEMS

6 PLAYER MAP – USES 1 ULTRAHEX WITH 6 CUTOUT HEXES

NO – A CHANGE  - ROTATING SCs AWAY FROM POINTING AT CENTRE HEX

6 PLAYER MAP – USES 1 ULTRAHEX WITH 6 CUTOUT HEXES



6 PLAYER MAP – USES 1 ULTRAHEX WITH 6 CUTOUT HEXES



5 PLAYER MAP needs pentagons
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