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Quick SEILP !

Welcore to the Game Setup book  Here you will find the many ways and
rules players may use to setup each of their games. These various ways will
change the conplexity and dynamrics of the game, meking some games
easier or harder for all players, even changing the pace from quick break-
neck speed to long drawn out canpaigns.

In the Beginner’s Manual you were introduced to the “Regular Setup” options.
It assumes a “Rounds” based gae set to 12 rounds of play, a medium map,
medium difficulty, and no scenario or ninar enpire cards. It also assumes
GEC and SR event cards, action and senate cards, and leader cards are in
play. Cvilian chits will be used ?

GENERAL SHILP RILES: Refer to the setup rules in the Beginner's Manual for
more of the rules. All the variations will be described Below:

SHWP

1. Prepare the Map and Cards and Determrine Game Length and Type
a Separate all cards into their separate stacks- Galactic Events
(G, System Events (Solar Repart), Action and Senate cards,
Leader cards, Ehpire Cards and GA cards.
b. Be sure to separate scenario cards (cards with SC At the battom
of the GEC cards)

i. GHEC Separate GEC cards out into positive, negative, No
event, and BJTHpiles. Be sure they are placed accarding
to their “ages’, indicated at the bottom left. Those
without an age are age 1. There are also those that say
“2,"2-3, ar"3.

C.  Separate Map board tiles, player chits, CR and any ather chits
into their own piles.

d Gare Length: In this case it will be “Bxperienced’. More rules
will follow below

e Game Types The ganre type is “rounds’, that is, the game will
last for a certain amount of rounds “Bxperienced” lasts 12
rounds, and so the gane will definitively end on the 12 round
if not sooner.

VASSAL NDTER: all o the cards are separated aut far you See VASSA. NOTES
above under Left Sde

2  PrepareMpTiles
a Separate each systemtile into 5 separate piles
i. Reguar Systems Three Fles- Each tile will display one,
two, or three planets on it. Separate them according to
these numbers. A pile with ane planet, anather with two,
and the last with three.

! Make it as its own book- This baok can then be put off to the side as players get toknowthe
rules Likewise, it can be the reference book for the ather setup options.

2That is, thereis an idea for a very “sirple Game: no Action, no GEI, no SR no Leaders. Anore
“pure’ strategic game with less randomvariables to“interfere” with the game”



ii. Erpty Systems One File- These are systerrs that have no
special image on them- enpty space on bath sides of the
tile

iii. Anomely Systems One Pile- There are 17 of these tiles. 3x
black hdles, 3x Asterdid Felds, 3x Gas Gants, 3x Super
Novas, 2x Nebulas, 2x Mine fields, 1x Sl system

3 Determine Frst Rlayer
a Prior to setting up the map or any enrpire cononents, players
will deterrrine who the First Player is
Each player will roll a di0. The player with the highest
roll will be the First Player. He will receive the Frst Player Chit.
All ather players will be ranked accarding to their rdll. In of
ties, thase players will re-roll until ane rdls higher than the
cther.

IASSAL NDTES The first player chit will be found in the Gamme Fleces section,
under the “Gameplay” tah. It is best to place it on the player's hameworld or
capital for the ather playersto see.

4  Payer Seating
a After determrining who the First Player is, players will arrange
themselves around the play area according to rank, highest to
lowest, clockwise, based on where the First Player seats hinself.

IASSAL NDTES This will determrine where the players will start their enpires
on the board map.

5 Choose Brpire
a Sarting fromthe First Player, players will choose which cdour
of enrpire they will be. They will take all the carresponding cards
and chits They will also take a Set of GA cards and a set of
Adrmin sheets

IASSA. NUTES The calour Will be chasen far you The first player always
starts with blue, which is the Left side of the player options see above at the
vassal U screenshats Also nate that currently there are only 4 players
available touse at thistime.

6. ChooseMap Size
a Inthis case use the Mediumsized map.

Sz Total | Ewpty | Anomaly | System | Planets | Planet
Tiles | Tiles per tatal
System
(1,23
Medium | 39 4 3 R 1515 53

b. The above is the breakdown of the Medium sized Galaxy. It tells
you the total tile count, and then breaks it down into the 5
separate categories Bty Tiles, Anomaly, System Planets per
System The nuber listed below each categary indicates how
many of that type of tile will be used to create the Galactic map
board

¢ In“PRanets per Systent we see there nurbersiin brackets (1,2,3).
Each nunber coresponds to three nurbers below
15(1),11(2,5(3). The first set, (1,23) represents the three system
tile piles we made earlier: a pile with systers containing one
planet, anather with twg anather with three. The Second set-

1511,5- tells us how many of these tiles will be used to create
our Galactic mep. Thsu we see that there will be 15 tiles
containing ane planet, 11 tiles containing two, and 5 tiles
containing 3.
VASSAL NOTES You rray find that ance you take a tile and place it sormewhere
you camnat pick it yp again Refer to Ht-Key above in the VASSAL NOTES
saection

7. Setup GECcards MediumSetup

(A.EC

a Choose a difficulty, in this case, it will be “Restless’.
b. Addin As many GEC cards as there are Rounds- thus there were be
12 GEC cards tatal, since there were will be 12 rounds Tatal.

There will be 3 No Event (NE) Cards, 4 Positive (Pos) Cards, 4 Negative
(Neg) Cards, and 1 BOTH card, and Nb Scenerio cards, divided into 3
“w'_

AGES Ages increase ganre difficulty and

allow players to establish themselves

properly before certain cards appear.

Bven some POS cards are listed for later

ages so that players can take full

advantage of them when they appear.
Ages will be created as shown below

i. Card Nter To find the Card

“age’” number, look at the

bottom left of the card If it

shows nathing it can be

placed in any age: 1-3. If it

says “PL” and then a number,

such as 2 o 2-3 then the

card will be placed in the

coresponding age. “S” and a nunber dendtes “scenarid’

and what age that card will be placed in Sc cards are

placed in their own pile. In Vassal this has been done for

you

Agel:2Pos 1Neg TNE

o  Shuffle all age ane nan-scenerio Pos and Neg cards within their
respective piles Randorrly choose 2 Pos cards and one Neg
Shuffle the remaining age one piles into their respective age 2
piles that is Pos age 1 cards into pos age 2 piles and Neg age 1
cardsintothe age 2 Neg deck

Age2 1Pos, 2N\eg, TNE




o Randomly select 1 Pos, then 2 Neg. Cards that say Age 2-3 count
for bath ages. Shuffle the remaining piles into age the 3 Pos and
Neg decks

a hand of tiles They may look at their tiles, but they cannat show
the other players
e Build the Map according to the Mediummep tenplate below

C

Aged 1Pos 1Both, TNeg TNE

Randomy choose ane Pos card, one Both, and one Neg. Set the
remaining cards off to the side, they will nat be used for the

gane.

Making the GEOK DHK Now you ought to have created 3 decks- One
with age one cards, one with up to age 2 or 2-3 cards, and the Rest in
the age 3 deck Place the age 2 deck on top of the age 3 deck then
place the age 1 deck on top of that. Nowyou have your GEC deck

VASSAL NOTES' The cards are already slit up into their ages far you

8 Building the Solar Report events deck

f.

Rayers take tums placing one tile down at a tine, starting with
the First player and around the table dlockwise. The first tile
placed is the Galactic Core in the middle (red) and the rest will
work their way out (green). They must conplete one coloured

a Renove Al Minor enpire cards and Scenario cards section before moving to anather. This map is far 39. If one wants

b. Separate remaining cardsinto Pos, Neg, and Both decks. 4, add an enrpty tile and anomaly, placing a tile in the middle

¢.  Choose Officulty, which will be “restless’. Thus half of the cards upper and lower sections of the map that are in line with the red
will be Pos, and the ather half will be Neg. Because it is half and section of the mep.
half, we do nat need to set aside any “Both” cards. Shuffle the g Thetiles are nat tumed over during placement, keep them face
BOTHinto the POS deck down

d Nowdrawout 20 fromthe Pos deck

e Renove the remaining POS cards fromthe game 10. SartingLocation

f. Take out 20 Neg cards. Renove the remaining deck from the a Use the Sarting Location Map to determrine where players may
game. dart:

g Shuffle together all systemdecks you have just created, that is

the Pos and the Neg decks

VASSAL NDTE These dedis have been sarted far you You just have to choose
the number of cards you want to draw fram each deck and put the decks
tagether and then use the “Send them to deck” qotian when you right-click
the dedk Ghce they are in the gameplay deck which is found in the tod bar
by dlicking an the SR icany make sure to shuffle the deck befare you begin

playing the gae

9.

Building the Galactic Mapx

a

h

C

Shuffle each System tile deck Be sure to keep the Sunny Side
up.

Choose the amount of tiles from each deck as indicated in the
chart above in section 6- Choose Map Sze.
Shuffle these tiles together into ane deck Renmove the remmaining
tiles fromthe game.

Starting fromthe left of the first player, distribute one tile at a
time to each player. Continue to go around until all players have




Players will find various numbers on this chart. Each nuber
coresponds to the nuber of players playing. If 4 are playing,
then locate the “4” spats.

If there are enrpty tile spaces on any of these spats, chose an
adjacent spat.

. SetupPayArea

a

o eno

=-h

Bvent Decks (Sdlar and Galactic) are placed to the left of the
Gane board beside each ather.

Shuffle Leaders and place thembelowthe event decks

Action Cards are placed belowthe leaders

Palitical Cards are placed beside action cards.

Place white chits and ather chits on the left side of the board If
need be, distribute some to the ather side for ease of access.
Ostance Chits Moke sure these chits are face down Then
randony take these chits fromtheir pile and place one on each
systemtile, face down Donat look at them

GA Chart: Place the chart doff to the left of the map board Place
each enpire's GA chit at 0 on the Galactic Achieverrents Chart
(GA Chart). Pace the Round's Chit on the GA Chart at 0. Place the
event chits near the GA Chart.

IASSAL NDTE These chits are found within the Gamme Fiece button. Go to the

glat o

the Reguar Setyp Section far nmore details

h Organize: Players should arganize their play area, separating

their units into separate stacks

Hme Worldt Choose your home system Secretly flip over the
systemyou have chosen, and if applicable, choose any world as
your home world, even if it is a gas giant or an asteraid field If
you cannat choose it far any reason (supemova, enpty space,
black hde, mine fields Sal System, place it back down and
secretly look at an adjacent tile to see if it has any calonisable
planets

i. Sd System This system cannat be chosen Choose
ancther tile.

ii. Optional: Bventful Hme Systems Rl to see if your
hame system will have an event. Negative events will
affect ather planets in the same system If there are
none, it will be attached to the home world, but it will
nat have any effect far that enrpire. If the negative event
affects the system (except super nova or black hdle,
shuffle them back in), keep the card with the system
but it will have no affect for that player.

GA Cards: Each player will have a deck of GA cards. These will
determine your enpire's strength and weakness in a given area.
This trandlates into how much GA (Galactic Achieverrents) points
you can obtain fromthat category.

The Frst A cardlis chosen by the player. This is your
enpire's rang categary. It should be something you think you
have an advantage in, ar something you think someane else will
nat choose. Your starting location, goals, and game length will be
ahigfactorinthis

The Secard GA card is your enpire's Weak category.
This card is selected at random- shuffle the deck and choose
one. Place this card beside and to the left of the Strong card
These cards are permanent and will remain with the player for

the rest of the game.

The Third GA card is your “regular” GA card It will
change every round See the Galactic Achievements section far
more infarmetion

GACount Rules

Regularly players gain GAif they have the nost or second most
in a single category. They gain 2GA if they have the nmost, and
1GA if the second nost. But their Strong and Weak Categories
modify this a Little:

i. Frst Card-Srong When counting GA at the end of each
round, add +2 to your total count in that categary, even if
you have 0. You gain A GA if you qualify for any GA
Although this GA is nat autometic you are always at an
advantage and you always win ties with others who do nat
have the sane category as their first card

Far eanple If the player’s Srong card is “Trogps’, and
they have a caunt of 5 trogus tatal, they will add +2 to this
count, it would be as if he had 7 trogps tdtal. If he has the
nost GA in the Troqp categary, instead of recaiving 2 G4

he wauld receive 3 GA (2644164 3G9). If he places second
hewadld gain2 G4 and 1 GAf third

ii. Second Cardt negates -2 from the tatal category count,
and also negates 1 fromthe GAtatal. You always lose ties,
save with thase who have the same weakness

Eanple Thus if a player randamly chase “Clanves’, they
nauld negate 1 from their total colony count- if § then it
wauld caunt as 4 They anly gain 1 GA instead of 2 (2G4-
1GA1GY) if they scare the nodt in this categary. They will
scare 0 GAif in second

k BErpire Setup: Each player will Place 3 civilian chits 1 troop chit

on their home world on the planetary track place a space
station on level 1 and the moral chit on level 4; place 1 scout
anywhere in the system place 2 Intel and 3CR in each player’s
play areg; and add 1 Adion and 1 Senate Card to the each
player's hand

Since this setup is far four players, each player will only take
out 3 diplomacy chits

i. Sell Home World: If the home world has a population
size3orless
1 Double the population linvit by 2 or
2 St the limit to 5 on your planetary sheet,
whichever is higher.

12 Banple if the pgpulation is |, doubling it would be 2 but 5 is

higher; so that player wauld have a pgpulation limit of 5 instead
At if tatal were 3 it wauld double to 4

i. Home World Negatives Home worlds do nat have any
negatives Wte these down as 0 on the calony sheet.
Only add the positives



ii. Home World Bonusess Note your hare world's terrain
type- you do nat have to pay any extra costs on planets
o the same type Alsg ignore the techndogical
requisites to colonize that planet type if it is nomally
required, such as those needed far Taxic, Radicactive,
Asteroid belts and Gas Giant worlds You can colonize
any world with the same type as your homeworld
without needing to research the requisite tech You
already know how

b. BEpire Card Being a four player game, you get 3 diplomacy
chits. If you play with 3, add only two.

¢ Update Administration Sheet: Record your population total and
jobs numbers on your Colony sheet. Here you will fill out how
nruch each worker makes on their own-

Farmers produce 2P per farmmer: Because 2 avilian ahits nust
be placed intofarming  each enpire will gain at least 4FP

Add planetary positives to your colony sheet. These only add
patential paints, as mentioned in the Introduction Manual. Adjust
your total output accardingly.

Far exanple if the player chase a radicactive warld to be their enpire’s
hare they would nat have to warry abaut any naintenance fees nar the
negatives far this terrain type Radicactive planets have negatives in AP but
since the player started here it would be written down as O With the planet
being mineral richy the player will gain pofential LR, in this case it will be +5

The player will gain as much potential LPas he has warkers ane toane yp fo
his tatal patential LP S0 if he placed 1 warker in the labour sectar; that
anpire would also gain + LP fram this pofential LR, giving that ermpire 2 LP
tatal. Ware there say, 4 workers the enpire would gain 8 LP tatal, 1 LP far
each warks and 1 patential LP far each warker: If 5 warkers then 10LP tafal.

At if 6 warkers the enpire wauld anly gain 17 LP because the enpire anly
hasatdal of 5 patential LR, 6 warkers plus 5 patential LP=11 LPtdtal.

i. FeelPandRP. aplayer will always have 1 free LP or RPin
any round that they have no paintsin these areas
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1.

UL GAVESETLP.

PREPARE THE MAP AND CARDS AND DETERMINE GAME L BNGTHAND TYPE

d Length

iv.

Casal: 6 Rounds- Shuffle BG with last 2 cards. (I No
BEvent (N)

Experienced 12 rounds -Shuffle BND GAME (E5) card with
last three GECcards (3N

Veteran- 18 rounds - shuffle EG with last 3 cards(5
N @bout 25 Haurs?)

Old Carpaigner 25 rounds- shuffle EG with last 4 cards
(7N

e. GAMETYFE

Reguar Game This is described in the Beginner's
nmanual.

Rounds Based Game: Ganres that only run for a certain
number of rounds and finishes at the end of the last
round or: sole ruler is selected, an enpire and allies
doinate the athers; or Bnd Game card is pulled out. This
is what the Regular Setup uses.

GA Ganes that run until a certain anount of GA are
achieved or: or sole ruler selected, an enrpire and allies
dominate the athers, ar End Gane card is pulled out. You
will Build your GEC event card deck as if it were for a
Canpaign length game but GEC events anly happen
periodically. You will roll a dl0 at the start of each round
and on a 5+a GEC event is played

Damrination: Game continues until only one enpire and
their allies are left either because an enmire is chasen
Sole Ruler or because they defeat all other enrpires.

Time sensitiver game ends when chosen time is up, or an
enpire and allies dominate the athers, ar End Ganre card
is pulled out before that time. An exanple would be
playing the game for one 3 hour session in the evening,
or a couple of sessions.

PREPAREMAPTILES Refer to Beginner's Manual.
DETERMNEARST PLAYER Refer to Beginner's Manual.
PLAYER SEATING Refer to Beginner's Manual.

CHOOSEBMFIRE Refer to Beginner's Manual.

CHOOSEMAP SZE

All maps may be played with 4-8 players. The smallest map caters
towards sharter and livelier ganes, while the largest towards
longer; fuller, and extended games. The nuber of players will
also determine the pace of each game: 4 player games on larger
meps may take longer than with 6 players, and a small map with 8

players will be much sharter and cutthroat than that with 4.

The Galaxy Size Chart: The Galaxy Size Chart above details the Galaxy size,
tatal Systemtiles in that size, and how many of each type of tiles that will be
used to construct that Galaxy (Enpty, Anomaly, Regular, and Planet types).
The nurber under each type is how many tiles of that type will be added into

the game.

For exanple a Medium sized Galaxy, Which is the Regular Map Size which
has a talal of 40 tiles will include 5 Enply tiles 3 Anorsly tiles and 32
Ranet tiles OF the 2 tiles 15 tiles will have systerms cantaining 1 planet; 11
tiles will take framsystemntiles cantaining 2 planets and 5 tile will take

Using Galaxy Size Chart:

Size: This determrines how large the Galaxy will be. In effect, it
will drametically change the game length and play as explained
above.

ii. Total Systems Each Galaxy is built up by a number of system

tiles Each size dictates howmany of these tiles there will be.

Bpty Tiles These are SystemTiles that contain nathing in them
they are enpty. They may contain events.

Anamaly Tiles These Tiles are nat enrpty, but they do nat contain
habitable planets or events They may hinder, dbstruct, or
darmage any ship entering into them These include super novas,
black hdles, and minefields. During set up these are separated
from the rest o the tiles They are then chosen
at random up to the anount of tiles indicated for the chosen

galaxy size

Size Total System Tiles Empty Tiles Anomaly Tiles Systems Tiles Planets Per System Planet total
(1.2,3)
Tiny 23 3 1 19 213 32
Small 31 4 2 25 12,94 42
Medium 40 5 3 32 16,11,5 53
Large 50 6 4 40 19,15,6 67
Huge 60 1 5 48 23,18,7 a1
Gigantic 72 8 b 58 21,229 98




v. Systerrs Tiles This shows the tatal amount System Hexes that
contain habitable plants.

vi. Planets Per System While the SystemHexes
colunm determines how many systens have
Cdlonizable planets, This section details
how many planets are in each systemttile.
The range is from 1- 3 planets per system
This also includes planets that camnat be
cdanized yel, but can be with the requisite
techndagy, except for one planet systens
which are counted as anomalies. Below the
heading “Planets Per Systend, players will
find three bracketed numbers (1,23).

o Bracketed Numbers: Each nurber will tell the players how many
of a certain kind of system they need for setup. “T" signifies all
systemtiles that have 1 habitable planet onit. “2” and the “3’ are
for systerrs that contain 2 or 3 planets in them with at least one
of thembeing habitable. .

o Nurber of Each System In the Aanefs R Gstern cdum
Payers will find three sets of numbers in each row These
nurrbers tell us how many of each Systemtype they will find for
any given Galaxy size.

This nuber in the first position signifies how many 1 planet
systers tiles the players need to draw The sane applies to the
cther two nunber sets.

Thus far exanple a Medium Galaxy displays the numbers 15115
uxer the Ranels Rar stem cadum The numbers 15125
carespard fo the bracketed numbersabove 123 15 systerrs will
have 1 planet, 12 systerrs will have 2 planets and 5 systerms will
have 3planets

vii. Planet Tatal: Thisis the tatal amount of habitable planets that may
be colonized ina game.

Wsing the Myp Diagrams Before placing tiles down the player will went to
nate that there are two types of Map Diagrams Set-up Maps and Starting
Location Maps These will tell the players how to set up the map and where
the players may set up their homeworlds based on the number of players
playing These are found at the end of these booklet.

Back

7. GECDECKSEIWP.

a Difficulty: Players may now choose the game's difficulty. The
difficulty level only affects the GEC and SR Decks. It changes
the ratio between the Positive (POS) and Negative (N event
cards. The difficulties range from the Paradise Galaxy
(easiest) tothe Relentless Galaxy (hardest).

b. Add Irc nost of this is covered in the Baginner's Manual. If you
do play a ganme with scenario cards:

i. Scenario Cards Renove all scenario cards (those
labelled “Sc” On the bottom left comer) from play
unless you are planning on playing with them You will
add themin later.

i. For General Play: BEven if you decide not to play any
scenarios players may shuffle in Scl  level
cards(Scenario level 1), as they are nat very game
changing Leave out Kracken and Celestial Cards, as
well as any Mssing planet or systenns cards

¢ MAKNGTHEGEC DHK Galactic Bvent’s Setup is based upon the
type of game you are playing, either one with a set limit of
rounds or a score and daminance type of gane, and the
difficulty (Paradise, Amiable, Restless, Dangerous, Relentless).

i.  Rounds Game The nuber of GEC Cards are the same
nurber of rounds the game will last for. In the
Regular game setup there are 12 rounds, so 12 GEC
cards would be used Bt if the players choose the
Veteran length (18 rounds) there would be 18 GEC cards
inthe GEC Deck

ACES: Refer to the Beginners Manual.

GECDHK SHIWP. ROUNDS

POS-=Positive Cards

NHG=Negative Cards

B-is a card with a negative and positive effect.

Cards for each age
Casual-
March-
Expedition-

Canpaign-

o NN

Paradiss Al the Cards are POS No Scenario cads

6 1N 5(6) POS
123N 9(12) POS
18 5N 13(18) POS
24 TN17 (24) POS

Amiable 2/3is POS

6IN4B)POSTNEG -ScNA

1IN 1(2P0S 2 2P0S 3. 1P0S ING
123N 6(9) POS 3NEG - Sc 1 scenario (all levels)

1. IN 1QPCS 1 N&G 2 1N 1(P0S TINS5 31N 1(2PCS, INEG
18 5N 9(13) POS 4(B)NE5 - Sc 1 scenario (all levels)

1. 2N 3(5) POS INE3 2 2N 3(5) POS TNEG 3. 1N 3(4)P0S, 2NEG
24 7N 12 (18) POS 5(6) NG -Sc: 1 scenario (all levels)

1. 3N 4(7)PCS INEG 2 2N 4(Q)P0S, 2NEG 3. 2N 4(Q)POS 2NG

Restless: There are roughly equal amounts of NEG and POS cards-
Randorrly choose one NE/POS card before adding them in with
the POS cards for the 6-18 card decks



6 1N 2(3) POS 2(9NE5, 1(0) BOH - Sc NA

1. 1N 1(2PCS 2 1BNS5 3. 1PCS INDG
12 3 N 4(6)POS 4(6) NI, 1(0) BOTH- Sc: 1 scenario (all levels)-

1. IN 2(3)PCS INEG 2 1N 1Q2P0S NS5 1B 31N 1QP0S 2N
18:5N 6 (9) PCS 6(9) N5, 1(0) BOTH - S 1 scenario (all levels)

1. 2N 23)P0S 23N 2 1N 2(3)P0S 2(NE5 1B 3. 2N 2(39)P0S

20NT:

247N 8(12) POS 8(12) NEG. 1(0) BOTH - Sc: may have 2 scenarios
(1: all levels, 2 level 1-2)
1. 3N 3(5)P0S 3(4)NEG 22N 2(3)P0S 3(ANEG 3. 2N 1B

3(4)POS, 2QNT

Spedial Setyp all but the Expedition Game length has an uneven nurmber of
NEG and POS cards assigned to each age by sinple fact that they are nat
divisible by 3 when there are the No Bvent cards. Each length will dictate a

setup

e Dangeraus 23are NG

61N 1PCS 4(5) NG - Sc: 1 scenario (all levels)
1.1P0S INEG 2 IN 1(QNEG, 3. 2NSG
12 3N 3 PGS 6(9) NG - Sc 1 scenario (all levels)

1. INPOS 2B3)NE3 2 1N TPCS 2(3NEG 3. 1N 1PCS, 2QNEG
18: 5N 4(5)P0S 9(13) NG - Sc may have 2 scenarios (I: all
levels 2 level 1-2)
1. 2N 2(3)P0S 3(4) N&G3 2. 1N 1POS, 3(4NEG 3. 1N 1PCS, (4N
24 6N 3(7)POS 12(14) NS5 - Sc: may have 2 scenarios (all levels)
1 2("%)1(3)% 4NEG 2 2N 1(PCS, 4(B)NEG 3. 2N 1(2)P0S,
NEG

Relentless All the Brent cards are NEG No Ncards

6.6NEG - Sc 1 scenario (all levels)

1212 NE5- Sc: may have 2 scenarios (1: all levels, 2 level 1-2)
18: 18 N&G - Sc: may have 2 scenarios (all Llevels)

24 24 NHG - Sc May have 3 full scenarios

ii.  Score/Dorrinance Game: Uhlike the rounds garre, there
is no set end, only a set score, timeframe in real life,
or only when one player or a set of allies daminate all
the rest. Inthis case, set up the deck asiif it were for a
Carrpaign sized length, thus there would be 24 GEC
cards in the deck The only difference now is that
cards are only drawn if the dI0 rdlls 5+ After which,
when all cards are drawn, All cards fromthe discard
are reshuffled, nat in any particular order.

. No GA If players are nat playing a game with
Galactic Achieverrent paints, then remove all
Galactic Bvents cards that specifically affect
them

OTHRNOTES

Too Many Cards If there are more scenario cards than there are
negative cards far a given difficulty level you can do one of two

things

i.  First, you can choose nat have No Bvents cards, giving
you nore POS and NEG cards.

ii. Seoond, you could instead use as many scenario cards
up to the amount of NEG cards available. Place at least
one scenario card in each age befare placing any
nore. Then add to age one before proceeding to age
two.

e NoBvents You may choose to place in “No Bvent” cards into your
game. The amount is determrined by a games length. If you choose
nat to add any, use the bracketed nurbers beside the POS, NS,
and BOTH cards when creating your deck \here possible, if you
choose to add more or less No Event cards while building the deck,
be sure to take away fromthe POS and NEG decks, slipping in BOTH
when the No event deck has an odd nurrber of cards.

e BOMHcads These cards are used when the No Bvent decks are
odd Ctherwise, shuffle themin with any POS deck found within its
age

Keeping everything above in mind, let us build a deck based upon
the Medium Setup rules by Galactic Rising rules. The medium
setup  assunes the Restless difficulty and the March length of
Game.

This means that our game will be 12 rounds long, thus we will
have 12 GEC Cards. Since we are playing at the Restless difficulty,
we will have 3 NECards, 4 POS and NEG cards, and 1 BOTHcard

We will separate all our POS NEG, and BOTH cards for each age
and shuffle each of these decks, and separate all No Bvent cards
aswell. We have 4 POS

MHEIWM SEILP. There are roughly equal amounts of NEG and POS
cards- Randoy choose one BOTH card before adding them in
with the POS cards for decks that contain 6 up to 18 cards,
depending on the gane's length.

8 SRSEP (Sdar Repart, SR:When creating the System Deck for your
game, there will be as many SR cards as there are systemtiles, even if
the tile does nat contain a system- such as a black hdle or an enpty
space. This is based upon the size of Galaxy. Sinvilar to creating the GEC
Deck difficulty will deterrrine the ration of POS to NEG cards will be
shuffled into the deck

Most of the setup follows the Beginner's Manual save the Following

a FeMOVEAL MNORBMARECARDS includes hostile and
friendly. These can be placed backiin later.

i. Scenerio cards are: Space Krackery Celestial
destroyer/ ay “Mssing  event  (K),
Scavenger (Scav), Barbarian (Barb), and the
Pirate cards

ii. Autamanisalsoaminor enpire.

b.  RefertoBeginner's Manual.
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Difficultly: Technically GEC and SR difficulties can be
two different Officulties such as a relentless GEC deck,
but an Amiable SR Deck

Paradise: all =P0S
Aniable 2/3=P0S
Restless 50/50
Dangerous 2/3 =N
Relentless All =NEG

RIOEXK Sze of mep determines size of deck

1 Mnor ally/enermy, one spedial eneny (Scav, Barb,
Prate Kr)

1 Ambush

If Kracken: 1 Kracken, 1 Celestial Destroyer, 3 missing
systems, 3 missing planets

1 Mnoar Ally/ Ehervy and spedial eneny

1ambush

If Kracken: 1 Kracken, 1 Cel, 4 missing systens, 4
missing planets

Medium40

a
h.
cC

Large 50

a
h

C

Huge 60

Up to 2 rrinar allies/enerries, one special enerry (all

2 ambush

If Kracken: 2 Kracken, 1 Cel, 5 mrissing systens, 5
rrissing planets

3 minor allies/enerries, two special enerries may be
chosen

One special enerry has all events, the second does not
have its nation or its Galactic invasion card

If Kracken 3 Kracken, 2 Cel, 6 missing systens 5
missing planets

3 minor allies/fenereies, two special enerries may be
chosen

One special enermy has all events, the second does nat
have its nation or its Galactic invasion card

If Kracken 3 Kracken, 2 Cel, 7 missing systems, 6
nissing planets

If the player chooses to forgo any o all of these Scenario cards, you
may replace themwith some other card

After your special cards have been chosen, randony pick the remaining
amount fromyour PGS and NEG decks. Be sure to remenrber- that all POS
and NEG special cards count toward that number as well.

When the SystemEvents deck has been huiilt, shuffle it and place it onto
the side.

10

SETUP MAP. See Beginner's Manual . Also see the end of this book
for all the Map size setup options

STARTINGLOCATION  See Beginner’'s Manual . Also see the end of
this book for all the Map size setup options.

SHITING UP PLAY AREA See Beginner’s Manual . Also see the end of
this book for all the Map size setup options.
Back



1.

Optional Riles

Advanced Sart:

o RANDOM Payers rdl 1dl0, disregarding the 9 or 10
results. The ather numbers corespond to the Tech
Categories as is found in the GIN book ar on the THCH
tree sheet. Choose any one tech within each level one of
the tech category rolled Rerdll any categories already
rolled

o Planned Payers may choose an “Age” to play in 1.
Strang Sart: allows them1 tech upgrade, a free colony,
and 3 units nore. Advanced gives them 3 planets, 6
techs, and 6 units, Galactic Bmpires brings allows far 12
techs, 10 units, and player altermate choosing planets
until all planet have beenfilled

B Techs are chosen on at a time with each
player.
C  Anytech with 8+levels can choose up to 4
levels, 6-7 may chose 3 levels, 5 up to 2
levels
Remove” No Brent” Cards.
GA Game: While players tally their Galactic Score in most cases;
they may choose to play up to a specific amount. A short game
would be the first to 20 BP, a medium game about 50 GS and a
long one 100+GS

o Wnner: The winner is he that has nat died and has made
or surpassed the GS limit. However, since paints are
gained at the end of the round, the first player to surpass
this linit is nat autoretically the winner, they sinply
initiate the end game sequence. Gthers may end up with
nore paints at the end. Thase enpires that resign or have
died do have a chance of being placed in any ather rank,
like being in 2 of 3" place.

o ltishest tohuild a deck based on the longer games soas
to ensure all events will be covered for the duration of the
points based game.

GA Card Options

o BothRandom

o BothChosen

o  Only One permanent Card chosen: random or chosen
That means that 2 chits are available for GA each round
at the start.

o  Aftertwo cards are chosen, randomly drawa third card
and renove it. You will never get scare GA in that
category.

Total Dorrinatiore *Points are secondary, and this game only ends
when someane conguers all ather enpires, with or without an ally,
or by dominating the senate by becarring a permanent speaker or
by creating a tyranny.
o Wnner: The winner is either one enrpire or a two enrpires as
allies, ar one player who rules the senate. In the first case,

3There may be ather waystowin, achievement possibilities with regards to credit ortech as

well

the duo is first, poding their paints as one. In the second
case the dominating ruler is first, and his ally is second,
being in a subordinate position But as a bonus, he will
always be second despite his point count.
Continued events: Events continue even after systems have been
explored Changes All facility cards must be renoved whenever
they are found. Resource cards may be played again if there are
nore resources available. All played minar enrpires are removed
AT7+0n any explored systemwill cause a newevent to happen

Explorationt

Revealed Galaxy: During tile placement, all tiles are placed face
up. Nb more than half of the tiles placed around a starting system
rounded down to @ mininum of one, may contain an anomely or
enmty space tile. Although the tiles are revealed, each one will be
considered unexplored This means that events will still occur
whenever a ship or fleet ends their moverrent in any given system
Likewise, distances between systerms will remain unknown until
the player choosestotravel toone. *

Scenario Cards: Each difficulty level that uses scenario cards will show a “-
S’ and instructions on how to replace the normral cards with them Most of
these cards are NHG so they will replace any negative cards If any showa
NE3/POS, they may replace a NEG ar POS, or if NB/POS cards are part of the
setup, they will replace a NE3/POS card. Scenarios may be chosen fromthe
Amiable difficulty starting at the 12 round game and up. Any length of gane
that does not support a scenario gane will be labelled NA (e -Sc NA

1

Setup: Each setup will tell you how many scenario sets you can
choose, so if anly one, it will say “1 scenarid’. Each Scenario has 3
levels of intensity numbered fram1-3, 1 being the least intense and
3 being the nost. The cards that fompart of the scenario package
will be labelled (Sc#), that is (Scenaria Nurber of intensity, or
rather ).

If the setups states “1 scenario (all Levels)’, this means that all
levels of one scenario may be shuffled into the deck Ctherwise it
will state what levels may be played It is assumed that only one of
each card will be played However, in Bangerous and Relentless
galaxies all cards of a single scenario may be added

Setup Progression: Each level of card will be shuffled into a
different part of the deck The deck will be split into thirds, with
the first third (top of the deck) dedicated to level 1 intensity
scenario cards Level 2 will be placed in the middle third, with the
level 3 cards placed in the last third (bdttom of deck).

. 1 Cards These cards may be shuffled into the normal Galactic
Bvents deck without being a part of any scenaria You may choose
which scenario you would like to add to the game, or shuffle all
level 1 scenario cards into the NG deck for the randomdraw:

“Put in Reference Book



Scenario Chaicer Players should decide if they want to have any of
the Space Kracken, barbarian, scavenger, or pirate events They
shauld only choose one set for the Galactic Bvents, and remove all
the ather sets, except when indicated They may even choose
which one at random
“Nation” cands: Players should place those systemevent cards that
corelating best to their chosen scenaria If there are barbarians,
place in the Barbarian Nation event cards, as well as any ather
barbarian system event cards that nay appear. If the Celestial
Destroyer/Mracken, then place any coresponding cards and
“Mssing planets’ events.
Any Card: Likewise, players may desire to guarantee some event's
appearance: such as the Mysterious Plague- creating a sort of mini
scenario,
Emergency Measures (Optional®): Due to the severity of conflict
that may arise by scenario stacking, players may allow to add in
the optional Emergency Measures rule. This is enacted during the
Galactic Senate phase. All wars halt between each party, and all
mitigating laws and such may be suspended (these are vated on).
The players may choose to vate in a nilitary leader and senator
¢and all players are now tenyorarily counted as allies they may
use each ather’s supply lines and systens.
o This may only be invaked when 2/3s or nmore of the
civilized spaces are being invaded
o Once only 1/3 of the invasions callectively remain, the
Erergency measure is immediately revoked, and
players nust spend their next nmoves mmoving their ships
out of non-ally or aggression pact territories.
o Al previous alignments laws, etc. are retumed to
nomal: this incdludes any personal feuds and wars
(these have to be famually withdrawn during a

diplomacy phase).

Pleasant Galaxy: Place in all the Yellowand Orange star systerrs,
replacing as many: this may lead to a less mineral dense galaxy.

o  Atematively: Dedicate 1/3 of the tatal systemanmount
toYellowand Orange suns, and then randony select
the rest.

Harsh Galaxy: Only place in White, brown, and red star systers
This will decrease the amount of habitable and farmable planets,
and decrease the anount of high population planets, but it may
increase the mineral density of the galaxy.

New player: If someane wants to join the game while it is
underway, and there are no more habitable planets available, all
planets with less than 4 noral and nat within one hex of a home
warld may tumn over to the newplayer. Any planets that are not
used may be inmrediately colonized And extra cash and tech
should be added Otherwise take for the player that has the nost
planets.

Full Galaxy: You no longer have torall for each systemto seefif it
has an event: all systers will have an event.

5 Alsolist in the optional rules.
¢ Perhaps one player can be vated in for both?

Eventful Galaxy: All rolls are 5+ brown stars always get two
events.

Rebellion: May choose to allowlosing players to continue to play
the game through spying and intrigue., and increases their action
card limit to 8. Ahile they cannat do anything else but use Intel or
trade, they can cause rebellions on ather planets (anyone who
was nat an ally) without GA penalty or causa. Should any planet
gointorebellion Intel can be used to turn thase peaple to one of
their planets. If he succeeds, the rebellion spreads outward,
causing all planetsin the same systenms torall or lose 3 noral
(nat the other player's homesystern) and all adjacent systems rall
or lose 2 moral. If any ather systerms gointo rebellion, the
process starts again, accept at a -2 noral if they lose. He may
still hold leader cards if they help withintel. The player may steal
noney without GA penalty nor Causa. Aways gets 2 free Intel
until they become an enpire. All intel costs 1 less (toa ninof 1)
until they becorme an enrpire. Can hire leaders. Can have shipsor
fleets

Population Growthr Makes the game longer and nore to manage,
and changes the flow of the game. Bveryone starts with 3
civilians on their home planet. If their planet is 3 population total
limit or less, double the planet’s pop. limit or meke it 4, whichever
ismore.

o During the game, the population increases for the
hore world, , and 7z for each calony thereafter,
rounded down at the end of the civilian phase. You also
allocate themright after. You chase where the new
civilians go, place one on each planet until all have
been chasen If there is no more roomon any planet,
the excess chits are converted to CR 1 paint of civilian
to1CR

o Techssuchas... increase population output.

o Besurethat you enpire sheet and on board
populations match. Planets can only go up to each

planet’s proper linvits

o  Transports must take a1 divilian froma planet that
already has some. Negate one divilian fromthat
planet. Move the ship to where you want a calony and
place that 1 chit on the planet. Thisisiits starting

population, and it can grow every round

o  Production sabotage destroys divilian chits rather than
players having to take damage chits

No moral: To renove some conrplexity, and chits Techs that add
bonuses to moral in any way now go toward intel.

Sde Ruler Ehding Gane inmrediiately ends when a sole ruler is
decided upon



Rebel Ending Gane immediately ends if the rebels successfully
oppose a sole ruler.

Nb Sdle Ruler; Hininates Sole ruler option
Sinrple Game:

o Barebones Renove: leaders, senate and action cards,
GECand SR cards. There is no senate phase. There is
no Intel. Renove citizen chits- only place one to
denate who it belongs ta. All planets are assumed to
be full. Nb explaration needed, all distance chits are

flipped up.

o  Some Sinew As above except: Add leaders, regular
ditizen count and action cards Intel included

o  SomeMeat: As some meat: but with SR CARDS and
unrevealed systems and system chits. Nb scenario
cards nor rinor enrpire cards.

Two Fayer Set up Rules: If there are two players, they play asiif
there are 4 enires. Each player uses two nations, each with its
own GAscore. both are aligned as soon as they have contact with
each ather and will far now on average their GAscore. It is
suggested that any diplomacy nation be set aside, as there will be
no diplomacy besides treaty establishing in this game. Galactic
senate is gptional: it will work the sarme but will inevitably be one
sided

Alternatively the players can play with two players alone.
o Orhave the rebellion setup?

Three Aayer Setupr One may play with three players only, but with
noalliances Altematively, One may also play a three player game
using the rules for two players above. In this case it is suggested
toremove any diplomatic characters. The Galactic council can run
normally.

Nb Fog of War: All ships are revealed

Sde Ruler Campaigr: One or nore players may choose to become
a dominating enrpire of a galaxy, all the while the rest of the
players become the rebels either they own fewplanets, ar they
have no planets and only have leaders and spy'sto start out with
and must rebel enough planets to tum over, and finally “free”,
meking themtheir own This rright also be a good expansionidea
(rebel spedific leaders, cards, actions, as well as secret buildings
for the enpire that he has to protect)

Life Star/Planet Eater: This will be indluded with the ariginal game.
Thisis optional, and players may choose to play the game without
this sceneria Sinply take out the corresponding counters and

7 Could be interesting, and would work with a 2-3 player game.

event cards

Nb Leaders: Leaders are an optional element to the game. They add
flavour and bonuses, but they are nat essential.

Uhequalizationt While each nation already has their own “play
style” which includes different goals and starting techndlogies,
which adds certain inequalities, players may nowalso rall their
starting circumstance: How nuch tech they will have, howmany
planets, and fleet.

o Each player rdls1di0 three times, disregard 9-0 and
reroll. results. This deternines which tech category will
lose tech. Rdll again for each- disregard any nurrber
that does nat correspond to that techi's tech level and
reroll. Then roll ance more far each to determrine what
techis remmoved- if only one, donat ral. If 2- half for
one, half far the ather; if 3, break up into thirds and
disregarda“0” rall.

o  Each player may nowroll to see how many planets they
own (d10 result halved, minimum?)

o Thenstarting techs (d10 result halved)- roll to see
which techs you have, rerdll any categories already
rolled
Then unit build paints to spend (d10 resuit).

DI0 for starting CR keep the results

Side Events: OPTIONAL-2 Once all tiles within the Galaxy has been
explores, side events may now begin. Fromnow on, whenever a
fleet enters into anather system a roll of 0 will produce an event.

o Bulding the Deck Al cards that have not been
discarded fromthe ganme may be reshuffled into a new
pile. You may custormize the deck so that the events suit
the difficulty of the game.

Limited Ancient fadilities Use dd SRsetup rules from1.31 rules

8Tobe worked aut.



12 Chartsand Setup Lists

Sze Total SystemTiles Bty Tiles Anamaly Tiles Systems Tiles Panets Per System Planet total
0,23
Tiny 3 3 1 19 973 32
Small 3 4 2 ys) 1294 42
Medium 40 5 3 32 16115 53
Large 50 6 4 40 19156 67
Hige’ 60 7 5 48 23187 8l
Gigantic® 72 8 6 58 21229 98
Length GEC Difficulty:
i.  Casel: 6 Rounds- Shuffle BG with last 2 cards (I no events)- N=No Event
no end game card POS-=Positive Cards
e  Bxtended 8 raunds First round has no event, last round NEG-=Negative Cards
has no event. BOTH:is a card with a negative and positive effect.
ii. March 12 rounds -Shuffle BND GAME (H) card with last three
Galactic Bvent cards (3 noevents) Cards for each age:
ii.  Bepedtion- 18 rounds - shuffle EG with last 3 cards(5 no Casual- 2
events)" March- 4
iv.  Campaign 24 rounds- shuffle EG with last 4 cards (7 no events) Expedition- 6
Canpaign- 8

9 SeeF2I
The Hige and Gigantic maps are built with 7-8 playersin rrind, while the tiny and small
maps are only for 4-6 players.

These may be remmoved if | do nat add the 7-8 player games

" This number is based on rry first play through with 4 players on a mediumnep. | guessit
took me about 25 hours or soto conplete, a little here and there aver the course of a few
nonths It ended around this time because all the players had allies, war broke out, and it wes
getting really dlose between whether someone would dorrinate the Galaxy or would became
senate leader. It may nat be the same with a larger group or a saller group, but that may
also depend onthe map size.

Thisfigure is also based upon trying tofigure out if my rules wark, and what works when it
does, and why it does As each rule presented itself, | was able totackle themas they came.
Starting fromthe beginning allows players to inmerse themselvesin bits of the rules over
time rather than having tojunpintoall of themat once.

1. Paradise Al the Cards are POS Nb Scenario cads

& 1NS5POS
123N9P0OS
18 5N13P0S
24 TN17POS

2 Amiable 1/3is NS5 the rest are POS or POS+N

61N 4 (5) Positive 1 NG, - Sc NA

123N6Q PIS3NEG  -Sc 1 scenario (all levels)
18: 5N 9(13) POS, 4(B5)NEG - Sc 1 scenario (all levels)
24 7N 12 (18) POS 5(8) NIG - Sc: 1 scenario (all levels)

3 Restless There are roughly equal amounts of NEG and POS
cards- Randarrly choose one NE/POS card befare adding them
in with the POS cards for the 6-18 card decks.

o  Spedal Setupx all but the Expedition Garre length has an
uneven number of NEG and POS cards assigned to each
age by sinple fact that they are nat divisible by 3 when
there are the No Event cards. Each length will dictate a
setup

6 TN 2(3) POS 2(39NE5 1(0) BOTH- Sc NA
- 11N R3S 2 1R0THNEG 3 IFOSNG

12 3N 4(6)PCS, 4(6) NEG 1(0) BOTH- Sc: 1 scenario (all Levels)-
- 1.2705 INGN 2 IPaYN T
3IPOSN 2N

18:5N 6 (9) POS 6(9) N3, 1(0) BOTH
levels)
- Age three has ane Nb event and EOTH

- Sc 1 scenario (all

24 TN 8(12) PGS, 8(12) NG 1(0) BOTH
scenarios (1: all levels 2 level 1-2)

-Sc may have 2



4,

- 1 3PaNgG 2§ 2 3RS 2NN 1 EOTH
3 NG 2 oS

Dangerous: 1/3 of the cards are POS the rest are NSG or NEGN

61N 1POS 4(5) NG - Sc 1scenario (all levels)

12 3N 3P0S 6(9) NG - Sc 1 scenario (all levels)
18:5N 4(B)P0S 9(13) NG - Sc may have 2 scenarios (I:
all levels, 2 level 1-2)

26 TN5(18 POS12)NEG - Sc may have 2 scenarios (all
levels)

Relentless All the Event cards are NEG. NoNcards

66N -Sc 1scenario (all levels)

1212 N& - Sc: may have 2 scenarios (I: all levels, 2 level 1-2)
1818 NEG - Sc: may have 2 scenarios (all levels)

24 2L NG - Sc May have 3 full scenarios

R DEKBULONG
Galaxy Sizes and Total SystemiTiles

Tiny. 23
a 1 Mnaor ally/enermy, one spedial enery (Scav, Barb,
Pirate, k)
b. 1Arvbush
¢ If Kracken: 1 Kracken, 1 Celestial Destroyer; 3 missing
systems, 3 missing planets

a 1Mnor Aly/ Enerry and spedial enerry

b. Tambush

C  If Kacker: 1 Kracken, 1 Cel, 4 missing systems, 4
rrissing planets

Medium40

a  Upto2minor allies/enemies, one spedial eneny (all

b. 2ambush

c If Kracken 2 Kracken, 1 Cel, 5 missing systems, 5
nrissing planets

a 3 minor allies/enemies, two special enemies may be
chosen

b.  One special eneny has all events, the second does
nat have its nation ar its Galactic invasion card

c If Kacken 3 Kracken, 2 Cel,, 6 nissing systens, 5
nissing planets

a 3 minor allies/enemeies, two special enerries may be
chosen

b, One special eneny has all events the second does
nat have its nation or its Galactic invasion card

¢ If Kacken 3 Kacken, 2 Cel, 7 missing systens, 6
nrissing planets

Gigantic 72

a 4 minor allies/fenerries may be added, two special
enemies chosesn

b. Al of special enerry cards

¢ If Kacken 3 Kracken, 2 Cel, 7 missing systens, 6
issing planets

SystemBvent Difficuty:

1-

Paradise: all =P0S

2-
3
4-
5

Amiable: 2/3=P0S
Restless 50/50
Dangerous 2/3 =NEG
Relentless All =NEG



