Twilight Imperium

Rise of the Empire

Rule Variant by Eric Pietrocupo

The story behind it


I am a great fan of video games like Master of Orion 2 and after playing a 15 hours LAN game with my friends, I was thinking if it could be possible to have the same multiplayer game experience in less time using board games instead. That’s when I started looking at Twilight Imperium.


Everything seemed to be there: Space conquest, diplomacy, trading, technology, etc. Except, there was no colony development and spying. But before making an investment into that game (90$ + 55$ expansion), I started looking at the rules of all version of Twilight Imperium and I even read the game demo on web.


Unfortunately, it seems that in all the versions of the games, there are things I don’t like which does not make it worth playing it out of the box. For example I hate the axis and allies combat system for this kind of game. I find it stupid that your fighters protect your capital ship from taking hits. I don’t like the new euro mechanics in Twilight Imperium 3 and I hate any game that could create a brain burning experience.


So my first solution was to make a Master of Orion variant using TI components to make sure people can play the game without having to print and cut too much stuff. Unfortunately, it ended up that how the game would worked was so much different that using Twilight imperium components was actually a big restriction.


Weanwhile, I got my hands on an unused copy of twilight mperium version 1 for 15$. I knew that I was never going to play that game as it is, it was only to make my own game out of it. So I decided to print all the system hex and planet cards of the twilight imperium 3 set and stick them on all the hex I have. Since I had 51 hex, I had enough hex to get all basic planets,  all races home systems, including the shattered empire expansion, and 3 additional system from the expansion.


So this was the upgrade pack it include system hex, planet cards, planet upgrade (colony & rafinery), command counters, domain counters, speaker, victory track and token. And with this modified game, I started to make my own Twilight Imperium variant according to my tastes. The goal is to make it compatible with any Twilight Imperium 3 components.

What’s New


The concept of the original game is still there and I tried to keep the original theme story in the game. The flow of the game is totally different. Many things has been simplified to make it easier to play. Here are the main modifications:

· Combat Resolution works differently it promotes fleet variety. Combat only last 1 round of combat so your fleet cannot get vaporised in 1 battle. It’s also possible to receive help or give suport to other battles. Which increase diplomatic negociations.

· Ship move all at the same speed but they need to get back to space dock to get resupplied. So you cannot easily cross the galaxy unless you have a chain of space docks.

· Technology looks like the Twilight Imperium 1 system, you increase you tech on 4 different track. Technology also requires influence instread of ressource.

· The victory points system has been inspired from settlers of catan. 

· Simultaneous turns was present in the first version of TI. I reimplemented it to make sure the game get speeded up.

· There is no more transportation. Fighters are assumed to be present in carriers and space docks, and ground force move with invisible transports.

Things Missing or that could be improved


Here are a few elements I would like to add to the game but which are still on the ice.

· Diplomacy system: There is some treaties you can make with other players but I want a more tense diplomacy. I tought of using a favor system forcing players to act if they owe something to somebody.

· Intelligence: I want it to be posisble for players to plot against other players  without revealing themselves.

· Racial abilities: I want 1 strong ability for each race, that’s it.

· Technology: The tech tree is incomplete to leave space for new suggestions after some playtest.

· Imperial Title: There could be some space for a third title in the game.

Components you will need


It depends which game you are using. I’ll list the components of Twilight Imperium 3 since that’s the game most people have. If you have Twilight Imperium 1 or 2, you can always e-mail me to get the upgrade pack I made. The most important change is to get planets with the values of TI 3 for game balance. Here are the components required from TI 3:

· All Dreadnought

· All Carriers

· All Cruisers

· All Destroyers

· All Space docks

· 2 Warsun (Which would act as space docks instead of warsun)

· PDS (Which act as Tanks)

· Ground Force

· System Hex

· Planet cards

· Command Counters

· Flag Counters (which act as ground force minus 1 for the scoring track)

· Scoring track

· Extra troops tokens

· Trade good tokens (which act as credits token)

· Extra Fighter Tokens (use to mark extra ships)

· Speaker token

Some important notes:

· There is no ship limits, you can always place some poker or bingo chips under ships to indicate extra ships of the same type. You could use fighter tokens to do so.

· If your are playing with TI 1 or 2, the fighters will be used as replacement for destroyers since there are no destroyer ships in the older games.

· The new components supplied which must be printed and cutted. But you could still play the game without them, you would need to track them on pen and paper. It could be a good way to see if you like the game before starting to cut.

Here are the extra components you’ll need

· New Race Sheet (Print and Cut)

· New Negotiation Cards (Print and cut)

· Generic tokens ¾ of an inch tokens (Penny, bingo chips, glass beads)

· Title cards

You do not necessarily need to print out new components to actually play test the game. You can do it on pen and paper. You’ll just need an average piece of paper to note:

· The technologies you have

· Your tech level in each field

· Copy your race special ability

· Keep track of how much support you gave to the empire

· Keep track of which player you have agreement with.

This can easily be tracked on a piece of paper.

Play testing

If you are currently reading these rules, it’s probably because you are willing to play test the game. I would like to get feed back in order to make the variant as perfect as possible. Of course we have all different taste, so you ideas might not fit with my variant concept but you can still propose them. Try to focus on these elements:

· Was there any bugs or way to by pass some rules or restrictions. That’s the kind of thing which can occur with unique abilities like race and technologies.

· Did the game flow well, where there some annoying phases or steps.

· Was the game fun, interesting, intriguing, tense, immersive, etc.

Rules of the game

Game Setup


Here are the steps you should follow when starting up a new game:

Galaxy Setup


First you need to setup the tiles of the galaxy. Compared to the original game, the tiles are laid out randomly. You can refer to the original instruction manual for the board layour. The only difference I propose is first for the 5 player game: make sure no player get squeezed between 2 players and if you play a 2 player game, use a diamond spahed galaxy with both players at both ends. (Sorry if there is no pictures)


Then you need to determine the composition of the tiles. The fewer players you have the fewer planets there should be. So in a 3 player game, you should use all solitaire planet system and a few twin planet systems. It also depends of if you have the shattered empire expansion or not. You can use the expansions planet’s if they don’t have any special abilities. Use systems with 3 planets only if you have 5 or 6 players. I don’t like it also when there is a lot of empty space, so personally, I generally place more red bordered hex than. Always use both wormholes and don’t mind moving them after all the tiles has been place to make sure they are not adjacent to each other.


Shuffle the tiles, Place mecatol rex in the middle, and start placing the tiles around it in clock wise order. Continue until the whole galaxy is setup. Each space where the player’s home world will be placed.

Select a starting place and a race.


Deal to each player 2 home system or 2 races sheet. Players can select one of the 2 races they have in hands. You can distribute 3 races if you have enough and if you lack of race, give 1 race to each player and the 4 remaining face down on the table. The player can switch their race cards once if they want.


When the galaxy has distributed, determine randomly who start selecting locations. Then each player, one after another, select in clockwise order, a place to set up his homeworld. Then players receive a compensation for not being first to place their homeworld. The compensation is in credits and it goes from the last player to the 2nd player. The 1st player receive nothing.

Compensation

3 Player
10-5

4 Player
7-5-3

5 Player
6-4-3-2

6 Player
5-4-3-2-1


When compensation is given to the players, they select a place to sit on the table near their home world on the board.

Player setup


Each player take their race sheet and add the compensation credits they have. They pick 3 command counters and place them on their sheet. They pick their home system planet cards and their negotiation cards.


The player place on their home system 1 cruiser, 2 destroyer, 3 ground force on any planets in their home system, and finally 1 space dock in the space. Does not need to be hooked to a planet.

Turn Order


The game is seperated in 3 phases which are labeled: Communication, Logistic and Production. In each of these phases there are steps to follow generally in the order it is indicated below.

Communication (Simultaneous played)

· Upkeep : Recover ressources

· Imperial : Score Victory Points

· Negotiation: Make treaties with other players

Logistic (One action per player at a time)

· Attack: Move ships in ennemy systems

· Support: Move ships in friendly territories

· Space battles

· Invade: Move ground force on ennemy planets

· Reinforce: move ground force on friendly planets

· Ground battles

· Blockade: Exhaust planets of blockaded systems.

· Trade goods: get extra money from unused command counters.

· Withdraw ships back to space docks

Production (Simultaneously played)

· Technology: Research new technology

· Build: Produce ships and tanks

· Draft: Produce Ground Forces

· Support: Give ressource to the empire.

· Produce goods: Get extra money from unused planets.

This is a complete turn until the game end. To do so a player must have 10 victory points or 14 victory points if you are playing the long game. Here is the description of each step.

Upkeep

During this step, you perform the following actions.

· You pass the speaker token to the next player in clockwise order.

· You unexhaust all your planets by placing them face up.

· You recover command counters. You get 2 tokens + 1 per space docks.

Imperial

During this phase you readjust your scoring according to your situation. The first thing to notice is that there is no cumulative scoring. So you only score once each scoring element. It is possible to lose points by losing these scoring elements. 

If your total amount of points reach 10 (or 14 for the long game) you win. In case of tie, either you continue the game until the tie breaks or the player with the highest amount of influence from his planets wins. 


Before explaining the scoring mechanism, you must understand the concept of communication range. By default, all ship can move up to 2 hex, which mean that you can contact anybody which is 2 hex away from you. You can contact either a planet containing another player or connect to mecatol rex. You do not require to connect to a space dock for communication purpose. Communication range cannot pass thought ennemy controled systems which will not make you pass ( determined by negociation) or thought red bordered systems.

Scoring system

· Space docks: You get 1 VP for each space docks in the galaxy you have which is not adjacent to any other of your space dock. A clump of space docks is only worht 1 points. The space docks must be in communication range with other space docks in order to make a chain to the home system. An isolated space dock from the rest of player’s empire does not score. You cannot have more than 5 space docks into play.

· Technology: You get a number of victory points equal to the lowest technology field you have. The highest level in a field is 5.

· Imperial Support: During the support step of the production phase, you can give either influence or resource to the empire. Each time you do so, you gain 1 VP. The number of ressource you must give increase each time you make a donation. You need to be in communication range with mecatol rex sto support the empire.

· Ennemy Subjugation: If you successfully controll all the planets of another player’s home system, that player now becomes you vassal. He will give you 2 victory points as long as he stay as your vassal.

· Imprial Title: If you have communication range with mecatol rex and fulfill some specific conditions you can gain titles. When a title is claimed the player always keep it. Either it must be defeated or stolen by another player. If a player lose communication with mecatol rex, he lose all titles. Titles switch between players during this phase. There are currently 2 titles available and they are worth 2 points each:

Galactic Ambassador


Minimum: You must controll at least 8 planets outside your system.


Condition: You must be the player with the highest amount of planets.


Steal: Control more planets than the ambassador.


Defeat: You do not have the minimum.

Defender of Mecatol Rex


Minimum: Have a space dock, ground forces and ships on mecatol rex.


Steal: Must kick out the defender and fullfill the condition.


Defeat: You have neither ship, docks or ground force on mecatol rex.

Negotiation


You can establish various kind of agreements with other players. In order to do so, you must have communication range with the player you want to negotiate with. If you ever loose communication rage with that player, you loose all agreements with that player. Here are the various agreement you can make:

· Trade Agreement: Allow each other to sell good in the opposing empire. You gain 1 extra credit when spending command counters on trade goods. You an only use that bonus once per turn and if have more than 1 trade agreement, you can only use 1 bonus per command counter spent. So if you have for example 3 bonus, you need to spend 3 command counter to benefit from all 3 bonuses.

· Research Agreement: Allow each player to exchange research work. You reduce the cost of 1 technology research by 1. You can only apply that bonus on 1 researched technology if you research more than 1 tech. You cannot apply more than 1 bonus on the same tech. So if you have 2 research agreements, you need to research 2 technologies in order to benefit from both bonus.

· Non-Agression Pact: Allow each other to live in peace. A player cannot, in anyway, attack another player which has a non-agression pact. The pact must first be broken during the negotiation step. Player can move in the other player’s territory without being considered as an act of war. Communication range can be established though that other player’s territory.

Logistic Phase


During this phase, the players are allowed to move their fleets. The first manuver is attack. So the player with the speaker tokens does all his attack manuvers. When he is done,  it goes to the next player which does the same. It continues until all player has attacked. Then we start the next step which is support. So the speaker start by doing all support manuvers, and it goes on for all the other players.


When you want to move a fleet, you must spend a command counter. You place a command counter in the target system you want to move in. You cannot move ships which already contains a command counter because that would mean that they already moved. If you lack of command counters you cannot more any fleets.

Then you can take any ship in movement range ( 2 hex by default) and move it on that hex. When you move, you consider that you move in each hexagon on the path. You cannot jump on an hex 2 space away directly, you first jump on the first hex, then on the second. The reason behind is that you must find a new jump point area each time you move a space. Wormhole connect 2 distant hex together like if they were adjacent. So when using worm hole, if you stand in a wormhole hex, moving to the other end of the wormhole cost 1 movement. 

You place you command counter on the faction symbol side when you are moving warships. You put your command counters on the ship side when moving transport to a location. So it is possible to have 2 command counter on the same system. Because you are allowed to make 1 space ship movement and 1 transport movement on every system. If you have ennemy ships in a system, you cannot move these ship somewhere else, they are pinned there and must engage the fleet in battle.

Attack


Attacking consist in moving a fleet from a space dock into an ennemy system. You can never attack from a system not containing a space dock. You can pass on hex containing ennemy planets, but you cannot pass throught system containing ennemy ship or space docks unless you have an non-agression pact with that player or you have a verbal agreement with that player. A verbal agreement cannot be broken. So you cannot deal to pass through a player that you are going to attack. Attacking an ennemy system will pin there any ships located on this hex.

Support


Supporting consist in moving a fleet from a space dock into a friendly system or moving a fleet from a friendly system to a space dock. You can never move from a friendly system to another friendly system.  Friendly include your own systems, opponent player’s system with whom you have a non-agression pact or a verbal agreement. Again verbal agreement are not breakable, You cannot fake to support a player and switch sides during battle.

Space Battles


Finally, the most important part of the game, space battles. Battles are resolved hex per hex. The speaker decide which battle are resolved in which order. A battle can only be fought on 2 sides. Players select which side they are teaming with, then the dice fest start.


The combats are done by rolling 10 sided dices below or equal a certain target number to make a hit. Each hit can kill an ennemy ship. Rolling 9 or 0 is always a failure whatever the target number. Each time you make a hit, just pick a token and place it somewhere to remember that you have made a hit. Rolls can be made simultaneously on both side since the casualties are only removed at the end of the battle.

There is also 2 kind of attack, selective and non-selective. Selective hits mean that the rolling player select which ship get’s hit, while a non-selective hit is determined by the defender. So keep 2 stack of tokens separate, the selective and the non-selective hit.

Finally, some technology could modify the rules. Some of them allow you to reroll combat dice. So you roll and reroll immediately then caculate the casualties. Some then gives you bonus dices only if you are the attacker or defender. So the bonus change according to the party you fight with.

Look at the table below for space combat information

Ships information




Initials
Class

Combat
Type

Carrier

CV

Capital
2D

Selective

Dreadnought
DN

Capital
2D

Non-Selective

Cruiser

C

Normal
1D

Selective

Destroyer

DD

Normal
1D

Non-Selective


For each type of ships present in the battle, what ever the number of ships of that type, you roll the number of dices indicated in the combat column. The target number that you must roll against is the total number of ships you have in your fleet. For example, if you have 1 CV, 1 DN, 1C and 1 DD, you must roll 3 dices as selective hit, 3 dices as non-selective hit below or equal to 4. If for example, you have 1 CV and 5 DD, you must roll 2 dices as selective hit and 1 die as non-selective below or equal to 6. Remember that 9-0 are always failure.


To determine the casualties, each side removes an opponent’s number of ships equal to the number of selective hit they have. When done, each player remove ships equal to the number of non-selective hit their opponent had. But when removing these casualties, the capital ship rule applies : You must hit a capital ship if the number of capital ship is equal or above the number of normal ships. So for example, if you have 2 CV, 1 DN, 1 C and 2DD, the next hit you allocate, you would need to destroy a capital ship (CV or DN) before being able to destroy a normal ship (C and DD) because the number of capital ship (3) is eual or higher than the number of normal ships (3).


When all the ships has been removed, the space battle is OVER. There is NOT a second battle round.


If there is a space dock in the hex, consider it by default as being a carrier. The space dock must be targeted last. Some technologies will allow planets to send fighters. Again, these are considered extra carriers and planets cannot take hits.

Invasion


This step consist in moving ground forces from a a space dock into an ennemy planet. In order to invade, you must have space ship in the target hex. Place you command counter on the target hex on the fleet side and move the ground force from  any planets on the departing system to any planet in the arrival system. You can combine or split on more than 1 planet. You can transport any number of troops.

If there are still ennemy war ship in any of the system you are moving in or from, you must first check if you still have space ship in that system to cover then. If you don’t your transports cannot pass, or they get instantly destroyed. Else take the number of ennemy ship minus yours. Roll 1D for each ground fore unit moving. If you roll equal or lower than difference of ship between you and your ennemey, you lose a ground force of your choice (Transports get destroyed). If you have more ships than your opponent, you can move freely.

Reinforce


Reinforcing consist in moving ground force from any planet on a system with a space dock, to any planet on a friendly system. Or you can move from a system to s space dock, but you can never move from a system to another system. Reinforcing allows to increase the number of ground force on planets you want to defend.

Ground Battles


?? Landing, ground fight?Require ground force to keep ownership

Blockade


You must now calculate which system are blockaded. If a system is blockaded, all planets cards in that system will be exhausted. First, any system at this step that contains ennemy ships are blockaded. Second, a space dock is considered blockaded if it contains ennemy ships or if it not in   communication range with other space docks in order to create a chain that will connect them to their home system. Third, exhaust the planets of any system which is not in communication range with any non-blockaded space dock. So the ressource must be able to route back to the home system. Fourth, if the home system is blockaded, exhaust all planets.

Withdraw


Now, the ship must move back to their space docks. You can only move fleet to a friendly hex containing a space dock. You can move to other player’s space dock only if you have a non-agression pact, verbal agreements are not allowed.

?not sure if requires CC?


If you cannot anyhow move back to a system contaning a space dock, your fleet is destroyed.

Trade goods


If you have any command counters left, you can spend then to get 1 credit for each spend counter. You cannot keep command counters for the next round. So they are wasted anyway.


If you have a trade agreement with another players, you must be in communication range with that player in order to benefit from the 1 extra credit.

Production Phase


During this phase, you must exhaust planet cards to get the ressources from them. You can exaust a planet either for Ressource or for Influence but not both. Credits can be spent either for 1 ressource or 1 influence each.

Technology


In this phase you can reasearch new technologies. You have 4 technology field which goes from level 1 to level 5. In each level of each field, you have 2 technologies. You have the choice to either pick technology A or technology B when researching this particular level. When you reasearched a technology, the level of the field increase and you can now research tecnologies in the next level. So there will always be half of the technologies that you won’t be able to research.


You cannot research the same technology field twice on the same turn, but you can research up to 4 technology on the same turn as long as they are in different field. Some technology field and levels, requires your yellow technology field to be of a certain level. If you do not meet the requirement, you cannot research it. So the yellow tech field can some time be the requisite of other fields.


The cost to research a technology depends on the field level. From level 1 to 5 it cost : 4-6-8-10-12 which must be paid as influence. Some planet has technology specialty is some field. Each planet specialty reduce the research cost by 1 in that field. So do not forget theses bonus.

Build


During that step you can produce ships, tanks, etc. You need to spend ressources in order to build stuff. If you are building ships, pay the ressource cost for each ship you want to build. Each ship has a space value. A space dock cannot build more than 4 space of ships. So for example, you could build 1 carrier (2 space) and 2 cruisers(1 space each) on the same space dock. There is no limit to the number of ships you can have in the game, if you lack of ships, you can place fighter tokens, or small poker chips or bingo chips under your ships. Each token indicate 1 extra ship of the same type.

Tanks can be produced on any of your planet which has not been conquered this turn and which you have communication range with a space dock. A space dock can be produced in any system even empty space. But space dock must be build last. So you cannot build a dock and immediately ships on that dock. The space dock is built in the hex, not on a planet. You cannot have more than 5 space dock in the galaxy.


Here are the cost of the ships :




Cost
Space
Combat
Special

Carrier

6
2

2D Select

Dreadnough
5
2

2D

Bombardement

Cruiser

3
1

1D Select

Destroyer

2
1

1D


Other Stuff that can be built :




Cost

Tanks


1

Space Dock

10

Draft


During that step you can recruit new ground force. For each influence spent, you get 1 ground force. Ground force and be place on any planet of a system which has communication range with a space dock.

?spies draft?

Support


The support step allows you to support the empire. You do so by making a donation of either ressource or influence to the empire. First, you must have communication range with mecatol rex. Second, the price to play increase after each donation your make. The cost are : 10-15-20-25-30. Each donation is worth 1 victory point and you can use credits to complete the influence or ressource cost.

Produce goods

If you have any unexhausted planets, you can exhaust them to get 1 credits for each planet cards by producing various goods.

End of turn
Now when everybody’s ready, you start the new turn to the upkeep phase again.

So this is it, it is all the rules of the game. Below, there is additional information regarding technologies.

Additional Information

Technologies
Weaponry (Red)

Navigation (Blue)
Force Field (Green)
Construction (Yellow)
Racial Abilities
Red Border Hex

Fleets can attempt to pass through red bordered hex. Each type of hex has various effects on the fleets that pass through there.

Optional Rules

Rafinery and colonies

colonies and rafineries are cards from the expansion that you can place under your planet cards to improve their influence or ressource rating. You can only to build 1 upgrade per planet. The card come in play exausted, so you cannot benefit from it as soon as you build it. It cost 1 ressource to build and it will either give you 1 extra ressource or influence when exhausting that planet card. These upgrades stay there when conquered by other players.

Galaxy Exploration


You could allow players to explore the galaxy. To do so, at the beginning of the game, place all hex, except home worlds and mecatol rex, face down. You do not pay any compensations for the starting positions to the players. When ships move in a face down hex, you flip it up. If there is a wormhole, it does not work until both ends of the wormhole has been discovered. If there is only 1 tile left face down and a worm hole is still not connected, then it’s obvious where you will land so you can now use the worm hole and visit the last facedown hex.

Sustain Damage


You could allow capital ships, which mean carriers and dreadnought to sustain damage. That mean they need 2 hits in order to get destroyed. To mark damaged ships, you just place the ship upside down. You can do the same if you have ship tokens it’s just that you don’t see the type of ship. The cost to repair a ship is 3 ressources, it must be done at a space dock and it does require space from the dock. So you could still produce up to 4 space of ships.


Space docks could also sustain damage. Again, you flip the dock upside down if it get damaged. A space dock can only be hit once per space battles. So you cannot destroy a space dock with only 1 battle even if you score an enormous amount of hits. Space dock requires 6 ressources to repair. 

Domain Counters


These counters give you some resistance when trying to expand your empire.?continue?

?Add Planet control with ground force

