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The Pastand Present .. 

Mecatol Rex! Asplendid pearl in the ebony blacikmess of space, an illu- 
minated splendor of wealth, infellect, and trade. Ruled by the mighty 
Lazax, masters of the stars and planets, the Imperial race. In prehistory, 
the great races: N'ory, Xxcha, Hacan, Letney, Jol-Nar, and Sol, all 

humbly aclmowledged Lazax rule, and together all races formed a great 
council to advise and debate issues ultimately decided by the Lazax 
Emperor. For countless ages it was thus. Glory, progress, and collabo- 

ration under the emperor. 

Ever so slowly things began to change. The galaxp had reached an 
intellectual and economic equilibrium. Folitical energy soon turned into 
nulitant patriotism, and inferracial power struggles began fo flare. As 
technological and intelle ctual growth stalled, tension slowly reached 
crifical mass. I was during this age that the first accounts of physical 

conflict between the great races were recorded. This era of growing 
darimess became kmown as the Age of Dusk. 

Through most of that age, the Lazax still held ultimate authorify without 
question. Blinded by the assurance of eternal rule, they were only 
slightly concerned about the intensifying ambitions of the great races. 
Tet as the tensions grew deeper, so grew the hunger for power Secret, 
unspoken desire began to drive the leaders of the great races Hinger 
and lust to be the ruling race, to become emperor ! By the end of the 
Age of Dusk, weapons and espionage had become the crux of techno- 

logical progression. 

Then, one day, a small political affair near the Quann passage erupted 

into armed conflict. War spread hike @ wildfire through the galaxp. The 
Quann Conflict marks the be ginning of the Age of Twilight 

F all the planets in the galaxy, no planet was more war-torn than cen- 
tral Mecatol Rex. Only the inner Imperial City yef remains from the 
destruction of the Twilight Wars. Protected by the neutral Winnarans, 
the inner cify shields were maintained and a functioning council was 

held throughout the wars The Lazax, however, were not so fortunate. 
As the ruling race, the imperial fleets struggled to keep the war under 
control and so became the natural eneny of all. Over the course of 

merely tweny pears, the Lazax presence in the galaxy was completely 
destroped. No Lazax has been seen in the galaxy for more than 3000 
Jyears. The Imperial throne in the great council now stands empty, the 
Winnarans, custodians of its greatness, stll keep the shattered Mecatol 
Rex functioning and the council running. 

The Twilight Wars lasted for centuries, but no race was poweyful 

enough to seize the throne and risk the fate of the Lazax. Countless 
resources and vast development was fnnelled into the wars. Stowly the 
economies of the great races began to crumble under the intolerable 

srain of never-ending conflict. Civilization and technology regressed fo 
almost prehistoric levels. 

The Twilight Wars did not end on a specific date, but faded into nothing 
as the great races fumbled info a 
dark age of economic and 
infellectual disaster. It was 

ony a matter of time before 
thep had retreated info 
amall, safe areas 

of space. 

Tt has now been thousands of years since the last known armed conflict 
between the races. But with economies rebuilt, ambition has begun to 
Slare once more. On Mecatol Rex, the council has again begun to gam 
inportance and influence. The great races have once more embarked on 
anne xation and colonization of nearby spstems. Step by step, the races 
seekto bring back former glory and greatness. 

The imperial throne remains enpty, the Winnarans still its guardians. 

Yet it seems ceriain that the Age of Twilight is coming fo an end, and 
that one race will soon gain enough influence to seize the imperial 
throne and bring about @ new age of galactic greatmess. 

1.0 Introduction 
Welcome to a world of majestic races, virulent cormerce, hectic diplo- 

raacy, and dramatic warfare. TWILIGHT IMPERIUM s a game of 
struggle and conlict on an epic galactic level. In the course of the 
garme, players strive to build their races to ultimatelybecome the next 

galactic eraperor of known space. 

Expand your territory; establish lucrative trade agreernents with your 
allies, wage war against your enemies, and finally gain power and influ- 
ence in the galactic council. Inorder to achieve your ultirate goal you 
raust balance all these things to advance on the Galactic Progression 
Chartand in the end, win the game. 

LI What is new in the Second Edition? 
The first edition of TWILIGHT IMPERIUM wras published by FFG to 
great success in May 1995, It spavmed a loyal following and 4 expan- 
sion sets were produced for the game. In the 2nd Edition, we have gone 
back to the drawing board on a nuraber of things. The new elerments in 
TWILIGHT IMPERIUM 2nd EDITION are as follows: 

= New action and political cards 
* New technology systera 
= New progression chart requive ments 

* New racial abilities 
= “Distant Suns” and “Manifest Destiny’” rules options 
* New map tile assortrent 
= Extra starting units 
* Plastic game components 
* Race card stands 
* Inswgence checks 

= New ‘Military” victory conditions. 
* New rules for planetary control 
= Carriers only hold 5 units 

* New rules for PD.S. 

2.0 Object of the Game 
To win TWILIGHT IMPERIUI, a player rust advance his race on the 
galactic progression chart from WARLORD to IMPERIUM REX. The 
first player to reach IMPERIUM REX irmediately seizes control of the 

galactic council on Mecatol Rex and becomes galactic eraperor. In order 
to advance on the progression chart, players must qualify for a nuraber 
of military; political, and economic benchraarks,



Miitary Wclory 

4-6 Player Game: If one player manages to control all the planets in 
the Homesysteras of three other players he iraediately wins the gawme 
regardless of his standing on the progression chart. 

2-3 Player Game: If one player manages to control all the planets in 
the Homesysterns of the other playex(s), he irmediately wins the game, 

regardless of his standing on the progression chart. 

3.0 Game Contents and Assembly 
The Second Edition of TWILIGHT IMPERIUM s loaded with the fol- 
lowing game cormponents: 
= One s2ton game rules 
= 18 Sprues of Plastic Playing Pieces (Cruisers, Dreadnoughts, Camiers, 
Ground Forces, PD S, and Fighters) 

* 39 Mapboard hexagonal pieces 

=78 Action Cards 
* 34 Political Cards 
= 1 Galactic Progression Chart 
= 17 Sheets of Game Counters (Gold, Control Markers, Technology 
Chits, Number Counters, Distant Suns Counters, and 6 Race charts). 
= One 10 sided die 
» 6 Plastic Stands (for the 6 Race charis) 

Polical Gard Adtion Gard Race Counters 
- 

Before playing your first garae of TWILIGHT IMPERIUI, punch out 
all the cardboard pieces, and carefully cut out the plastic pieces frorm 
their sprues. Take note that the small pieces pose a chocking hazard. Be 
sure to keep such components out of the reach of small children and 
animals. 
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4.0 Beginning the Game 
To begin playing TWILIGHT IMPERIUM, follow the points below: 

1) Deterraire the number of people that willbe playing. 

2) Place the six Homesyster tiles (hex tiles with yellow borders) face 

down on the table. 

3) Each player randomly selects one Homesystera. Each Homesyster 

represents the starting point of one of the races in the game. The player 
with the corresponding Homesysterm will control that race in this game 
of TWILIGHT IMPERIUM In the case of a 2-5 player game, remove 
extra Homesystern(s) that are notbeing used in your gare. 

4) Each player now takes the Race Stand that corresponds to his race. 
On the back of these stands, each player willbe able to identify his 

starting income, special shilities, starting technology; and additional 
starting units 

5) Place all the Lazax Gold Credits in a separate pile (from now on 
called the “Bank”). 

6) Sort the technology chits by type and color and neatly place them on 
anaccessble area of the table. 

T) Each player takes all pieces of one color of the plastic playing corm- 

ponents, and the Control Iarkers that correspond to his race 

8) Separate the Political Cards and the Action Cards into two separate 

stacks, shuffle them, and place thera on an accessible area of the table. 

Game Variant: Instead of randorly selecting races, players use 
starting incoree to bid for their favorite race 

5.0 Creating the Galaxy 
TWILIGHT IMPERIUIM uses a unique style of gareboard consisting 
of multiple hexagon tile magboard pieces that can be brought together 
ina myriad of corbinations. 

The galaxy is created in the following way: 

1) Afterall players have drawn their Homesysteras and have collected 

their starting units, technology chits, and starting incorme, take the 
MECATOL REX gameboard tile and place it in the middle of the table 

2) Ivlix the remaining 32 gameboard tiles (all the tiles rainus the 
MECATOL REX tile and the 6 homesysteras) and place them face 
dovwm on the table. Then: 

6-Player Game: From the pile of face-down tiles, 
reraove 2 tiles from the game (without looking at 
ther). Then evenly distibute the remaining tiles, 

face dowm, to each player. 

5-Player Game: From the pile of face-down 
tiles, reraove one tile from the game (without
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Diagram One 

.‘\g R\ 
7 

After placing ths central Mecatol Rex tile, all players 
take pesitions around the table and select a race. Players 
plece their respectivz homesystem adjacent to Mecatol 
Rex, and drag itabout 3 fect wowards icnselves. As i 
mipboard is later created, the players place thar home- 
systems in Lhe appropriale comers of the board. 

Diagram Two 
Homesystems 

Ring 2 

The above diagram shows the finel layout of the mapboard in 
a six player game. The players create the mapboard by, in tum, 
placing one tile in thz various rings. A player may not 
Degin placing a new ting unless e inmer g Tas been 
completed. Players place their Homesystems at the sppropriate 
spot afer ring 2 has deen completed. 

looking at it). Then evenly distribute the remaining tiles, face dowm, to 

each player. One player will receive 7 tiles, everyone else will have 6 
tiles. Before looking at any of his tiles, the player with 7 must chooss o 
either pay 5 credits or pass the 7th tile to another player of his choice (if 

the tile is passed on, the player who receives the tile does not have to 
pay 5 credits). NOTE: Due fo the geometry of the gameboard, we do not 
recommend a 3 player game of TWILIGHT IMPERIUM, but i can be 
accommodated {as explained later). 

4-Phyer Game: Evenly distribute the 32 tiles, face down, to each 

player. 

3-Phyer Game: Remove  tiles from the game (without looking at 
thera). Then evenly distrbute the remaining tiles, face down, to each 

player 

2-Phyer Game: Remove 10 tiles from the game (without looking at 
ther), then evenly distribute the remaining tiles, face down, to each 

Flayer 

3) Now, each player rolls a die. The player with the lowest roll places 
his home systerm along one of the 
edges of Mecatol Rex and P 
drags it ahout two feet away & .. 
frora Mecatol Rex towards 
himself (See diagram 1) 

to his left does likewise, efc 

* Now players in tum (starting from lowest die roll and moving clock- 
wise) begin creating the restof the galaxyby placing tiles from their 

hand, face up, around Mecatol Rex 

The following rules rust be followed when players create the game- 
board: 

= A tile cannot be placed in ring 2 before ring 1 is completed. Likewise 
a tile cannot be placed in ring 3 before ring 2 is corpleted. (See dia- 
gram2) 

* As soon as the conect placerment for your homesystern is available, 

place your homesystern in its assigned place (see diagram 2). 

= & red bordered tile (Asteroids or Supemova) cannot be placed next to 

another red bordered tile. {Unless there is absolutely no other option for 
placeraent) 

= The order of placerent switches counterclockwise after all players 
have placed a round of tiles, and yetagain clockwise after that round, 
etc. This in effect will make the player who placed last, irune distely 
place again. (Exarmyple of a four-player game tum order: P1, P2, P3, P4, 

P4,P3,P2,P1,P1,F2.) 

+ If you have placed a non-planet tile (any systera without a planst) 



during your last tum, you must, if possible, place a planet tile this tire. 

TIP: When creating the galaxy, it is wise o place wealthy systers 
closer to your own Horaesyster so that you raight be the first to invade 
thern and receive their additional resources and influence. Systeras like 
Asteroid Fields or Supemova canbe used as an annoyance towards 
other players, orcanbe played as a useful barrier between youand a 
potentially aggressive neighbor. 

6.0 Starting Positions 
TWILIGHT IMPERIUM works best with 3, 4, or 6 players. Itis possi- 
ble to playa 5 player game, but some players will start in less favorable 
positions than others. To corpensate for this, we will call two of the 
starting positions the “A™ position, and one starting position the “B” 
position (See diagram 3) 

« & player starting in an “A” position receives 15 additional credits at 
the beginning of the game 
= & player in the “B” position receives 20 additional credits at the 

beginning of the game 

The formation and nuraber of map tiles used in the garme varies with the 
nuraber of players in the game. Please refer to Diagram 3 before you 
begin a game of TWILIGHT IMPERIUM for the correct map constella- 
tion and starting positions 

6.1 Before Starting 
Before actuallybeginning gameplay; each race starts with a certain 
nurber of credits, Technology advances, and additional starting units. 
(The Sardakk N'ory, for instance, be gin the game with 35 Lazax Gold 

Credits, two Technology chits, and 5 extra combat units)) Players should 
take their allotted corponents before the game begins in eamest 

Basic Star ting Units 

After the gameboard has been created, each player places the following 
on his Homesyster: 
* One Ground Force on each planetin the Homesystern 
= One Spacedock on the Homesystera planet with the highest Resources 

Resource Value 

Planct Name 

Extra Staring Units 

In addition to the basic starting units, each player places the units indi- 
cated on his race stand under “Extra Starting Units.” All such units 
raustbe placed in the race’s homesystera. 

Special Abilitics 
s indicated on the back of each race card, players have unigue special 
abilities that separate the different races. Players should raake use of 
these special abilities o improve their chances of winning the game 
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Diagram Three 

{)=Mecatol Rex 

.= Homesystem 

6 Player Game 

4 Player Game Yaw 

M" (- 3 Player Game 

{ / 

— 5 Player Game 
—(——0 

°= 15 Fxtra Starting Credits 

(&) =20 Extra Starting Credits 
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7.0 The Game Counters 
Following is a description of the coraponents found in the game 
Illustrations of these cormponents canbe found in section 3.0. 

7.1 The Control Markers 
Each race is provided with 11 control markers. These markers are used 
for a nureber of functions: 

= Place markers on Trade Agreements fo indicate pour participation in 
them. 
= Place markers on planets under pour control that contain none of pour 
Ground Forces. 
= Use @ control marker to represent your position on the Galactic 
Progression Chart. 

7.2 lazax Gold Credits 
Though the Lazax were wiped out millennia ago, their currency, the 
“Lazax Gold Credit” has remained the standard coinage throughout the 
galaxy. Herein we refer to Lazax Gold Credits simply as “credits.” 

Players collect credits from planets and trade agreements and use ther 
to purchase technology and rmilitary units. 

7.3 The Race Stands 
The race stands provide useful references for the players, and act as col- 
orful rerainders of whom is playing what race 

Included in this game are 6 plastic stands. Simply press the Race Card 
into the plastic stand to make it stand up. 

7.4 The Number Counters 
Players may purchase an unlirited nuraber of military units, but we can 
only provide you a limited nureber of pieces in this game. To represent 
additional units of a specific type, place these tiangular counters under 
railitary units to indicate how many of that unit type exist in that space 
Other players are always allowed to investigate your nuraber counters 
1o assure therase bves of how raany wnits you have. 

Example : One Ground Force standing on @ "3 " number counter indi- 
cates that there are three Ground Forces in this spot. 

7.5 Technology Chits 
Included in TWILIGHT IMPERIUM are 20 different technology coun- 
ters. There are six counters for each technology; giving every player in 
a6 player game access to all technologies. There are four types of tech- 

nology: 

The Sardakk Norr 
igantic, oceanless Quivarra dwells 

the a sleeping behemoth in the misty 

depths of space. The surface of the red 

planet is often ferrorrized by mighty electrical 

storms, savdstorms, and deady hail. On 

Quinarra, pure water is in corstant shortage, 

its only real on-world source being the precip- 

itation of the immense storms. Though a lig- 

wid-efficient species, it is still necessary for the 

N'arr fo ferry gigantic mowntans o ice fo 

Quinarra from the frozen sister planet of 

Tren'lak 

The Sardaid N'orr is an insechile race, 

dwelling in enormous and complex hive cifies. 

Hardened by the rough evolution on Quinarra, 

the N'orr are able fo live for long periods of 
fime in extreme hardship, their shell-like bod- 

ies comfaming great physical strength 

The N'orr are supposediy ruled by the “Queen 

Mother, " pet fow frulp believe in her existence. 

The mgorify of the N'orr hold “Sardaidc The 

Mother * in a mere rifual respect The accept- 

ed leader, and the Head Of State, is The 

Spedker of The (Queen, amale N'orr in direct 
command over the ecovomic, cultural, and 

milifary matters of the N'orr. 

The N'orr “Tekidar Elite” troops are framed 

from birth in the wastes of Chavarra fo fight 

and give their fandtical loyally fo the Mother 

and the Speaker alore. 



Green Biological Technology 
Red Weapons Technology 
Blue Populsion Technology 
Yelow = General Technology 

The front side of a Technology Chit indicates the name and reuire- 
ments of the technology. The reverse side of the Chit indicates which 
advantages the specific technology gives its owner. 

‘When a player acquires Technology, he places the chosen counter in 
front of hira, indicating that his race has developed this technology: The 
acquisition of technology is a requirerent to advance on the Galactic 
Pogression Chart. Technology will be explained in raore detail in sec- 
tion 8.4, 

Military Units 
Every player has a great nuraber of ilitary counters at his disposal. All 
such counters are represented by the plastic components in the game. 

Below we will describe the individual railitary units and their functions 
in detail. 

7.6 The Spacedock 
A Spacedock signifies an advanced military coraplex and a heavy 

industrial presence. In order to build any new units on a planetor ina 
syster (other than a new Spacedock), a Spacedock must be present 
there. During each turn, a Spacedock can only produce a number of 

units equal to the Resource Value of its planet. A planet can only 
hold one Spacedock. 

= Each Spacedock can maintain two Fighter units 

= & player can control a maxirura of 6 Spacedocks in the galaxy at any 
given time. 

« New spaceships (Fightes, Cruisers, Carriers, and Dreadnoughts) are 
always placed, and always exist, only in space (spaceship units are not 

attached to a single planet like Spacedocks, Ground Forces, and PD.S ). 

* Ground Forces and PD.S. are always built directly on the planet of the 
spacedock. 
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ing PD.S. there—their salvoes can soonbecome intolerable to a 
blockading fleet. 

Tip #2: You can seriously impede a player’s progression if you block- 
ade her/his Spacedocks early in the game. Similarly; you should protect 
your own spacedocks, so pour production is notbrought to a painful 
halt. 

Cruisers are especially ade pt at sweeping in to blockade Spacedocks. Be 
aware of enery Cruisers within stiking distance 

7.7 Phanetary Defense Systems (PDS) 
The PDS. signifyboth defensive anti-fleet counterreasures and a plan- 
etary shield. The uses and effects of PD.S. are as follows: 

« Planetary Shield 
No Dreadnought maybormbard a planet that contains a PD.S. 

* Out Of Turn Defense 
Check for this option ire diately after an eneray finishes his 
Movement Segment. If that enermy has spaceships in a system contain- 
ing your PD.S., you may fire once per friendly PD.S. in that syster. 
See section 8.3 to understand “hits” and “removing casualties” The 
eneray player has no defense against this barrage . 

Exanple: A hostile Sardakic N'orr fleet has enfered @ spstem contam- 
ing @ planet controlled by the Hacan. The Hacan player has three 

P.D.S. on that planet. Afier the N'orr player finishes his Movement 
Segment, the Hacan fires three times with his PD.5 at the Nowr 
ships. 

* Offensive Fire 

During your Space Combat Segraent, you raay fire once per PD.S. unit 
atanyenemy ships ina systera in which you control PD.S. The eneray 
player has no deferse against this barage. 

Example: During the Hacan player’s turn, the N'orr fleet still 
Hesin the Hacan spstem with the three P.D S The Hacan play- 
er may, during his Space Combat Segment, fire three times at 
the Sardaki ships. 

Example : In a two-planet spstem, the Xxcha have buili a 
Spacedockon a 3-2 planet. The Xxcha may now build up fo 3 units 
@ tum in this spstem. If the Xxcha had an additional Spacedock on 
the other planet (@ 2-2 planet), the Xxcha would be able to build 5 
units in that spstem per tum (2 for the 2-2 planet, and 3 for the 3-2 
planed). 

MILITARY BLOCKADE 
If an eneray unit occupies the space surounding your Spacedock, that 
Spacedock cannot place any new units in space. If, during the ‘Place 
New Units’ phase, a player cannot place units due to a blockade, such 
units are autormatically destroyed. Note that a blockaded S pacedock can 
still produce Ground Forces and PD.S. 

Tip#1: If you own a Spacedock that is being blockaded, you might 
consider buy- 

Note: If pour race has the “Deep Space Cannon” technology, @ PD.S. 

may fire af an adjacent spstem or in its own gp sem, but not both. 

= Invasion Defense 

During your enemy’s Invasion Corbat Segment, each defending PD.S. 
unit may fire once at eneray Ground Forces invading the planet contain- 
ing PD.S. Note that the PD.S has to be on the exact planet 
being invaded. PD.S units in the same syster, but 
not on the planet being invaded, may not fire. The 
eneray player has no defense against this barrage . 
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Example : During his next Invasion Combat Segment, the N'orr 
player sends five Ground Forces from the fleet to invade the Hacan 
planet. Before the actual invasion combat begins, the Hacan player 
|fires once for each of his F.D.5. at the imading Ground Forces 
(For each hit, the N'orr player must remove an invading Ground 

Force). 

PDS. cannot move on their own volition, but can, like Ground Forces, 
be transported by Camier units frora planet to planet. 

In surareary; your PD.S can a) fire at eneray units during your oppo- 
nent’s turm, and b) fire at enery units during your Space Combat 
Segment, and c) fire at enery invading Ground Forces during his 
Irvasion Corabat Segrment. In addition d) no eneray Dreadnoughts can 
borbard a planet containing one or more PD.S. 

7.8 Ground Foros 
Ground Forces signify the military planetary troops of each player. The 
Ground Force unit is an essential part of the impressive arsenal avail- 
able to TWILIGHT IMPERIUM players. 

* To control a planet, a player raust have had at least one Ground Force 
unit on that planet. You cannot irvade or conguer a planet without ind- 

tially landing a Ground Force uniton that plaret. 

= Ground Forces, when produced, start on the planet of the producing 
Spacedock. Ground Forces are transported around the galaxyby Camier 
units. 

= At any time during your Iove ment Segment, a Carrier may pick up a 
Ground Force unit from a planetin the same syster as the Camier 

* During the Irvasion Combat Segrent, any Ground Forces ona 

Carrier unit raay move onto a friendly; hostile, or neutral planet in the 
sare system. (See Section8.3) 

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

7.9 Carriers 
The Carrier unit maybe the most significant unit in the spaceship arse- 

nal. Without the Carrier unit, players would have no way to expand 
their erapires by invading other planets. Carriers are weak fightes, but 
they carry Ground Forces, Fighters and PD.S . around the galaxy. 

& Canier can hold a total of five units. These can be a mix of Ground 
Force, Fighter, andfor PD S units. Think of it as 5 cargo ‘slots” in 

which the Carrier can house any cormbination of rilitarybarges, Fighter 
hangars, or PD.S. containment compartments. For exanple, any one 
Carrier can hold 1 Fighter, 2 Ground Forces, and 2 FD.5 umits. 

* The PD.S. do not work while onboard a Carier. 

= Ground Forces are helpless 
while being transported by a 
Carrier. If a canier is 
destroyed, all Ground 

P.D.3. orboard are instantly destroyed. Fighters may swrvive until the 
end of the Space Combat Segrent 

7.10 Fighters 
Fighter units are inexpensive, yet effective rilitary units. They are 
essential in protecting the larger ships ina player’s starfleet 

* & Fighter cannot move in space by itself. In fact, it cannot even exist 

in space, unless the systera can raaintain the fighters via a Spacedock or 
a Canier unit 

= Spacedocks can maintain two Fighter units, and Carriers can maintain 
up to five Fighter units. Fighters may only move with Carrier units (the 
Carier holds the Fighters in its interior hangar). Fighters may not move 
independently. 

« If'a system holds more Fighters than allowed by Carriers and 
Spacedocks, the excess Fighters ave immediately destroyed. 

Exanple : A gstem that contains one Spacedock and ome Carrier 
can maintain 7 Fighter units (if the carrier is not cayying anp 
Ground Forcesor PD.S.). F the Carrier leaves the spstem, Sof the 
Fighters must follow the Carrier, since the Spacedock can only man- 
tan 2 Fighters 

7.1 Cruisers 
The Cruiser is the simplest of the space units. It is, however, also one of 

the most effective. For a fair price, the Cruiser delivers an effective 

punch in combat. Cruisers are the backbone of any race’s starfleet. 

The most attractive feature of the Cruiser unit is its speed. Because of 
their agility, Cruisers are effective for quicklyblocking systerns (see 8.3 
Interdiction, and 7.6 Military Blockade) 

7.12 Dreadnoughts 
The Dreadnoughts are the irrense sentinels of deep space, coronly 
functioning as irapressive and destructive flagships. These costly ships 

canalso be used to rain destruction on enery planets. 

BOMBARDING 

= Irmediatelybefore your Invasion Corabat Segment, your 
Dreadnoughts in the same systera maybombard eneray planets. Each 
Dreadnought mayborabard once during each Invasion Corbat 
Segment. For every hit, the eneray must irmediately reraove one 
Ground Force unit from the planet 
+ If a planet contains one or more PD.S., Dreadnoughts cannot borbard 
that planet. 

= Dreadnoughts can borebard eneray planets even if there is no actual 
invasion taking place. 
« If an ene ray planet only contains an enery Control markey, any “Hit” 
will rermove the eneray control marker and make the planet neutral. 
Thus a planet with one Ground Force will take two borabardme nts to 
tum the planet neutral: One hit to kill the Ground Force, and a second 

hitto remove the opponent’s control marker. 



The Universities of Jol-Nar 
nly the oldest of the Regents imow the 

Ocomple!u origin and evolution of the 

aquatic Hylar Living in massive sub- 

merged cifies, the water breathing Hylar is a 

species whose intense passion for fechrology 

inunrivaled avywhere in the galaxy. Human 

scholars have speculated that this gevefic pas- 

sion for fechology 1s an evolutionary sign of 

a harsh exvironment adapted fo a Wological 

physique that 1s significantly weak and with 

limited dexterows use. n other words, the 

Hylar have found intelligerce and ambition 

sufficient fo circumvent thelr wealnesses. 

The governing system of the Hylar is that of 

the Jol-Nar educafion alliance. The Head 

Master governs their united efforts with the 

Circle of Regents acting simultaneously as the 

most accomplished scholars of their field, and 

as governors of the various regions on the fwo 

oceanic planets of Jol and Nar. The Joi-Nar 

regime is often considered by other races to be 

an impatient and rude ove. Perhaps this is a 

mere reflection of the ambitous and compefi- 

five Hylar culfure, perhaps not. 

Though the Hylar are capable of breathing 

swface air for extremely long periods of time 

(some have been timed to exceed several 

years), their dense bodies and soft bones make 

them most comfor table submerged. 

The Head Master avd the Circle of Regents 

will nof folerate avy obsfruction in thar 

search for infellectual and techrological 

advancement. 
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Example: The N'orr player is ready to land three Ground Forces 
on @ Hacan planet which contains only two Ground Forces. 
Before the N'orr lands his Ground Forces, his two great 
Dreadnoughts bombard the planet. The N'orr player rolls two 
dice, @ 3 and a & One hit The Hacan player removes one Ground 
Force. The N'orr then lands three Ground Forces which now face 
only one Sol defender instead of two. 

8.0 The Turm Sequence 
The game rounds of TWILIGHT IMPERIUM follow these phases: 

1) Political Phase 

2) Economy Phase 
- Draw Action Card Segment 
- Receive Credils Segment 
- Purchase Uniis Segment 

3) Indirid ual Turns Phase 
- Movement Segment 
- Sace Combat Segment 

- Invasion Combat Segment 
4) Technobgy Phase 
5) Place New Units Phase 

6) Progression Phase 

After players have worked their way through the above phases, and if 
no player has won the game in the Progression Phase, then start from 
the Political Phase once rore, etc. 

Below, each phase is described in detail. 

8.1 The Political Phase 
The Political Phase is an irportant part of TWILIGHT IMPERIUM. It 
represents the Galactic Council on central Mecatol Rex where the great 
races meet in a galactic assembly to decide upon matters greatand 
sraall 

The political power (votes) of each player is equal to the number of 

influence that player has. When casting votes during the Political 
Phase, a player rust cast all votes, he cannot split votes or only allocate 
a certain nurdber of votes. 

Your total influence (votes) ecuals the corabined influence value of all 
planets under your control 

BEGINNING THE POLITICAL PHASE 
The Political Phase is initiated by drawing a political card frora the 
deck of pre-shuffled political cards. This card re presents 
the political agenda for this session of the council 

One player should read the agenda aloud, making 
itclear what type of vote is about to be cast. In 
TWILIGHT IMPERIUM there are two tyges of 
voting processes: 
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1) Eleci votes: When a political agenda asks the council to Elect some- 
thing or someone, each player may choose who or what to elect. The 
subject with the highest number of total votes is considered elected. 

Sirmply follow the instructions on the cards. 

2) For or Againstvotes: IMost cards will ask the council to vote for or 

against a certain action or law: Simply follow the instructions on the 
card. In this type of vote, the choice (for or against) must have the 
majority of the cast votes. 

Laws 
Some political cards are “Laws.” Laws represent permanent changes to 
the rules andfor flow of the game. When a LAW is voted FOR, that 

political card is laid face up close to the political deck where all players 
can see it. The effects of this card are now constant. If a LAW is voted 
AGAINST, enact any “against” effects the card may have, and then dis- 

card the card. 

Though the council right have adopted a certain LAW earlyin the 
game, the balance of power can later shift and old laws might become 
unpopular. If this happens, how can the council reverse old laws? 

Inthe political deck, there are a few cards that will allow for older 

LAWS to be reassessed. Note that such cards are few, however, and 
that most passsd LAWS are in the game to stay. 

= If a Revote card is drawn, but there are no existing LAWS, the card is 
discarded and the Folitical Phase is over. 

Typical Pobitical Card: 

Humane Labar 

Law) 

“They are dving like flis. 
The canditions are sivply 
and totally deplerable 

For. The production linit 
of all Spacedocks are lim- 
itd 102, 

Against: No S pacedocks 
may produce anyihing 
this round. 

RUNNING THE POLITICAL PHASE 
The Political Phase should be run in the following fashion. 

1) & Political card is drawn and 
the resolution is read aloud. 

2) Players debate the agen- 
da, trying to threaten, lure, 

The Xxcha Kingdom 
athed in the strong, yet gentle, light of 

the Xxlak star lies the splendid jewel of 

Archon Ren The planet hosts a mag- 

nificent jungle envirovment and a myriad of 

living creatures. The Xxcha, a sentient hizard 

race, are masters of life on Archon Ren. The 

Xrcha have been considered one of the Great 

Races longer than History itself. 

The Xxcha monarchy is ruled by the King in 

the Tush cify of Kkiqg, where he oversees a 

philosophical and peaceful pecple whose 

structures and starships are often mfricately 

beaufiful and an aestestic joy to the eye A 

favorite past time of elder Xxchais to confem- 

plate Origin and Meaning while smolang Gerr 

Root on long stemmed pipes. Tourists find 

Archon Ren a paradise remarkably free from 

hostile insects that so offen make jungle plan- 

efs unbear able. 

The everlasting sorrow of the Xxcha pecple 

hovers shiming above them m the wight shy. 

Bnilliant it may look, but shattered ad dead 

nevertheless: Archon Tay, the sister planet that 

once matched Archon Ren’s beauty avd 

majesty. The ecology of Archon Tau was 

destroyed in the gruesome bombardamert 

when a Lefvev force invaded and was subse- 

quently defeated by a liberating Sol force in 

the early Twilight Bra. 

Once a people with no military, the Xrcha are 

docile no longer. The silent reminder above 

them heeps the Xxcha military ard fleet vigi- 

lavt and determined to never agan submit to 

an invading force. 



or convince other players to vote their way. 

3) Players vote. The player with the least influence votes first, followed 
by the player with the second least influence, etc. This will result in the 
player with the rost influence voting last. 

A player cannot split or cast partial votes. Players can, however, choose 
to abstain from voting. 

« If at any point during the game, the nuraber of players is reduced to 

two (orina two player game) the council is considered to have been 
dissolved, and no further Political Phases will be held. (Discard all cur- 
rent LAWS ) 

The Political Phase is meant to be a fun, active phase, allowing players 
to forge alliances and use their political prowess to hurt their enemies 
in other ways than through military force. 

= Players typically make promises in retumn for favors or credits. Al 
such promises are paper-thin. There is no penaltyin TWILIGHT 

IMPERIUM for not keeping a promise made (except maybe a poor 
reputation) 

* Credits may not voluntarily flow between players (unless an action 
card states so) in any other phase than the Political Phase. A1l bribes 
and other tacit payment amangements must be rade during this phase. 

8.2 The Economy Phase 
The econory phase consists of three segments: 

- Draw Action Card 
- Receive Credits 
- Purchase Units 

Players should play these ssgrents sirultaneously to speed up the 
gare . If there is any doubt or complaints, players should go in order of 

Influence (highest influence goes first). 

DRAW ACTION CARDS 

During this segrment, each player draws one action card 

Action cards, which are kept hidden from other players, contain various 
helpful events and actions that affect the gare. 

* Action cards can onlybe played at certain times during the game 
Each card describes exactly when a player is allowed to play that spe- 
cific card. 

Special Rules: 

= & player cannot play two identical action cards for the same situa- 
tionjentity during one round. (Exanple: @ player cannot play two Flank 
Speed cards on the same fleet. He/she can, however, play a Flank Speed 

card on two different fleets the same turn.) 

+ & player can not hold yaore than 7 action cards. If a player holds 7 
action cards, he is not allowed to draw a card during the Draw Action 
Card Phase. 
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= A player can discard as many action cards as desired immediately 
before the Draw Action Card Phase. 

= & player can trade, sell, or give action cards to other players during 
the Political Phase. 

Typical Action Card: 

Skilled Retreat 

A skilled Adn il ramigates 
your defending Fleet ot of 
dmgr. 

Inmeditelymone ne 
defending fleetto mada- 
cent frimdly or empty sys- 
tom. Afterthe et the 
attacking phyer resum es his 
o 

Play: Before ey rowd of 
the Space Battk Segment 

RECENE CREDITS 
During this segment, each player receives, from the bank, a nuraber of 

credits ecual to his total number of resources. 

Your total resources are found by adding the resource value of all plan- 
ets under your control. 

After determining how many credits each player receives, the players 
take these credits from the bank, adding them to their private stockpile 

of credits. 

Trade Income 

Also during the Receive Credits Segrent, players collect incorae from 
any Trade Agreements. 

Some of the most rewarding cards in the Action Card deck are the 
Trade Agreements. During the Receive Credits Segment, a player col- 
lects, from the bank, a nureber of credits equal to the nuraber of planets 

that the trade partner controls. 

Example: The Letmev and Xrcha are mvolwed in @ Trade Agreement 
The Latnev player controls 7 planets and the Xxcha control 4 planets. 

During the Receive Credits Segment, the Letnev player collects 4 credits 
and the Xrcha collects 7 credits for this Trade 
Agreement. 

Playing a Trade Agreerment means that the two 
races involved have erabarked on a profitable 
trade relationship. Afterbeing played, the card 

should be placed face-up where all players can 
see it, and the trade partners should
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place one each of their Control Counters on the card to signify their 
participation. 

Trade Agr eamart 

Agree totrad wihmother 
player. 
Tnthe Receire Credis 
Segment, botplayers 
Teceine ore qeditfor each 
plmet cortrolled by the 
rade parmer. Either trde 
partner can cancel fhis 
agreement at ey time. Oridy 
@ Tde dgreem et cmbe 
actie betreen o players 
Aty girentine. 

Phy: Inmedintely before 
your Moremert Se gn et 

Trade Agreements canbe broken at any time by either of the two part- 
ners. & player simply announces that the Trade Agreement is broken, 
and then discards the card. 

Trade Agreerents are broken immediatel y if the two trading partners 
engage in either space battle or irvvasion corabat against each other. 
Trade Agreements with the Hacan player are nof droken if the Hacan 
are involved in combat with a trading partner. 

PURCHASE UNITS 

After all players have received credits, each player has the option to 
purchase new units. Any credits spent on units are returned to the bank. 
The units purchased in this phase are placed next to the player’s Race 
Stand, and will be added to the game later during the Flace New Units 
Phase 

IMPORTANT: When purchasing units, remeraber the restrictions on 
how many units you can place ata Spacedock. If you have bought 

units, but cannot place thern on the board during the Flace New Units 
Phase, the units are destroyed and you will have lost the credits used to 
build thera. 

The Federation of Sol 
ver sivce their discovery of the mass- 

Edrive engine, lumans have been reach- 

ing ifo space. Driven by some inmner 

instinet of exploration and discovery, no star 

seems foo remote for human curiosity. 

Stemming from the gorgeous planet Jord for 

Brt), human fleets of commerce and coloviza- 

tion are common sights in the galaxy. More so 

than any other race humans have the greatest 

deviavce inintellect and application i skills. 

They can be fourd in every level of galactic 

culture, from common servants, smugglers, 

and thigves, fo wealthy fraders, diplomatic 

consultants, and respected scholars. It is com- 

monly recognized by galactic historians that it 

has been the diversification of human falent 

that has allowed the race fo resist avihilation 
or exfivcfion. 

The Federation is governed by the bi-avvually 

elected “Preishent” or “High Mivister,” 

whose power is counterbalavced by the cen- 

tral Council of One Thousand Governarce 

and administrafion of the luman cause is done 

from the massive city of New Moscow, located 

in the center of the Jord urbarized confinent. 

For all their prowess in diversification, 

lomans have proven themselves fo be one of 

the most aggressive of the great races. War, 

rationalism, and hostile expansion have left 

their mark on luman history. Sol was among 

the most ardent aggressors during the early 

Twilight Wars, 



Unit Costs 

Type Cost 
Dreadnought 10 
Carrier 10 
Cruiser 6 

Fighter 4 
Ground Force 4 

PD.S 10 
Spacedock 15 
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another race, it is considered inferdicted and it must stop moveraent. 
Since no systera way contain spaceships of two different races, a space 
battle must follow in the subsequent Space Corabat Segraent 

* Fleets can move through systems containing enemy controlled planets 
and eneray Spacedocks with Fighter units. 

= The definition of a Fleet is one or more spaceshigs in the same spstem 
before the beginning of pour Movement Se gment. 

IMPORTANT: Spaceships can never move through star-systerns con- 
taining a Fleet of another race—even if that race is considered to be an 
ally. 

8.3 Individual Turns Phase 
During the previous phases, players have mostly 
acted sirultaneously. During this phase, however, 
each player individually plays through the three 

steps of the phase while other players wait and 
observe. 

The player order of the Individual Turms Phase is 
decided by the total amount of influence each play- 
erhas. The player with the highest influence goes 
first, followed by the player with the next highest 
influence, etc. 

= Note that influence may change as planets change 
hands. Players should re-check the amount of influ- 
ence after each player has taken his tum. & player 

can only play this phase once per game round. 

The Individual Tums Phase is taken in three seg- 
reents: 

- Moveraent 
- Space Corbat 

- Invasion Corcbat 

I[Example of Carrier 
IMovement and Invasion. 

During its Movement Segment, tkc So. Carricr| 
carrying two Fighters loads two Ground Forces 

Next, durng Invasion Combat Segment, 
the Carrier unloads the Lwo Grourd Forces 
onto one of the plancts in System B. 

Each player plays through all three segments before 

the next player takes his individual tum. 

MOVEMENT SEGMENT 

During the IMoveraent Segrent of the Individual Tums Phase, the 

active player can move her/his units around the galaxy: Please see the 
back of this book for the moverent allowances for each type of space- 
ship unit. & movement allowance of 1 means that a spaceship can move 

from one tile to an adjacent tile (from one star system to an adjacent 
star system). 

Transporting 
A& Camier can pick up a Ground Force or PD.S. unit at any tiree during 
its moverment (before, inbetween, or after). & Ground Force or PD S. 

unit, however, cannot leave the Carmier before the Invasion Corabat 

Segment. See the illustrated example for an example of Camier trans- 
portation. 

Interdiction 
The moment a ship enters a systern containing the spaceship(s) of 

Spedal Mapboard Ties 

TWILIGHT IMPERIUM contains several rapboard tiles that are not 
considered standard systeras: 

* Wormholes 
There exists in space @ phenomenon kmown as @ “wormhole”: a gravi- 

tational anomaly with uch incredible polarized mass attraction that 
two different places in space exist af the same point. 

In TWILIGHT IMPERIUM, players can use wornmholes to traverse 
great distances of space. Included in TWILIGHT 
IMPERIUM are the Aipha and Beta Wonrholes. It 

costs one movement to enter a wonuhole. Aftera 
ship enters a wormhole, siraply place the ship in 
the syster containing the other end of the 
wonuhole. 

When players create the galaxy map-
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board, itis sometires possible thatboth ends of a wornmhole will not be 
placed on the board. In this case, that worrhole has no function. 

Exanple : A Hocan Couiser wxit with a movement f 2 begins its tum in gps- 
tem X} uwes ove movement to go 0 the adjacent system ¥ that covtains the 
Alpha Wevmbvle. The Crdser wes its second movement dllowance © move 
thvough the wormble and ends its tum in the s Emcantaining the other 
Alpha worndvle 

= Supernovas 
These exploding balls of energy are absolutely impassible. 

= Asteroid Fields 
These fields of planetary debris are irpassible until players achieve 
Antimass Deflector Technology. With this technology, players are 

allowed to move through asteroid fields, but never end their tum here. 
(Thus only ships with movernent of 2 or higher can use this option.) 

SPACE COMBAT SEGMENT 
The active playerbegins his Space Combat Segment imme diately after 
he has completed his Movernent Segment. Space battles always occur in 
any syster containing the spaceships of the active player and those of 

another race. Space battles are fought in the following manner: 

1) The attacking player fires once with all his ships and counts the 

nurber of s he inflicts. & hit is inflicted when a player rolls equal fo 
or higher than a ship’s corbat value. 

2) The defending player fires with all defending units and counts the 
nureber of hits he inflicts. 

3) Both players remove a nuraber of ships equal to the nuraber of hits 

inflicted by their opponent (Players choose their own casualties). 

4) The attacker now has the opportunity to stop the attack and with- 

draw. 

5) The above process is repeated until one side is eliminated, or the 
attacke has withdrawn. 

See Diagram #4 for a full length exaraple of space corabat. 

‘What is a hit? 
On the back of this booklet, you will find the corbat value for each 
ship type. This nurmber or greater mustbe rolled to score a hit. Notice 

that a Fighter has a cormbatvalue of ‘9. That means that it scores a hit 
ona roll of 9 or 10 (marked by a 0) ona ten-sided die. The vastly more 
powerful Dreadnought with a corabat value of ‘4" hits by rolling 
4,5,6,7,29,0r10. 

Removing Casualties 
Since players rerove their own casualties, and one hit kills any ship, it 

raakes sense that players will reraove 
their weakesticheapest ships 
first. Fighter units are ideal 

for this type of ‘gun-fod- 
der’ 

The Baromy Of Letnev 
n the very blackness of space lies the bleak 

Izmd forfured warld kmown as Arc Frime. 
Here the Baron presides over the vast 

wunder ground populace of the Letnev. Dwelling 

N enormous subterran cifies, generously heda- 

ed by the planet core, the Letnev exploit the 

immense mefallurgic riches of Arc Prime. 

The Baron rurfures avd prods a proud and 

aggressive people. Order is kept by the main- 

fenance of a militant culfure, impressive disci- 

plive, avd a strict bureauer acy. The pale 

Letvev despise excessive light, and often will 

wear profecfive eyewear when fravelling on 

plavets with bright sunlight. 

The everlasting dilemma of the Lefrev is their 

need for food avd rutrifion Though a1 army 

of droids manage vast caverns of fungus farm- 

ing the population of the Barony has far ouf- 

grown what Arc Prime can muster in food- 

stuffs and liquid. The ancient Lazax kept the 

Barory under confrol by carefid monitoring of 

the Letev food supply. 

The Letmev milifary receives a fravining so 

intense avnd effective it is only swrpassed by the 

“Tekilar Elite” troops on distant Quinarra. 

The Baron limself has ovly one flaring anbi- 

fion: To become Emperor at avy cost! 

Withd rawals 
Everyround the attacker has the option to withdraw from the attack. If 
helshe chooses to withdraw, the entire attacking force must withdraw 

fogether 1o an adjacent hex from which at least one attacking ship 
raoved during the Movement Segment.
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Diagram Four 
Space Battles Example 

Sol forees consisting of | Drcadnought and onc Carricr (carrying 
2 Ground Forces and 3 Fighrers) have entered a Xxcha system during 
Sol's Moverent Segment. The Xxchs system is defended by one 
Xxcha Dreadnought and twe Xxcha Cruisess (The Xacha also controls 
one Ground Torce unit on the the system’s sole planct). 

During Sol’s Space Battles Segment, the bzttle begins. T'he Sol player 
rolls a *5" for his Dreadnought (a hit), a *5*. *3, and *10° for his 
Fighters (onc hit, two misscs), and a 5° for his Carricr (a miss). Thus 
the Sol player hits a total of 2 times. The Xxcha player rolls an “8” for 

his Dreadnought (4 hit) and 4 “9” and ‘8" for his Cruiscrs (two kits). 
The Xxcha player hits 8 (otal of 3 times. The Xxcha player removes 
his two Cruisers and the Sol player removes his (hree Fighters. 

The Sol player chaoses not to withdraw his forces, and therefore 
engages the Xxcha in znothar round of combat. Sol’s Carrier rolls a 
7 Gt i), and bis Dreadsmought 6 (a hit). The Xxcli Drcad- 
nought -olls 1 ‘3" (a miss). The Xxche must remove his Drcadnought 
(his last remaiming ship). With all Xxcha forces destroyed, the Sol 
player is victorious and the Space Battle is over 
During his [ollowing Invasion Combst Scgmenl, the Sol player plans 
toinvade the planet with his two Ground Forces. A battle will then 
follow between the two Sol Ground Forces and the single defeading 
Xxcha Grouad Ferce unit. 

An attacker may never withdraw through a Wormhole or into an 
Asteroid Field Invasion Sequence: 

1) Determine which and how many Ground Forces will land on the spe- 
Transported Units cific planet 
Sometimes itis possible to catch an eneray fleet with a Carier trans- 

porting Ground Forces or PD.S. While on a Carrier, these units cannot  2) Each Dreadnought in the system raay fire one shot bombarding the 
defend or attack and are destroyed if the Carrier is destroyed. enerny Ground Forces on the planet being invaded. Dreadnoughts are 

allowed to borbard even if the active player is not 

Invasion Combat Segment landing any Ground Forces on the planet 
After the individual player has finished all his space batiles, he irmedi-  (Remerber that Dreadnoughts carnot bordbard a 
ately roves on to the Invasion Cordbat Segment. An invasion is defined  planet that contains a PDS.). 
as the following: 

3) Each defending P.D.S. unit fires once at the 

The movement of one or more friendly Ground Force units andfor PD.§  invading Ground Forces 
froma Carrier unit fo a friendly, neutral, or enemp planst in the same 
ydem.
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4) The remaining invading Ground Forces land on the planetand 
begin battle with the defending Ground Forces. The irvasion corbat 
seqjuence is identical to the space battle sequence except that the 

attacking units can not withdraw (and all corabat is between Ground 
Forces): 

a) The attacking player rolls for irvading Ground Forces. 
b) The defending player rolls for defending Ground Forces. 
c) Both players remove casualties 
d) The above secuence is repeated until only one player has any 
Ground Forces lefton the planet, or there are no Ground Forces left at 
all. 

If all the Ground Forces of both the defending and the attacking play- 
exwere wiped out, the defending player places a Contiol Marker on 
the planet. The defender still controls that planet 

Ifall the defending Grounf Forces were destroyed, and the attacker 
has one or rore Ground Forces remaining. The Irvader takes control 
of the planet. 

Note: While itis possible to land PD.S. on an enery planet during 
invasion, the PD.S. cannot participate in corbat and is destroyed if 

the invasion fals. 

Effects of Invasion: 
Neutral Planets: When a player invades a neutral planet, the player 
immediately adds the additional resources and influence points to his 
race’s total. 

Enery Planets: When a player conguers a planet from another player, 
all the eneray PD.S. and Spacedocks are irmediately destroyed. The 
conguering player irmediately adds the additional resources and 

influence points to his race’s total, and the player who lost the planet 
irnmediatelyr deducts thess points from his total 

Friendly Planets: The player siraply adds the landing Ground Forces 
to any force already on the planet’s surface 

8.4 Techmology Phase 
During this phase, players may each puchase one technology 
advance in the form of a Technology Chit. It costs 30 credits to pur- 

chase a technology advance (note that the Jol-Nar’s special sbility 
allows ther to purchase green, gold, and blue technology at 20 cred- 
its). 

Technology advances are a critical part of TWILIGHT IMPERIUM. 
Each player begins the game with varying levels of Technology; but 
all players must grow their technological base significantly to 
advance on the Progression Chart and win the game 

« Technobogy Requirements 
The front of every Technology chit describes the name of the technol- 
ogy and the advances required to purchase that particular technology. 

A player cannot purchase a technologybefore he owns the required 
technologies. Some technologies require two previous technologies (if 
noted with an “AND”) and other technologies canbe reached by own- 
ing one of two different technologies (if noted with an “OR”). 

Example: The requirements for the " GRAVITON NEGATOR " are 
“Assault Cannon OR Dacxive Animators.” A player is thus allowed 
fo purchase this technology if he owns either the Assault Cannon 
technology or the Dacxive Animator technology. 

= Technology Effects 
Each technology gives its ovmer distinct and unique advantages. 
These advantages are described in detail on the back of every 
Technology chit. 

Phnet Technology Specialties 
Some planets hatbor scientists that have special skills in one area of 
Technology: If'a planet shows a Technology Syrabol adjacent o the 
planet name on the map tile, that planet improves your ability to pur- 
chase tech of that color. You may subtract that planet’s resources from 

the cost of that technology type. 

(@ — Wortarc Technology 

(;. = Propulsion Technologzy 

‘.\ = Biological Technology 
- = 

Example: Aplanet with resources of “4” and a Red (Warfare) tech 
specialty allows you to purchase Red Technology at a cost of 4 less. 
In other words, if you own two “red” planets with @ combined 
resource walue of "6, pou can purchase Red Technology af a cost of 
24 credits. 

Note that there are no planets with a specialty in Yellow (General) 
Technology. 

8.5 Place New Units 
During this phase, players place the units bought in the Purchass New 
Units Phase. (Please note the rules governing the Spacedock unit.) 

Land Units: Ground Forces & Planetary Defense Sy stems are placed 
directly on a planet containing a Spacedock and count towards the 
lirnit of that S pacedock’s production, 

Space Uniis: Cruisers, Fighters, Dreadnoughts, and Carriers are 
placed directly in space and count toward the limit of any Spacedock 
in that systern. (Space units are never considered to be ona planet) 

New Spacedocks: These units do not require a Spacedock presence 
tobe created. They can be placed on any friendly planet not already 

containing a Spacedock. & Spacedock cannot 
et



The Emirates of Hacan 

lies the fri-system of the Hacan Cirching 

the massive star Kenara the three desert 

plarets of the Hacan Emirdte bear the names 

Arretze, Kamm, avd Hercant. Scorched by the 

merciless sun the people of the Hacan are 

nomads, moving their cifies in massive dust- 

sleds to cooler climates in the twilight dawn 

In the center of the Quevwari starchuster 

In their distavt past, the Hacan were a poor 

species, their explaits info space dwarfed by 

the ofher great races of the Imperium. That 

was before the Hacan discovered the insa- 

tiable lust of off-worlders for special products 

grown under Kenara's blinding light: The 

intoxicating Gerr Root, clothes made from the 

Starflowers that only rise during Hercant'’s 

equinox, mudfiple gohrodisiacs, hiquors, medi- 

cine, and forbidden drugs harvested and man- 

ufactured by the crgfty havds of the Hacan 

pecple 

Soon the Hacan became masters of trade, and 

their system prospered as unfathomabie for- 

funes were made by the creasingly powerfid 

trade-clans. The desire fo proctect their wealth 

was a catalyst behind the election of the 

“Quteron”: the leader of the Hacan This indi- 

vidual is chosen by a herarchy of trade- 

groups, each possessing their own fleets of 

trade and war. The Juieron is the supreme 

commavder of the united Hacan tradeflect and 

military machine. His task: to lead the Hacan 

to the imperidl throve, solidifing an era of 

wealth and peaceful commerce. 
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produce new units on the tum that it was purchased. 

Summary: 

1) Al new units, exce pt for new Spacedocks, are produced by 
Spacedocks. 

2) A player can only place new land units (Ground Forces and 

PD.5.) on planets containing a Spacedock. 

3) A player can only place new space units { Dreadnoughts, 
Carriers, Fighters, and Cruisers) in star-systems that contain one or 
raore planets with a Spacedock. 

4) Each Spacedock can only produce as many new units per tum as 
the nurcber of resources on the planet, Each planet can only hold 
one Spacedock. 

5) Players cannot have more than six Spacedocks at any one time 

B.6 Progression Phase 
During this phase, all players look at the Progression Chart to deter- 
raine if they qualifyy to advance into the next progression bracket. 
‘When the first player advances to the mperiura Rex category; that 
player has won and the gare is over 

The Progression Chart 

At the beginning of the game each player places a Control Marker 
under Wariord on the progression chart. Then, during the 
Progression Phase, players may advance their counter on the chart if 
they possess the requirernents needed for advance ments. 

Example : To qualify to progress into the “Foundation” category 
Srom “Warlord, ” @ player must control 5 planets outside his 
Homespstem Next turn, in order to progress info the *Consortium” 
cate gory, a player nmust possess 4 Technology chits and control 5 

planets outside his Home sp stem. 

* & player can never move backwards even if hefshe later fails to 
qualifyy for her/his current position. 

= & player may only advance one category per Progression Phase. 

In surareary; in order to advance to fmperium Rex, a player must 
have an exapire that encompasses at least 

9 Planets outside her/his homesystem 
9 Tech advances 
30 Resources & 
30 Influence 

‘Winning the game 
When a player progresses to Irape riura Rex, 
he has gained enough support and strength 

1o seize
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control over the Imperial Council. The Winnaran Custodians bow 
before him and allow hir to take the imperial throne. He has won, 

and the game is over. 

= If two players reach Jmperium Rex on the same tum, the player 
with the highest influence wins the game (If influence is tied, then 
the player with the highest resources wins the game, otherwise the 
game is a draw). 

9.0 €nd of Sequence 
If no player won the game during the Progression Phase, then players 
begin the tum sequence anew starting with the Political Phase. 

10.0 Other Game Rules 

I gance Checks 

During the game, players will be asked to make “inswgence checks” 
on certain planets. This represents potential uprisings against your 
regirae on the planet in question. Every time you are asked to make 
an insurgence check for a planet, roll the die. For every friendly 
Cruiser and Dreadnought in the systern, add +1 to your die roll. 

- If your result is equal o or ahove the influence value of the planet, 
ou ranage to calr the populace. 

- If your result is Jower than the influence of the planet, instantly 
remove two Ground Forces from the planet. If the last Ground Force 

on the planetis reroved, you iramediately lose control of the planet 
and it reverts to neutral status. 

Planets with high influence can be quite volatile. It is wise to estab- 

lish large Ground Force garisons here, or try to have strong fleets of 
Cruisers and Dreadnoughts in these systens. 

Out of Money™ 
Itis possible thatby randora events, political cards, or action cards, a 
player may be forced to pay credits that he cannot afford ata given 
tirne. If this happens, the player must immediatel ybegin selling his 
assets. & player must sell assets until he can pay the debt in question. 

Siraply remove the assets from the game and collect the correspond- 
ing credit value 

Unit Sales Value 
Dreadnought 4 Credits 
Carrier 4 Credits 
PDS. 4 Credits 

Cruiser 3 Credits 
Fighter 1 Credits 
Spacedock 5 Credits 
Ground Force 1 Credits 
Technology Chit 10 Credits 

A4 plager may never ss1l / — 
his assets voluntarily. S 
Selling assets ray only 

meet a debt that otherwise could notbe met. & player may sell no 
raore assets than what is needed to pay the debt. 

If a player has sold all of his assets, and debt still rexaains, the player 
is eliminated from the game. 

1L.O Optional Rules 
The two following rules options can be incorporated into TWI- 
LIGHT IMPERIUM to give the game new flavor. 

10] Manifest Desting 
After the gameboard has been setup, butbefore the game begins, 
players may pursue iramediate annexation of planets in their local 
region. 

Using their starting credits, players maybuy control over neutral 
planets adjacent to their homesystera. The cost of buying such con- 
trol equals = (Resources of Planet + Influence of Planet) *2. 

Afterbuying control of the planet, the player places one free Ground 
Force unit on the planet 

Example: The N'orr player’s home g tem is adjacent to the g stem 
containing the planets Mellon (1 resources and 4 influence) and 
Sakulag (4 resources and 2 influence). The N'orr decides to pursue 

manifest desting on Sakaulag, pays 12 credits to the bank, and places 
one Ground Force unit on the planet. 

10.2 Distant Suns 
_look upon these luminous stars! These distant suns! They har- 

bor fruitful harvest, and wealth upon which to build an empire.” 
— Daz Enmicid Wergan IV, Baran Of Leines, 

aboari the Letne Baifleship Mistze 

This gare option will drastically alter the strategy of colonization. 
Neutral planets now may contain unseen dangers or hidden rewards. 

Enclosed in TWILIGHT IMPERIUM you will find the triangular 
“Domain Counters™ which are used for the Distant Suns rules option. 

After the gameboard is created, butbefore the game begins, shuffle 
all the Dorain Counters and place one, face down, on every neutral 
planet on the board (do not place any Dormain Counters in 
Homesysters or on Iecatol Rex). Remove any excess Domain 
Counters from the game without looking at thera



The Domain Counters 
Dorain Counters reflect the unknown aspects of dee p-space explo- 
ration and colonization. The Dorain Counters function as follows: 

* All Domain Counter effects take place irarae diately upon the ind- 
tial irvasion of a Neutral planet. 

* The frontillustration of the Domain Counter indicates which type 
of encounterievent it represents. Cross-reference this syrabol with 

the Doraain Table (located on the back of this rules booklet) to read 
what effects to apply for that particular type of encounter. 

= Ifa player comes to control a planet without actually invading the 
planet (as via “Ianifest Destiny’) the Domain Counter is ignored 
and reroved from the game. 

= If, for any reason, a planet retumns o neutrality after occupation 
by a player, do not place a new Doraain Counter on the planet 

Probing 
During the Invasion Combat Segment, a player may choose to 
probe a planet. A probing player may not irvade the planet being 
probed during the sare segraent (The planet maybe invaded by 
another race, however). & player that wishes to probe rust have a 
Camier and atleast one Fighter in the same system containing the 
planet being probed. Twwo Fighters are required to probe two neutral 
planets in the same systera. 

Whena player probes a planet, he may secretly look at the Dorain 
Counter located on the planet. After looking, the Domain Counter 
is retumed, face down, to the planetonce more. The player may not 
look at the counter again unless he later irvades or probes again. 

= Special rule: If the Domain Counter “Lazax Swrvivors” is probed, 
reraove the counter from the game. The probing player may imme- 
diately draw 3 action cards and place a free Ground Force on the 
planet 

Razng 

During the Invasion Combat Segment, a player may choose to raze 
a neutral planet containing a Domain Counter. & Dreadnought rust 
be present in the sarae system as the planet razed. A planet that has 
been razed may notbe invaded by ANY player that round. 

A razed planet has its Domain Counter removed from play: After 
razing a planet, the responsible player raust roll for the reaction of 

the imperial council, his own people, and the rest of the galaxy: 

Roll the dice 
Result Effect 
17 - No effect 
89 - Lose 3 Random Action Cards 
0 - Lose 3 Random Action Cards and 

rollan insurgence check on 
allplanets outside your 
Homesystem 
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« Special Rule: Ifa player razes a planet containing “Lazax 
Swrvivors,” the responsible player rust iraree distely discard all his 

Action Cards, roll an insurgence check on aff his planets, and he 
may not vote during the next Political Phase. 

1.0 Problems and Questions 
For frequently asked cuestions, variant scenarios, and more infor- 
mation on TWILIGHT IMPERIUIM and other FFG products please 

visit owr website www.fantsyflighigzames.com. 

For problers or questions regarding this game, please contact FFG 
customer service at fig@rpg.net. You can also mail FFG at the fol- 
lowing address: 

Fantasy Flight Games 
2021 W County Rd C. 
Roseville, MN, 55113 
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DISTANT SUNS DOMAIN EFFECTS 
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Bichazard: Hostile envirovaner requires terrf omming 
‘The first Ground Force to lind here is abrays 
destroyed. The first successful player to wvade fis 
‘plinet may notuse the planets resources for the next 
Townd, This counter & thereafter removed. 

Seiflers: Private settlershave already colmized this 
planet. Foll a die. On aToll of 7 or more, these settlers 
e members of yourrace. Ona 6 or lower, randomly 
determine one of the other races in ply. The settling 
Tace immediate ly receies trofree Cround Forces 
Ture. Discard this couter. 

Viealih: This planet has resources that are immediatly 
usefulfor your people. Receire s many cedits s the 
cowter indicates. Dist ard this counter. 

New Rchnalogy: A technologically advanced socisty 
dvre s hure. Receive 5 times the planets Influence 
vabae in credit tovrands your next tecmology purchase 
Discard this cowter. 

Vormhale: A nevr vwonnhok has fonmed in the space 
nearty this planet. This wormholk wil comnect to its 
partner(s) (Alpha or Beta) lke 4 normal vomzhole 
Leave the comter inspace for eference 

Turn Sequence 

1) Political Phase Unit 

2) Economy Phase Dreadnought 

- Draw Action Card . 

- Receive Credits Carrier 
- Purchase Units Cruiser 

3) Individ ual Turns Phase . 

- Movement Segment Fighter 

- Space Baitles Segment Ground Forces 

- Invasion Combat Segment 
4) Technology Phase PDS. 
5) Place New Units Phase Spacedock 
6) Progression Phase 
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Unit Values 

Cost Battle Movement 
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Radioactive: The planet contains unexpected high lev- 
els of radistion. This ills all Giround Forces of the ini- 
tial irwvasion. Reamove this ounter after the fira inva- 
siom attenpt, 

Lazax Survivers: Your colonialtroops have stabled 
upons anall enclave of Lazax survivors, and the Test 
of the galugy refuses to believe in your discovery. Your 
fhence & Teducedto ro for ane whok round. 
Discardthis counter. (ot that his encouer has 
additimalfunctions  please see sectim 10.2) 

Tndtustrial Sodiety: Here dwells  friendlyrace with 
smpressive indnaris] skills, The invading phyer may 
immediatelyplace a free Spacedock here. Discard thic 
coumer. 

Hostile Locals: The indicated rummber of neutral 
Giround Forces will defend fhemse Ives against any 
iader. If allthe local forces are not destroyed during. 
one rwasion, the next invasionmst face the full Rdic 
catedommber of local Ground Forces ance more . 

Peaceful Brvasion: The inwvasion progresses without 
iy signific ant problams. Discard thi cowter. 
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