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The Pastand Present. ..

Meacatol Rex! A splendid pearl in the ebony blackmess of space, an illu-
minated plendor of wealth, intellect, and trade. Ruled by the nughly
Lazax, masters of the stars and planets, the Imperial race. In prehistory,
the great races: N'ory, Xxcha, Hacan, Letney, Jol-Nar, and Sol, al
humbly aclmowledged Lazax rule, and fogether all races formed a great
council fo advise and debate isxues vitimately decided by the Lazax
Emperor. For countless ages i was thus. Glory, progress, and collabo-
ration under the emperor.

Ever so dowly things began to change. The galaxp had reached an
intellectual and economic equilibrium. Polifical energy soon turned info
milifant pafriofism, and inferracial power struggles began to flare. As
fec hmological and infellecfual growth stalled, fension slowly reached
crifical mass. J was during fhis age that the firsf accounts of phy sical
conflict befween the greaf races were recorded. This era of growing
darimess became kmown as the Age of Dusk.

Through mo& of that age, the Lazax s6ll held uvifimate authority without
question. Blinded by the assurance of efemal rule, they were only
sightly concerned about the intensifying ambifions of the greaf races.
Yef as the tensions grew deeper, so grew the hunger for power. Secret
unspoken desire began fo drive the leaders of the great races Hinger
and fust & be the ruling race, to becone emperor! By the end of the
Age of Dusk, weapons and espionage had become the crux of fechno-
logical progression.

Then, one day, a small political affair near the Juann passage erupfed
info armed conflict. War spread like a wildfive through the galaxy. The
Cuann Conflict marks the be inning of the Age of Twilight.

¥ all the planets in the galaxy, no planet was more war-forn than cen-
tral Mecafol Rex. COhily 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 nof so forfunate.
As the ruling race, the impenial fleets struggled fo keep the war under
confrol and so became the nafural eneny of all. Over the course of
merely twendy pears, the Lazax presence in the galaxy was completely
destroyed No Lazax has been seen in the galaxy for more than 3000
years. The Imperial throne in the greaf council now stands emply, the
Winnarans, custodians of ifs greatess, sill keep the shatfered Mecalol
Rex functioning and the council running.

The Twilight Wars lasted for centuries buf no race was powerful
enough fo seize the throne and riskthe fate of the Lazax. Countless
resources and vast development was funnelled ito the wars. Stowly the
economies of the greaf races began fo crumble under the infolerable
Frain of never-ending conflict. Civilization and technology re gressed to
almost prehistoric levels.

The Twilight Wars did not end on @ gpecific date, but faded info nothing
as the great races fumbled info a

dark age of economic and

infellectual disaster If was

only a matter of time before

they had refreated info
small, sqfe areas

of space.

It has now been thousands of years since the las kmown armed conflict
between the races. Buf with economies rebuilt, ambition has begun to
Sare once more. On Mecafol Rex, the council has again begun fo gain
inportance and mfluence. The greaf races have once more embarked on
anne xation and colonizafion of nearby spstems. Stap by step, the races

seek fo bring back former glory and greatness.

The imperial throne remains enpfy, the Winnarans stll its guardians
Yet it seems certain that the Age of Twilight is coming fo an end, and
thatf one race will soon gain enough influence fo seize the imperial
throne and bring about @ new age of galactic greatess.

1.0 Introduction

Welcome to a world of majestic races, virulent commerce, hectic diplo-
macy, and dramatic warfare. TWILIGHT IMPERIUM is a gare of
struggle and conflict on an epic galactic level. In the course of the
game, playvers strrve to build their races to ultimatelybecome the next
galactic eraperor of known space.

Expand your temitory; establish lucrative trade agreements with your
allies, wage war against your enemies, and finally gain power and influ-
ence in the galactic council. Inorder to achieve your ultimate goal you
raust balance all these things o 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 was published by FFG to
great success in IVay 1995, It spawmed a loyal following and 4 expan-
sion sefs were produced for the game. In the 2nd Edition, we have gone
back to the drawing board on a nuraber of things. The new elements in
TWILIGHT IMPERIUM 2nd EDITION are as follows:

* New action and political cards

= Mew technology system

= New progression chart require ments
* New racial abilities

= “Distant Suns™ and “Marafest Desting” rules options
= New map tile assortment

= Extra starting units

= Plastic game components

= Race card stands

* Insmgence checks

= New ‘Military” victory conditions.

= New rles for planetary control

= Camiers only hold 5 units

* New rules for PD 5.

20 Object of the Game

To win TWILIGHT IMPERIUI a plaver must advance his race on the
galactic progression chart frora WARLORD to IMPERIUM REX. The
first plaver to reach IMPERIUM REX iramediately seizes control of the
galactic council on Iecatol Rex and becomes galactic eraperor. In order
to advance on the progression chart, playes rust qualify for a nurmber
of military, political, and econoric benchrmarks.



Miitary Wciory

4.6 Player Game: [f one player manages to control all the planets in
the Homesystems of three other players he irarediately wins the gare
regardless of his standing on the progression chart.

2-3 Player Game: [f one player raanages to control all the planets in
the Homesysterns of the other player(s), he iramediately wins the game,
regardless of his standing on the progression chart.

3.0 Game Contents and Assembly

The Second Edition of TWILIGHT IMPERIUM is loaded with the fol-
lowing game cormponents:

* One s=ton game rules

= 18 Sprues of Plastic Playing Pieces {Crusers, Dreadnoughts, Camiers,
Ground Forces, PD.S ., and Fighters)

= 39 Iapboard he xagonal 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

» & Plastic Stands (for the 6 Race charis)

Action Gard

Before playing your first game of TWILIGHT IMPERIUM, punch out
all the cardboard pieces, and carefully cut out the plastic pieces from
their sprues. Take note that the small pizces pose a chocking hazard. Be
sure to keep such components ouf of the reach of small children and
animals.

FPRA NMAUGNIPFIUA BELLUN GLURKIUDU N

4.0 Beginning the Game
Tobegin playing TWILIGHT IMPERIUM follow the points below:

1) Determing the number of people that willbe playing.

2) Place the six Homesystem tiles (hex tiles with yellow borders) face
down on the table.

3) Each player randorly selects one Horesystera. Each Homesyster
represents the starting point of one of the races in the game. The player
with the corresponding Hormesystera will control that race in this game
of TWILIGHT IMPERIUN. In the case ofa 2-5 player game, remove
extra Homesyster(s) that are notbeing used in your game.

4) Each player now takes the Race Stand that conesponds to his race.
On the back of these stands, each player will be able to identify his
starting income, special abilities, starting technology; and additional
starting units.

5) Flace all the Lazax Gold Credits in a separate pile (frora now on
called the “Bank™).

6) Sort the technology chits by type and color and neatly place ther on
an accessible area of the table.

™) Each player takes all pieces of one color of the plastic playing com-
porents, and the Control Ivlarkers that conespond to his race.

8) Separate the Political Cards and the Action Cardsinto two separate
stacks, shuffle thera, and place ther on anaccessible area of the table.

Game Variant: Instead of randomly selecting races, plavers use
starting incore fo bid for their favonte race.

5.0 Creating the Galaxy

TWILIGHT IMPERIUM uses a unigque style of gameboard consisting
of multiple hexagon tile rapboard pieces that can be brought together
in a mymad of combinations.

The galaxy is created in the following way:

1) After all players have drawn their Horaesysteros and have collected
their starfing units, technology chits, and starting income, take the
MECATOL REX gameboard tile and place it in the middle of the table.

2) Ivix the remaining 32 gareboard tiles (all the tiles minus the
MECATOL REX tile and the 6 homesysters) and place them face
down on the table. Then:

6-Player Game: From the pile of face-down tiles,
remove 2 tiles from the game (wathout looking at
thera). Then evenly distibute the remairing tiles,
face down, fo each player.

S-Player Game: Frorm the pile of face-down
tiles, remove one tile from the game (without
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Diagram Onc
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After placing th2 central Mecatol Rex tile, all players
take pesitions around the table and select a race. Playere
plece their respective homesystem adjacent to Mecatol
Rex, and dugg itabout 3 feet wowards hemselves. As e
mepboard 15 later ercated, the players place thar home-
sysiems in the appropriaic comers of the board

> Mecatol Rex

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 th2 various rings. A player may not

begin placing a new ting unless the inmer 1 ng las been
completed. Players place their Homesystems at the appropriate
spot afler ring 2 has been completed.

looking at it). Then evenly distribute the remaining tiles, face dowm, o
each player One player will receive 7 tiles, everyone elss will have 6
tiles. Before looking at any of hus tiles, the player wath 7 must choos: to
either pay 5 credits or pass the Tth 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 geomefry of the gameboard, we do not
recommend a J player game of TWILIGHT IMPERIUM, but it can be
eccommodated (as expiained later).

4-Phayer Game: Evenly distibute the 32 tiles, face down, to each
player

3-Phayer Game: Fexove 8 tiles frora the gare (without looking at
thern). Then evenly distnbute the remaming tiles, face dowr, to each
player.

2-Player Game: Fexove 10 tiles from the garae (without looking at
thern), then evenly distribute the remaining tiles, face dowr, to each
player.

3) Now, each player rolls a die. The player with the lowest roll places
his home systera along one of the

edges of Mecatol Rex and

drags it shout two feet away < .

from Mecatol Rex towards

himself (See diagrara 1.
Then the player

to his left does likewnise, etc.

= Now plavers in tum (starting fror lowest die roll and racving clock-
wise) begin creating the rest of the galaxyhy placing tiles fror 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 ning 2 before nng 1 is corpleted. Likewise
a tile canmot be placed in ring 3 before ring 2 is completed. (See dia-
gram 2.)

= Bs soon as the correct placerent for your homesystern is available,
place your homesystem in its assigned place (see diagram 2).

= A red bordered tile (Asteroids or Supermova) cannot be placed next to
another red bordered tile. (Unless there is absolutely no other option for
placement).

* The order of placeraent switches counterclockwise after all players
have placed a round of tiles, and yetagain clockwise afier that round,
efc. This in effect will make the plaver who placed last, irare diately
place again. (Example of a four-player game tum order: P1, P2, P3, P4,
P4,P3,P2,F1,P1,P2.)

= [f you have placed a non-planet tile {any syster without a planet)




during your last turr, you rmust, if possible, place a planet tile this tire.

TIP: When creating the galaxy, it is wise to place wealthy systerns
closer to your own Homesystern so that you might be the first to irvade
them and recetve their additional resowrces and influence. Systeras like
Asteroid Fields or Supemova canbe used as an annoyance towards
other players, or canbe played as a useful barmier between you and a
potentially aggressive neighbor.

6.0 Starting Positions

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

= & player starfing m an “A” position recetves 15 additional credits at
the beginning of the game.

= & player in the “B” position recerves 20 additional credits at the
beginning of the game.

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

&l Bdore Starting

Before actuallybeginning gameplay; each race starts with a certain
nuraber of credits, Technology advances, and additional starting wrats,
(The Sardakk N'ory for instance, be gin the game with 35 Iazax Gold
Credifs, two Technology chifs, and J exfra combaf units) Flayers should
take theirallotted cornponents before the game begins in eamest.

Basic Startng Units

After the gameboard has been created, each player places the following
on his Home systera:

* One Ground Force on each planet in the Homesystem

= One Spacedock on the Homesystem planet with the highest Resources

Techmubgy
Specialty Irfluence
Vilue

Resource Valwe

Planet Name

Exra Starng Units

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

Spedal Abiltes

As indicated on the back of each race card, players have urnigue special
abilifies that separate the different races. Players should make use of
these special abilities to improve their chances of winning the game.

PAX MAGNIFICA BELLUM GLORIOSU
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7.0 The Game Counters

Following is a description of the components found in the game.
lustrations of these cormponents canbe found in section 3.0.

7.1 The Control Markers

Each race i1s provided with 11 control markers. These markers are used
for a number of functions:

= Place markers on Trade Agreements to indicafe pour participation in
them.

= Place markers on planefs under your confrol fhaf confain none of your
Ground Forees.

= Use a confrol marker o represent your posifion 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 Credite simply as “credits.”

Players collect credits from planets and trade agreerents and use them
to purchase technology and rilitary units.

7.3 The Race Stands
The race stands provide useful references for the plavers, and act as col-
orful reminders of whora is playing what race.

Included in this game are 6 plastic stands. Simply press the Race Card
into the plastic stand 10 make it stand up.

7.4 The Number Counters

Players may purc hase an unlimited number of railitary units, but we can
only provide you a limited nuraber of pieces in this game. To represent
additional urdts of a specific type, place thess triangular counters under
railitary units to indicate how many of that unit type exist in that space.
Other players are always allowed to investigate your number counters

to assure therasebves of how many units you have.

Example : One Ground Force standing on a “3" number counfer indi-
cafes that there are three Ground Forces in this spot

7.5 Techmology Chils

Included in TWILIGHT IMPERIUTN are 20 differe nt technology coun-

ters. There are six counters for each technology; giving every player in

a 6 player game access to all technologies. There are four types of tech-
nology.

The Sardakk Norr

igantic, oceanless Cuinarra dwells
Gh‘.‘w a sleeping behemoth in the misly

depths of space. The surface of the red
planet is often ferrorrized by mighty electrical
sforms, savedstorms, and deady hail. On
Cuinarra, pure water is in corstant shortage,
ifs only real on-world source being the precip-
itation of the immense sforms. Though a lig-
wid-efficint species, if is still necessary for the
N'orry fo ferry gigavtic mowntans of ice fo
Quinarra from the frozen sister planet of
Tren'iak

The Sardaidc Norr is an insechile race,
dwelling in enormows and complex hive cifies.
Hardened by the rough evolution on Juinarra,
the N'arr are able fo live for long periods of
fime in exfreme hardship, their sheli-like bod-
ies confaining greaf physical sfrangfh

The N'orr are supposedly ruled by the "Queen
Meother, ” pet few frulp believe in her existence.
The maority of the N'orr hold “Sardaldc The
Mother " in a mere rifual respect The accept-
ed leadey, and the Head Of Stafe, is The
Spedker of The Queen, a male N'orr in direct
command over the economic, culfiral, and
military matfers of the N'arr,

The N'orr "Tekldar Blife” froops are framed
from Birth in the wastes of Chanarra fo fight
and give their fanafical loyally fo the Mother
and the Speaker dove.




Green = Biological Technology
Red B Weapons Technology
Blue = Propulsion Technology
Yellow = General Technology

The frontside of a Technology Chit indicates the nare and recpuire-
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 hir, indicating that his race has developed this technology: The
acquisition of techrology is a require rent to advance on the Galactic
Progression Chart. Technology willbe explained in more detail in sec-
tion 2.4.

Military Units

Every player has a great nuraber of military counters at his disposal. All
such counters are represented by the plastic cormponents inthe game.
Below we will describe the individual militars units and their functions
in detail

7.6 The Spacedock
& Spacedock signifies an advanced military cormplex and a heavy

industral presence. In order to build any new urats 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 & planetcan only
hold one S pacedock.

= Each Spacedock can raaintain two Fighter units.

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

* New spaceships (Fighters, Cruisers, Camiers, and Dreadnoughts) are
always placed, and always exist, only in space (spaceship units are not
attached to a single planet like 5 pacedocks, Ground Forces, and PD S ).

= Ground Forces and P.D.S . are always built directly on the planet of the
spacedock.
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ing PD.S. there—their salvoes can soon becorae intolerable to a
blockading fleet.

Tip#2: You can seriously irnpede a player's progression if you block-
ade herfhis Spacedocks early in the gare. Similarly you should protect
your own spacedocks, so pour production is not brought to a painful
halt

Cruisers are especiallyade pt at sweeping in to blockade Spacedocks. Be
aware of enemy Crusers within stiking distance.

7.7 Phnetary Defanse Systems (PDS)
The P.D.S. signifirboth defenstve anti-fleet countermeasures and a plan-
etary shield. The uses and effects of PD .S, are as follows:

* Planetary Shield
Mo Dreadnought mayborabard a planet that contains a PD S.

= Out Of Turn Defense

Check for this option 1rme diately after an enermy finishes his
IMoveraent Segment. If that enemy has spaceships in a systera contain-
ing your PDS | you may fire once per friendly P.DS. in that system.
See section 8.3 to understand “hits” and “reraoving casualties” The
enemy player has no defense agamst this barrage.

Example: A hostile Sardald Norr fleet has enfered a system contain-
ing @ planet confrolled by the Hacan. The Hacan player has three
PS5 on that planet. After the N'orr player finishes his Movement
Segment, the Hacan fires three times with his P D5 af the N'orr
ships.

* Offensire Fire

Dwring your Space Combat Segment, you may fire once per P.D.S. unit
atanyeneryships in & systera in which you control PD.S. The eneray
player has no deferse against this barrage.

Example: During the Hacan plaper s turn, the N'orr fleef stili
ies in the Hacan spstem with the three PD S The Hacan play-
er may, during his Space Combat Segment, fire three times at
the Sardakl ships.

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

MILITARY BLOCKADE

If an enery unit occupies the space surounding your Spacedock, that
Spacedock cannot place any new units in space, If, during the ‘Flace
New Units” phase, a player cannot place units due to a blockade, such
units are autoraatically 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 your race has the “Deep Space Cannon” fechnology, @ PD.S.
may fire af an adjacent spstem or in its own gpfem, but not both.

= Imwrasion Defense
During your eneray’s Iivasion Combat Segment, each defending PD.S.
unit may fire once ateneray Ground Forces irvvading the planet contain-
ing PD.S. Note that the PD S has to be on the exact planet

being irvaded. PD.S units in the same systera, but
not on the planet being irvraded, may not fire. The
enemy player has no defense agamst this barrage.
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Example : During hi's next Invasion Combat Segment, the N'orr
player sends five Ground Forces from the fleef to invade the Facan
planet. Before the actual invasion combat begins, the Hacan plaper
fires once for each of his PD.S af the imvading Ground Forces
{For each hit, the N'orr player nu s remove an invading Ground
Force).

PD.S. cannot move on their owm volition, but can, like Ground Forces,
be transported by Carrier units from planet to planet.

In summary, your PD.S can a) fire at eneray wuts during your oppo-
nent’s tum, end b) fire at enemy units during your Space Combat
Segment, and ¢) fire at enemy rovading Ground Forces dunng his
Irevasion Combat Segrent. In addition d) no enemay Dreadnoughts can
bormbard a planet containing one or more PD.S.

78 Ground Foroes

Ground Forces signifiy 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 must have had at least one Ground Force
unit on that planet. You carnmot irvvade or conguer a plane twithout ini-

tially landing a Ground Force unit on that planet.

= 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 Wove ment Segment, a Camier may pick up a
Ground Force unit from a planet in the same system as the Camer

= During the Irwvasion Combat Segment, any Ground Forces ona
Carrier unit may rove onto a friendly; hostile, or neutral planet in the
same systera. (See Section 8.3))

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

7.9 Carriers

The Carmier unit maybe the most significant unitin the spaceship arse-
nal. Without the Carrier unat, players would have no way to expand
their erapires by invading other planets, Camiers are weak fighters, but
they carry Ground Forces, Fighters and PD.S . around the galaxy

& Camercan hold a total of five units. These can be a raix of Ground
Fowe, Fighter, and/or PD 5. units. Think of it as 5 cargo ‘slots” in
which the Camier can house any combination of militarybarges, Fighter
hangars, or PD.S. containment corapartments. For exanple, any one
Carrier can hold 1 Fighter, 2 Ground Forces, and 2 FD.5 units.

* The PDS. do notwork while onboard a Camer.

= Ground Forces are helpless
while being transported by a
Camier. If acameris

destroyed, all Ground
Fores and

P.D 5. orboard are instantly destroved. Fighters mayswrvive until the
end of the Space Combat Segrment.

7.10 RAghters
Fighter units are inexpensive, yet effective malitary units. They are
essential in protecting the larger ships in a player’s starfleet.

= & Fighter canmot move in space by itseIf. In fact, it cannot even exist

in space, unless the systera can maintain the fighters via a Spacedock or
a Carrier nrat,

= Spacedocks can maintain two Fighter units, and Cariers can maintain
up to five Fighter units. Fighters may only rove with Camier units (the
Camier holds the Fighters in ifs interior hangar). Fighters may not move
independe ntly.

* Ifa systera holds more Fighters than allowed by Carriers and
Syacedocks, the excess Fighters are immediafely destroyed.

Exanple : Aspstem that confains one Spacedock and one Carrier
can mainfain 7 Fighter units (if the carrier is nof carming any
Ground Forcesor PD.S). F the Carrier leaves the spdem, Jof the
Fighters must follow the Carrier, ance the Spacedock can only man-
fan 2 Fighters

711 Cruisers

The Cruiser is the simplest of the space units. It is, howewver, also one of
the most effective. Fora fair price, the Cruser delivers an effective
punch in corbat. Cruisers are the backbone of any race’s starfleet.

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

712 Dreadnoughts

The Dreadnoughts are the immense sentinels of deep space, commonly
func iorang as 1mpressive and destructive flagships. These cosly ships
canalso be used to rain destruction on enemy planets.

BOMBARDING

= Imediately before your Invasion Combat Segraent, your
Dreadnoughts in the same system maybombard enemy planets. Each
Dreadnought maybombard once during each Invasion Corbat
Segment. For every hit, the eneray must iramediatel y rerove one
Ground Force unit from the planet.

* If a planet contains one or raore FD .S, Dreadnoughts cannot borabard
that planet.

= Dreadnoughts can bombard eneray planets even if there is no actual
irevasion taking place,

= If an eneray planet only contains an eneray Control markey, any “Hit™
will remove the enemy control marker and make the planet neutral.
Thus a planet with one Ground Force will take two bombardments to
tumn the planet neutral: One hit to kill the Ground Force, and a second
hitto reraove the opponent’s control marker.



The Universities of Jo-Nar

nly the oldest of the Regents imow the
Ocompiew orign and evolufion of the

agquatic Hylar Living in massive sub-
merged cifies, the water breafung Hylar is a
species whose infense passion for fechyology
inwarivaled avywhere in the galaxy. Human
scholars have speculafed thaf this gevefic pas-
sion for fechnology is an evolufionay sign of
a harsh exvirovment adapted fo a biological
physique that is significantly weak and wifh
limifed dexterous use. n other words, fhe
Hylar have found ivtelligence avd ambition
sifficient fo circumvent fhelr wealvegsses.

The governing system of the Hylar is that of
the Jol-Nar educafion alliance. The Head
Master governs thelr united effor s with the
Circle of Regents acting simultanecusly as the
most accomplished scholars of their field and
as governors of the variows regions on the ftwo
oceanic planets of Jol and Nar. The Joi-Nar
regime is often considered by other races to be
an impatient and rude ove. Parhaps this is a
mere reflection of the ambifous and compefi-
five Hylar culture, perhaps vot

Though the Hylar are capable of breathing
swiace air for extremely long periods of fime
{some have been fimed fo exceed several
years), their dense bodies avd soft bones make
them most comfor fable submerged

The Head Master avd the Clrcle of Regents
will nof folerafe vy obsfrucfion in thar
search for infellectual and techrologica
advancement.

FPRA NMAUGNIPFIUA BELLUN GLURKIUDU N

Exampile: The N'orr player is ready fo 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 playper rolls two
dice, a 3 and a & Ome hif. The Hacan plaper removes one Ground
Force. The N'orr then lands three Ground Forces which now face
only one Sol defender insfead of two.

8.0 The Tum Sequence
The game rounds of TWILIGHT INMPERIUNM follow these phases:

1) Political Phase
2) Economy Phase
- Draw Action Card Segment
- Receive Credil Segment
- Purchase Uniis Segment
3) Ind &id ual Turns Phase
- Movement Segment
- $ace Comhat Segment
- Invasion Combat Segment
4) Technology Phase
5) Place New Uniis Phase
6) Progression Phase

Afler 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 more, ete.

Below, each phase is described in de tail

8.1 The Poltical Phase

The Political Phase is an important part of TWILIGHT IMFERIUIM. It
represents the Galactic Council on central Mecatol Rex where the great
races reet in a galactic assermbly o decide upon ratters greatand
sruall.

The politicalpower (votes) of each player is equal o the numher of
influence that p layer has. When casting votes during the Political
Phase, a player must cast @ll votes, he cannot split votes or only allocate
a certain nurdber of votes.

Your total influence (votes) equals the corbined influence value of all
planets under your confrol.

BEGINNING THE POLITICAL PHASE
The Political Phase is initiated by drawing a political card from the
deck of pre-shuffled political cards. This card re presents

the political agenda for this session of the couneil.

One player should read the agenda aloud, making
it clear what type of vote is about to be cast. In
TWILIGHT IMPERIUIM, there are two types of
voting processes:
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1) Electvotes: When a political agenda asks the council to Elecf some-
thing or someone, each player may choose who orwhat io elect. The
subject with the highest number of total votes & considered elected

Sirnply follow the instructions on the cards.

2) For or Againstvotes: Ivlost cards will ask the council to vote for or
againsf a cerain action or law Simply follow the instractions 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 andior flow of the game. When a LAW 15 voted FOR, that

litical card is laid face up close to the political deck where all 1S =

f:n see 1t The effects nfth];s card are m?constani_ If a LAW wiﬂf:fd The Xxcha Kmm

AGAINST, enact any “against” effects the card may have, and then dis- athed in the strong, yef gextle, light of

card the card. the Xxlak star lies the splendid jewel of
Archon Ren The pianef hosts a mag-

Though the counecil raght have adopted a certain LAW earlyin the nificent jungle enviroyment avd a myriad of

game, the balance of power can later shift and old laws might become living creatures. The Xxcha, a sentient lizard

unpopular. If this happens, how can the council reverse old laws? race, are masters of life on Archon Ren. The

In the political deck, there are a few cards that will allow for older gzz: ;;::e fi;::;?;::’?:s:;e o e Creat
LAWS to be reassessed. Mot that such cards are few, however, and &8¢ ¥ ;

that rmost passed LAWS are in the game to stay
pes mieg DRy The Xxcha momarchy 1s ruled by the King m

« If a Revote card is drawn, but there are no existing LAWS, the card is the lush cify of Kkig, where he oversees a

discarded and the Folitical Phase is owver. philosophical and peaceful pecple whose
sfruchres avd starships are offen mfricately

Typical Political Card: beawfifil and an aestestic joy fo the eye A

Sfavorife past ime of elder Xxcha is fo confem-
plate Origin and Meanng while smolang Gerr
Roof onlong stemmed pipes. Tourists find

Humane Labar Archon Ren a paradise remarkably free from
fLaw) hosfile msects fhaf so offen make jungie plan

“They are dying like flies. efs unbear able.
The conditions @e sivpy
and il deplrabie The everlasting sorrow of the Xxcha pecple
For: The production lirit hovers siiming above them in the vight sky.
of all Spacedacks are lim- Brillianf it may look, buf shattered and dead
ited 4o 2. | nevertheless: Archon Tay the sister planet that
A guineti o Spaceleds 3 once m.afched Archon Ren’s bgau!y and
1ay produce anything majesty. The ecology of Archon Tau was
this yound. desfroped in the gruesome bombardament

when a Lefnev force invaded and was subse-
quertly defeated by a liberating Sol force in
fthe earily Twiligit Era

RUNNING THE POLITICAL PHASE

X Onee a people with no military, fhe Xxcha are
The Political Phase should be ran in the following fashion.

docile vo longer The silent reminder above

1) A Political card is drawnand ;’“’”’ "‘:‘i‘ . ‘?“:“ iRy “’“f‘ﬂjg vigh
the wesliion s ad alid. P g vt @d defermined fo never agan submif fo
an invading force.

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




or convince other players to vote their way

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

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

= If at any point duning the garae, the nurmber of players 1s reduced to
two (orina two plaver 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 meantto be a fun, active phase, allowing players
fo forge alliances and use their political prowess fo hurt their enemies
in ofher ways than through military force.

* Players typically make promises in retumn for favors or credits. All
such promises are paper-thin. There is no penaltyin TWILIGHT
IMPERIUM for not keeping a promise made (except mavbe a poor
reputation).

* Credits may not voluntarily flow between players (unless an action
card states so) inanyother phase than the Political Phase. ALl brbes
and other tacit payent arrangere nts rust be made during this phase.

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

- Draw Action Card
- Recere Crediis
- Purc hase Units

Players should play these segments simultaneously to speed up the
gare . If there is any doubt o1 coraplaimts, players should go in order of
Influence (highest influence goes first).

DRAW ACTION CARDS
During this segment, each player draws one action card.

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

= bction cards can onlybe played at cerfain tirees during the gare.
Each card desenbes 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-
tiow/entity during one round. (Exanple: a plaper cannot play two Flank
Speed cards on the same fleel He/she can, however, play a Fiank Speed
card on two different fleets the same furn.)

= & player can not hold more than 7 action cards. If a player holds 7
action caxds, he is not allowed to draw a card during the Draw Action
Card Phase.
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= & player can discard as manyaction cards as desired raraediate Iy
before the Draw Action Card Phase.

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

Tppical Action Card:

Skilled Retrsat

A, shilled Adm 1l rewigtes
your defending Fleet ont of
damgr.

Inmedntelymaore ore
defending flest to an adia-
cert frindly or empty sys-
tem . Afterthe retreat, the
attacking pleper resum e his
tarn

Plyy: Before areyromd of
the Space Battk Segment

RECENVE(REDITS
Duning this segment, each plaver receives, from the bank, a noaber of

credits equal to his total number of resources.

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

After deterraning how many credits each plaver recerves, the players
take these credits from the bank, adding them to their private stockpile

of credits.

Trade Income
Also during the Receive Credits Segraent, players collect income from
any Trade Agreements.

Some of the most rewarding cards in the Action Card deck are the
Trade Agreemenis. During the Recerve Credits Segment, a player col-
lects, from the bank, a nuraber of credits equal to the number of planets
that the trade partner controls.

Example: The Letnev and Xxcha are involved in a Trade Agreement.

The Letnev player controls 7 planets and the Xrcha control 4 planeis.
During the Receive Credits Segment the Letnev player collects 4 credits
and the Xxcha collects 7 credits for this Trade
Agreement.

Playing a Trade Agreement means that the two
races involved have erbarked 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 sigrafiy their
participation.

Trade Agreamant

Agree to rade with another
player.

Buthe Recewe Credis
Segmert, both players
receire ore e dit for each
planet cortrolled by the
trade partner. Either trade

parter cam cancel fhis
Agyeement af arcy time . Cnly
e Trade Sgpeem ent can'be
actims betwrean tao plagrers
at arey grentim e,

Phy Inmedinte by before
your Morement Se gn et

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

Trade Agreements are broken imraediatelyif the two trading partners
engage in either space battle or rvasion corabat against each other.
Trade Agreements with the Hacan player are nof broken if the Hacan
are irvolved in cordbat with a rading partner.

PURCHASE UAITS

After all players have received credits, each player has the option to
purchase new urits. Any credits spent on units ar 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 garae later during the Place New Units
Phase.

IMPORTANT: When purchasing units, reraeraber the restrctions on
how rany urits you can place ata Spacedock. If you have bought
units, but cannot place thera on the board during the Flace New Units
Phase, the units are destroyed and you will have lost the credits used to
build them.

The Federation of Sol

ver since their discovery of the mass-
Edrme engine, lumans have been reach

ing mfo space. Driven by some inner
instivet of exploration and discovery, no star
seems foo remote for Iaman curiosity.

Semming from the gorgeous planet Jord {or
Brtf) human fleets of commerce and coloviza-
tion are common sights in the galary. More so
than any ofher race humans have the greafest
deviavce in ivtellect and applicafion i skills.
They can be fourd in every level of galactic
cuifure, from common servanfs, smuggiers,
and thieves, fo wealfhy fraders, diplomafic
consulfants, and respected scholars. It is com-
monly recognized by galactic lstorians that it
has been the diversification of lzoman falent
that has allowed the race o resist amihilation
or exfincion,

The Federation is governed by the bi-avwually
elected "Preishent” or "High Mivisfer,”
whose power is courterbalaveed by the cen
fral Council of One Thousand Governavce
and administr afion of the luman cause is dore
Jfrom the massive cify of New Moscow, locafed
in the cenfer of the Jord wurbavized confinert.

For all their prowess in diversificafion,
lemans have proven themselves fo be one of
the mosf aggressive of the greaf races. Way,
nafionalism, and hostile expansion have leff
their mark on luanan Jastory. Sol was among
the most @denf aggressors during the early
Twilight Wars,




Unit Costs

Type Cost
Dreadnought 10
Carrier 10
Cruiser [
Fighter 4
Ground Force 4
PD.8S 10
Spacedock 15
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another race, it is considered inferdicfed and it must stop raove ment.

wmmﬁ of two dlﬁ'erent Iaces, o space.

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

= The definition of a Fleet is one or more spaceships in the seme spsfem
bgfore the beginning of pour Movement Se gment.

IMPORTANT: Spaceships can never move hrough star-systeras 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, plavers have mostly
acted simultaneously Duning this phase, however,
each player individually plays through the three
steps of the phase while other players wait and
ohserve.

The plaver order of the Indrvidual Turms Phase is
decided by the total araount of influence each play-

Example of Carrier
Movement and Invasion.

er has. The player with the highest influe nce goes
first, followed by the player with the next highest
mflue nee, etc.

= Note that influence may change as planets change
hands. Players should re-check the araount of influ-
ence after each player has taken his tum. & player
can only play this phase once per garme round,

The Indridual Turms Phase is taken in three seg-
ments:

- Ivlovverae nt
- Space Corbat

Dunug its Movement Scgment, the So. Carricr
carrying two Fighters loads two Ground Forces

from the planct in System A. The Carricr then
moves from Svetem A Lo System 13,

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

- Irevasion Corabat

Each plaver plays through all three segments before
the next player takes his individual tumn.

MOVEMENT SEGMENT

During the IMoverment Segment of the Indnadual Tums Phase, the
actrve player can raove her/his units around the galaxy Flease 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 systera to an adjacent
star system).

Trangporting

& Camercan pick up a Ground Force or PD.5. unit at any time during
its movenment (before, inbetween, or after). & Ground Force or FD.S.
unit, however, cannot leave the Camerbefore the Irnvvasion Corbat
Segment. See the illustrated exaraple for an exarple of Camier trans-
portation.

Interdiction
The moment a shipenters a system containing the spaceship(s) of

Spedal Maphoard Ties
TWILIGHT IMPERIUM contains several mapboard tiles that are not
considered standard systerus:

* Wormbholes

There exists in space a phenomenon kmown as @ “wormhole”: a gravi-
tafional anomaly with uch incredible polarized mass atfraction that
two different places in space exist af the same point.

In TWILIGHT IMPERIUN, players can use wonnholes to traverse
great distances of space. Included in TWILIGHT
IMPERIUM are the Alpha and Befa Wormholes. It
costs one movement to enter a wonmhole. Aflera
ship enters a wonmhole, simply place the shipin
the systera containing the other end of the
worrhole.

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

Exarple : A Hocan Crunser wat with a novenent gf 1 begivs its hom in gys-
tem X} uwses cve movement to go to the adjacert systam Vihat contains the
Alpha Bovmbwie. The Crugser wes its second novemere dlowaxe © nove
thrvough the wormidla and exnds its hon in the psemeotaiing the other
Aipha worndvle.

* Supernovas
These exploding balls of energyare absolutely irpassible.

= Asteroil Fields

These fields of planetary debins are impassible until players achiewve

Antimass Deflector Technology. With this technology, players are The Baromny Of Letnev

allowed to move through asteroid fields, but never end their turm here. n the very blackness of space lies the bleak

(Thus only ships with movement of 2 or higher can use this option.) I and torfured world iown as Are Prime
Here the BEaron presides over the vast

SPACE COMBAT SEGMENT nder grovnd W Hie Lataaw DT

The active player begins his Space Combat Segment imme diately after ekl o sl o“f et nbiad iy

he has corapleted his IVoverment Segrent. S pace battles always occur in 1 R e e semR bl el
g B ed by fle planet core, the Letnev exploif the

any system containing the spaceships of the active player and those of ; ik e :
another race. Space battles are fought in the follovang manner: immense metallurgic riches of Arc Prime.

1) The attacking player fires once with all his ships and counts the The Baron vurtures avd prods a proud and

rnuaber of kifs he inflicts. & hit is inflicted when a player wlls equalfo aggressive people. Order is hept by the main-

or higher than a ship’s combat value. fenance of a militanf culfire, impressive disci-
) ) ) ) pline, ard a strict bureaver acy. The pale

2) The defer}dmg pla;i_er fires with all defending wnits and counts the Lefnev despise excessive light and often will

nurdber of hits he inflicts. wear profecfive eyewear when fravelling on

3) Both players rerove a number of ships equal fo the nurdber of hits planets with bright sunlight.

mflicted by thewr opponent (Flayers choose their own casnalties).
The everlasting dilemma of the Lefvev is their

4) The attacker now has the opporhmity to stop the attack and with- need for food avd wuifrifion Though o army
draw. of droids memage vast caverns of fingus farm-
ing the populafion of the Barony has far cut-

5) The above process is repeated until one side is eliminated, or the grown what Arc Prime can muster in food-
attacker bas withdrawn. stuffs and liquid. The ancient Lazaz kept the

. Barovy wder confrol by carefud moniforing of
See Diagram #4 fora full length exaraple of space combat. R
What is a hit?
On the back of this booklet, you will find the combat value for each The Letvey milifary receives a franning so
ship type. This nurcher or greater raustbe rolled to score a hit. Notice intense and gffective if is only surpassed by the
that a Fighter has a combatvalue of *9°. That means that it scores a hat “Telddar Blite” froops on distant Cuinarra.
ona roll of 9 or 10 (rnarked by a 0) ona ten-sided die. The vastly raore The Barom limself has only ane flaring anbi-
powe rful Dreadnought with a corabatvalue of ‘4" hits by rolling fion: To become Bmperor @t avy cost!
456,7,89, or 10.
Removing Casualiies
Since players rerove their own casualties, and one hitkills anyship, it wriihd rawals
makes sozse that plagers will remove Every round the attacke has the option to withdraw frox the attack. If
their weakesticheapest chips - hejshe chooses to withdraw, the entire attacking force must withdraw
fist F)ghter um‘m a0 sel i together to an adjacent hex from which at least one attacking shup
for this type of “gun-fod- ’ \ moved during the Ivoverent Segment.

der’.
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Diagram Four
Space Battles Example

Sol forces consisting of | Dreadnought and onc Carricr (carrving

2 Ground Forees mnd 3 Figheers) have entered a Xxcka system during
Sol's Movement Segment. The Xxcha system 1s defended by one
Xxcha Dreadnought and two Xxcha Cruisess (The Xoxcha also controls
une Grorand Torce unit on the the system’s sule planet).

During Sol’s Space Battles Segment, the bzttle begins. The 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 4 total of 2 times. The Xxcha player rolls an “§8° for
his Dreadnought (4 hit) and 4 *9” and ‘8" for his Cruisers (iwo Eits).
The Xxcha player hits g total ol 3 times. The Xxcha player removes
his two Cruisers and the Sol player removes his three Fighters.

The Sol player chaoses not to withdraw his forces, and therefoce
engages the Xxcha in znothar round of combat. Sol’s Carrier rolls a
T (@ wisy), and bis Dreatiougit @ “6¢° (a hit). The Xacha Dicad-
nought -olls a *3" (a miss). The Xxche must remove his Dreadnought
(his last remaining shap). With all Xxchs torces destroyed, the Sol
player is victoriows and the Space Baltle is over

During his lollowing Invasion Combatl Segment, the Sol player plans
1o invade the planet with his two Ground Forces. A hattle will then
follow between the two Sol Ground Forces and the single defending
Xxcha Ground Ferce unit.

bn attacker may never withdraw through a Wonahole or info an

Asteroid Field. Invasion Sequence:
1} Deterraine which and how many Ground Forces will land on the spe-
Transporied Units cific planet.

Sormetiraes it is possible to catch an eneray fleet with a Camier trans-
porting Ground Forces or PD.S. While ona Camer, these units cannot  2) Each Dreadnought in the syster may fire one shot borabarding the

defend orattack and are destroyed if the Carrier is destroyed. eneray Ground Forces on the planet being invaded. Dreadnoughts are
allowed to borabard even if the actrve plaver is not
nvasion Combat Segment landing any Ground Forces on the planet

After the individual player has finished all his space battles, he rmmedi- ~ (Remeraber that Dreadnoughts cannot bordbard a
ately moves on to the Irvvasion Combat Segrent. An invasion is defined  planet that contains a PD.S ).
as the following:

3) Each defending PDS . unit fires once at the
The movement of one or more friendly Ground Force units andfor PD.§  invading Ground Forces.
from a Carrier unit fo a friendly, neufral or enemp planet in the same
psfem.
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4) The reraaining irvading Ground Forces land on the planetand
begin battle with the defending Ground Forces. The invasion combat
seqquence is identical to the space battle sequence exce pt that the
affacking units can nof withdraw (and all cormbat is between Ground
Forces):

a) The attacking player rolls for invading Ground Forces,

b) The defending player rolls for defending Ground Forces.

c) Both players reraove casualties.

d) The above sequence is repeated until onlyone player has any
Ground Forces left on the planet, or there are no Ground Forces left at
all.

If all the Ground Forces of both the defending and the attacking play-
er were wiped out, the defending player places a Control IMarker on
the planet. The defender still controls that planet.

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

HMote: Whale 1t is possible to land PD.S. on an eneray planet during
irvasion, the PD.S. cannot participate in combat and is destroyed if
the irvasion fails.

Effecis of Invasion:

MNeutral Planets: When a player invades a neutral planet, the player
irarnediatel y adds the addiional resources and influence points to hus
race’s total.

Enery Planets: When a player concpuers a planet from another player,
all the enerny P.D.S. and Spacedocks are immediatel y destroyed. The
conguening player imme diately adds the additional resources and
influence points to his race’s total, and the player who lost the planet
immediately deducts these points flor his total.

Friendly Flanets: The player siraply adds the landing Ground Forces
to any force already on the planet’s swrface.

8.4 Techmology Phase

Duning this phase, plavers may each puchase one technology
advance in the form of a Technology Chit. It costs 30 credits o pur-
chase a technology advance (note that the Jol-MNar’s special ability
allows them to purchase green, gold, and blue technologyat 20 cred-
ifs).

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

* Tec hnology Requiremenis
The front of every Technology chit describes the nare of the technol-
ogy and the advances required to purchase that particular technology.

& player canmot purchase a technologybefore he owns the required
technologies. Sore tchnologies require tweo previous technologies (if
noted wiathan “AND") and other technologies canbe reached by own-
ing ong of two different technologies (if noted wath an “OR”).

Example: The requirements for the “GRAVITON NEGATOR” are
“Assauif Canmon OR Dacxive Amimators.” A player is thus allowed
fo purchase this fechnology if he owns either the Assault Cannon
technology or the Dacxive Anminmator technology.

* Technology Effecis

Each techmology gives its owner distinet and unicque advantages.
These advantages are described in detail on the back of every
Technology chit,

Planet Technology Specialties
Some planets harbor scientists that have special skills in one area of

Technology: Ifa planet shows a Technology Syrmbol adjacent to the
planet narae on the map tile, that planet improves your ability to pur-
chase tech of that color. You may subtract that planet’s resowces from
the cost of that tec hnology type.

@} — Warfarc Technology
{(!;l = Propulsion Technology
Q = Biological Technology

Example: A planet with resources of “¢" and a Red (Warfare) tech
speciaify allows pou fo purchase Red Technology af a cost of 4 less.
In other words, if you own fwo “red” planets with @ combined
resource wlue of "6 " you can purchase Red Technology at a cost of
24 credits.

Note that there are no planets with a specialty in Yellow (Gene ral)
Technology:

8.5 Place New Units
Dunng this phase, players place the units bought in the Purchase New
Units Phase. (Please note the miles goveming the Spacedock unit.)

Land Uniis: Ground Forces & Planetary Defense Spstems are placed
directlyr on a planet containing a Spacedock and count towards the
lireat of that S pacedock’s production.

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

New Spacedocks: Thes: units do not require a Spacedock presence
to be created. They can be placed on any friendly planet notalreadsy
containing a Spacedock. & Spacedock cannot




The Emirates of Hacan

lies the tri-sysfem of the Hacan. Circling

the massive star Eenara the three desert

plavets of the Hacan Emirate bear the names

Arrefze, Kamm, and Hercant. Scorched by the
merciless sun fhe people of the Hacan are
nomads, moving their cifies in massive dust-
sleds fo cooler climates in the twilight dawn.

In fhe center of the Quenwari starciusfer

In fheir disfavt past, the Hacan were a poor
species, thelr exploifs info space dwarfed by
the ofher greaf races of the Imperium. That
was before the Hacon discovered the insa-
tiable lust of off-worlders for special products
grown under Kenara'’s blinding light: The
intoxicafing Gerr Root, clothes made from fhe
Starflowers that only rise dwing Hercanf’s
equinox, mulfipie aphrodisiacs, liquors, medi-
cine, and forbidden drugs harvested avd man-
yfachured by the cr gty hands of the Hacan

peaple.

Soon the Hacaw became masfers of frade, and
their sysfem prospered as unfathomabie for-
funes were made by the increasingly powerfd
trade-clavis. The desive fo procfect their wealth
was a cafalyst behind the election of e
“Quieron’: the leader of the Hacan. This mdi-
vidual is chosen by a lerarchy of frade-
groups, each possessing their own flzefs of
trade and war. The Quwieron is the supreme
commayder of the wited Hacen fradefleet and
milifary machine. His task: fo lead the Hacan
fo the imperial flrove, solidifring an era of
wealth and peacefid commerce.
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produce new units on the tum that it was purchased.
Summary:

1) A1 new units, except 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) & player can only place new space units ( Dreadnoughts,
Carriers, Fighters, and Cruisers) in star-systeras that contain one or
rore planets with a Sypacedock.

4) Each Spacedock can only produce as many new units per turn as
the roraber of resowrces on the planet. Each planetcan onlyhold
one S pacedock.

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

8.6 Progression Phase

During this phase, all players look at the Progression Chart to deter-
rine if they qualifyy o adwvance into the next progression bracket.
When the first player advances to the Imperium Rex category that

player has won and the garae is over.

The Progression Chart

At the beginning of the game each player places a Control Marker
under HWariord on the progression chart. Then, durmg the
Progression Phase, plavers may advance their counter on the chart if
they possess the requirements needed for advance ments.

Example : To qualify to progress info the * Foundation” category
Srom “Warlord, " a player must confrol 5 planets outside his
Homespstem Next turn, in order fo progress info the " Consorfium™
cafe gory, a player nust possess 4 Technology ¢ hits and control 5
planets outside his Home sy dem.

= & player can never move backwards even if he/she later fails fo
ualifyy for her/his current position.

= & player may onlyadvance one category per Progression Phase.

In suraraary; in order to advance fo fmperium Rex, a player must
have an ermpire that encorapasses at least:

9 Plane ts outside her'his homesystem
9 Tech advances

30 Resources &

30 Influe nee

Winning the gamne

When a player progresses to Imperiun Rex,
he has gained enough support and strength
fo seize
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control over the Impenal Council. The Winnaran Custodians bow
before hirm and allow hira to fake the irapenial throne. He has won,
and the garae 1s owver.

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

9.0 €nd of Sequence

If no player won the game during the Progression Phase, then players
begin the turn sequence anew starting with the Political Phase.

10.0 Other Game Rules

= gawe 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 cuestion. Every tirae you are asked to raake
an insurgence check for a planet, wll the die. For every friendly
Cruiser and Dreadnought in the systera, add +1 to your die roll.

- If your result is equal to or above the influence value of the planet,
you manage to calm the populace.

- If your result is bower than the influence of the plaret, instantly
reraove two Ground Forces fror the plaret. If the last Ground Force
on the planet is reroved, you iraree diately lose control of the planet
and it reverts fo neutral status.

Flanets with high influence can be quite volatile. It is wise to estab-
lish large Ground Force gamisons here, or tryto have strong fleets of
Cruisers and Dreadnoughts in these systers,

Out of Moncy=

Itis possible thatby randor events, political cards, or action cards, a
player may be forced to pay credits that he cannot afford ata given
tirae. If this happens, the player raust rarnediatel ybegin selling his
assets. & player must sell assets until he can pay the debt in question.
Simply reraove the assets from the garae and collect the correspond-

ing credit value.

Unit Sales Value
Dreadnought 4 Credits
Carier 4 Credits
PDS. 4 Credits
Cruiser 3 Credite
Fighter 1 Credits
Spacedock 5 Credits
Ground Force 1 Credits
Technology Chit 10 Credits
& player may never ssll

his assets voluntanly:

Selling assets may only

raeet a debt that otherwise could nothe met. & player may sll no
raore assets than whatis needed to pay the debt.

If a player has sold all of his assets, and debt still reraains, the player
1s eliminated from the game.

1LO Optional Rules

The two following rules options canbe incorporated into TWI-
LIGHT IMPERIUM to give the garae new flavor.

10] Manifest Dasting

After the garaeboard has been st up, butbefore the game begins,
players may pursue rraediate annexation of planets in their local
region.

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

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

Erample: The N'omr player s home g stem is adiacent to the ydem
contaiming the planets Melion (I resources and 4 influence) and
Sakulag (4 resources and 2 influence). The N'orr decides fo pursue

manifest desiny on Salulag, pays 12 credits fo the bank and places
ong Ground Force unif on the planef.

10.2 Distant Suns

Look upon these luminous stars! These distant suns! They har-

bor fruful harvest, and wealth upon which to build an empire.”
— Daz Bnmicid Wergan IV, Baran 0f Leiney,
aboard the Leinev Baifleshap Jifistac

This garne option will drastically alter the strategy of colonization.
Neutral plarets now may contain unseen dangers or hidden revrards.
Enclosed in TWILIGHT IMPERIUIM you wall find the triangular
“Domain Counters™ which are used for the Distant Suns rules option.

After the gareboard is created, butbe fore the game begins, shuffle
all the Domain Counters and place one, face down, on every neutral
planet on the board (do not place any Domain Counters in
Homesysters or on Mecatol Rex). Reraove any excess Domain
Counters from the game without looking at thern.



The Dosnain Counters
Doraain Counters reflect the unknown aspects of deep-space explo-
ration and colonization. The Domain Counters func tion as follows:

= All Domain Counter effects take place imme diately upon the in-
tial irvasion of a Meutral planet.

* The front illustration of the Dorain Counter indicates which type
of encounterfevent it represents. Cross-reference this syrabol with

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

= If'a player comes to control a planet without actually invading the
planet (as via “IManifest Desting”) the Domain Counter is ignored
and reraoved fror the gare.

= If, for any reason, a planet retums to neutrality after occupation
by a player, do not place a new Domain Counter on the planet

Probang

During the Irvrasion Combat Segment, a player may choose to
probe a planet. & probing player raay not eeade the planet bemg
probed during the sarae segment (The plaret maybe invaded by
another race, howewver). & player that wishes fo probe must have a
Carrier and at least one Fighter in the same system containing the
planet being probed. Two Fighters are required fo probe two neutral
planets in the same syster.

When a player probes a planet, ke may secretly look at the Domain
Counter located on the planet. After looking, the Domain Counter
is returned, face down, to the planet once more. The player may not
look at the counter again unless he later invades or probes again,

= Special rule: If the Dorain Counter “Lazax Swrvivors™ is probed,
rexove the counter fror the game. The probing player ray tmme-
diately draw 3 action cards and place a free Ground Force on the
planet.

Razing

Dhring the Invasion Combat Segment, a player may choose to reze

a reutral planet containing a Domain Counter. & Dreadnought rust
be present in the same system as the planet razed. & planet that has
been razed may notbe irvaded by ANY player that round.

& razed planet has its Domain Counter reroved from play After
razng 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

1-7 - No effect

8-9 - Lose 3 Random Action Cards

0 - Lose 3 Random Action Cards and
roll an insurgence check on
allplanets outside your

Homesystem
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= Special Rule: If a player razes a planet containing “Lazax
Swrvivors,” the responsible player raust irarae diately discard all his
Action Cands, roll an insurgence check on @il his planets, and he
may not vote during the next Political Phase.

I1.O Problems and Questions

For frequentl v asked que stions, vanant scenarios, and more infor-
mation on TWILIGHT IMPERIUM and other FFG products please
visit our website www.fantasyflighigames.com.

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

Fantasy Flight Games
2021 W County Rd C.
Roseville, NN, 55113
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Bichazard: Hostile evwrirorenent require s tamf onning.
The first Groumd Force to land here is abaays
destroyed. The fird successful player to pevade this
planet may notuse the planets resources for the next
roumd. This cowmder & thereafter rexoved.

here. D¥card this ¢ omer,

Settlers: Private settlers have already cokmized thic
planet Foll a die. On aroll of 7 or more, fhese settlers
are merbers of yourrace. Ona 6 or lover, randoenly
detenmine ome of the other races i play. The settling

race Mvmediate by recekres trofree Groumd Forces

Vikeahfh: Thic planethas resources that are donediathy
usefulfor your people. Recekre s mary aedite ac the
courder mdi ates. Discard this courder,

Discard this coumder.

New Bdumwlogy: Atecknologially advanced society
dhare Il hure, Receive 5 tine s the planets Infhaence
wabae m qedit toveards your next technology purchase .

Vitomnhele: & new wonnholk has foomed inthe space
nearhy this planet. Thiswonmhok will cormect to its
parter(s) (Alpha or Beta) like 4 normal vrommbhole.
Leawve the courter mspace for reference.,

Turn Sequence

1) Political Phase
2) Economy Phase
- Draw Action Card
- Receive Credits
- Purchase Units
3) Individ val Turns Phase
- Movement Segment
- Space Battles Segment
- Irasion Comb at Segment
4) Technology Phase
5) Place New Units Phase
6) Progression Phase

Unit
Dreadnought
Carrier
Cruiser
Fighter
Ground Forces
P.D.S.
Spacedock

Unit Values

Cost Battle Movement

hE ®®*>EE

4

9
8
9
8

Iuhwirial Sodely: Here dvrells 4 friendbyrace with
mpressive Mdusrial skille, The erading pluyer may
mmediate by place 4 free Spacedodk here. Discard this

coumter.

Hostde Locals: The mdicated romnber of newral
Crowmd Forceswill defend thermes kres agaist ey

Ferader. If allthe local forces are not desroyed during
ot vasion, the nest drrasionmnst face the full ndi-
cate dromnber of local Ground Forc es once more .

Peaceful brracion: The mrasion progre sses without
Ay Sigdf i ant probleme . Discard this ¢ ourder.

1
1

Radioactive: The planet cortamns mmexpected high lew-
els of radistion. This kills all Groumd Forces of the ind-
tial prracion. Remowre thic ¢ oumiter after the firsd er-

siom atterapt,

Larax Survivers: Your coloniltroops have shombled
upona anall enclave of Lamax survgeors, and the rest
of fhe galegy refuses to believe I your discovery. Your
rdluence ¥ reducedto mero for one whok round.
Discard this conmiter. (Hote that thic enc oumter has
additimalfimctions ,please se section 10.2)

Influence

gy

lechnol
Specialty
Resouree Value
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