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Welcome to Apollo4X.

The firstthing | want to say at the beginning of this manual is... wow, do | hate reading manuals.

With that in mind, I’'m writing this straight and to the point as a courtesy to you. I’'mgoingto deliveryou
the specificinformationinalogical orderthatyou’ll need to understand what’s goingon in our game.
I’ll also put tutorial videos on our website if you need further help: www.apollo4x.com

What this game is about:

You are an interplanetary shippingtycoon. You make money and get political power by buying exports
on one planet, then flyingthem to another planetthat wants to importthem, and sellingthemfora
profit.

With those profits, you’re expected to bettersocietythrough philanthropy, expand the empire by
establishing more colonies, and build a private army to preventthe nasty aliens from overrunning your
planet

How to win!
There are three ways to win the game:

e Colonize 20planets, and accumulate 500 points of Stellar Network.

e Put 300 units each of five different resourcesinto the victory warehouse.
e Captureallenemyhomeworlds.

Anyone of the threeisa victory. It won’tbe easy. If youget good at the game and thinkitshould be
harder, we’ve given you maximum freedom to tune the difficulty to yourliking.

How to lose!
There are a handful of ways to get tossed out of the company:

e Runoutof moneywithoutanyresidualincome —youcan’t do business anymore, and that’s very
bad fora company.

e Run outof approval with the colonists. You can do this by over-spending approval and ending
the turn with zero, or failing to appease enough colonial demands which causes approval to fall
sharply as well. Atzero approval, theylose confidence in yourleadershipandyou’re done.

e [fthe enemiescapture Apollo...well, that’s obviously quite unfortunate.

This game is a tycoon-style logistics puzzle, with acombat system that uses cards instead of armieson a
map. Our objective was to make somethingthat was completely unrelated to the “every 4Xgameis like

this” formula. Due to that, | expectyoutobe a bitconfusedif youassumed it was one of “those
games”. You’ll catch on fast, and once it clicks | hope you finditfunand relaxingto play.
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Controls

Here are the universal keyboard and mouse controls that work throughout the game:

ZX or € >

Spacebar

Right-click on planet

Left-click on planet

Left-click and drag mouse

ESC

Select previous/next colony.

Center camera on Apollo.

Center camera on that planet.

Select planet for an action,
Such-as travelling to it.

Rotate the camera around
Currently centered object.

Open game menu to save, load,
exit, set options.
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Starting your first game:

Whenyou click “New Game” you’ll be presented with this screen:

li‘[:asual Mode 'Y]"Z-D" Mode

You cannot be uoted out of office, you cannot run out Forces the galaxy to
of money, and you haue unlimited Clout to do what you generate on a plane, rather
want. than whereuer in 30 space.

Economic Difficulty [ Gl 100 | The standard setting

Planet Quality SR The standard setting

Political Difficulty S et e The standard setting

Centaur gy

; | The Standard Setting
Agressiveness

Starting GERLr] standare | Balanced start

Centaur Threats

- Uaried Enemies
MThe Golden Hordes of Liber I_IT,,E TS

more random in their

’_lThe Ascended Band of Orcus facisions

mThe Holy Hauen of Janus

[_-lThe Rational Remnants of Minerua

Number of Planets
— (E;_] —

For yourfirstgame, set itup justlike this. Check Casual Mode and 2D Mode. Casual mode meansyou

can’t lose by running out of money, clout, or approval. In fact, you can run up unlimited debt, unlock
everythinginthe game onthefirstturn, and see justabout everythingright away. | encourage this.

2D mode makesthe mapflat. When 2D mode is off, the galaxy is more complicated because planets are
above and below the center-line. Getused tothe basicconcepts before youturnon 3D mode.

You can have up to fourenemy types against you, based on what factions you check under Centaur
Threats. Stickto Liberat first, because they’re “standard” warriors and don’t do any tricks. The other
enemy typeseach have a gimmick that makesthem a different style of fight. LearnagainstLiber.
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The Game Screen

Instructions: Calonize 3 Planets

ir Reroll Galaxy I

The firstscreen you see upon startingis the galaxy map, with Apollointhe center, and a Reroll Galaxy
button. The galaxy mapisrandomly made, and if whatevergets made doesn’tlook goodtoyou, reroll it

until you get something acceptable to yourtastes. Colonizethree nearby high-quality planets, and
you're ready to go.

| End Yorn 3| #110 Colonize)| €3] v | Colonies List A5
Recruit Military |
Imports to Put on Colonies ——

Reports and Victory |
Conditions Tracker :

Buy Market Services

Money, Clout, Approval Show City-States

& Special Powers

200 &30 ﬂ“'ﬂt\vom\




Tour of the Interface

Choose three planetstocolonize. They’re ranked A-F for quality, and building cities on lower quality
planets costs more. Cities=production pointseveryturn, one percity. You are goingto pay for fuel to
fly between planets, so make sure they’re closeto Apollo.

If you don’tlike the layout of the map, you can click “reroll galaxy” unlimited times.

Nextto each planetyou’ll see threeicons and two emptyslots. The three populated slots are the
exported goods this planet will sell you. You choose the two empty slotsthatare green, which are what
the planetwill buy from other planets.

TSEKINE A
Exports: Buy here o)

Production
/\ Spend Production
. \

-

| UPGRADES |

| FAVORS

¥4

City State Specilal
5 ] Abilities

Imports: Sell here Fleet: fuel reserves

On therightside of the screenis the Corporations menu. These are the corporations you use to
populate the two empty “imports” slots. Each one has two icons like “Culture or DNA”. This meansthe
importdemand will be one orthe otherin thatimportslot. They flip backand forth randomly, every
time you sell to that importer—this makes trade routes change constantly.
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Planets have anumberunderthem, andit initially startsas “4”. Thisis how much fuel fortravelis
present. Ifyou fly from planetA to planet B, the cost in fuel is deducted from planet B, because they

have to refuel yourshipswhenyouarrive. You buy more fuel on the planetitself, by clickingonthe
“upgrades” button and spending 1 point of production per 2 fuel.

There are FOUR currenciesinthe game.

° ECapital -- Cash money, whichyou earn by trading goods between planets.

>
° Clout -- Political influence, earned by building network nodes on planets and completing

the “domesticagenda” goals. You geta base income of +10 clout perturn, plus earnings from
network and agendas.

° E Approval — The happiness of the citizens. Satisfy colonial demands to earn approval, and

unsatisfied demands lose approval. If you satisfy halfthe demandsyou neithergain norlose
approval.

A
) Production — Each planet generates 1 production point perturn for each city on the

planet. You use productionto buy fuel, network nodes, and improve the quality of yourimports
and exports.

Every planetyou colonize adds +1 to the length of your colonial demands list. Thisisyour “happy
citizens cost” because every turn you must pay in clout and a market service. You cannot click nextturn

until you confirm colonial demands. Each demand paidis +1 approval, and each not paidis -1 approval.
Remember, zero approval means you’re fired.

s — =1
# | Colonial Demands !
e ——————

Capital presses the AMC

V] A
Lwass nut flests tn the ¢ |hr‘~|~

ez o5 l

Logopaks Soence Controuersies

s i1s l

Colonze Southern Cor thage

o2 s |
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There are FIVE market goods, which you purchase usingthe “services” menu.

“ / . . . . .
Market Services— Spend this service to upgrade the marketitself. Upgraded market will
deliver more units of aservice per unit of capital.

oy
Administration— Spend this to colonize planets. Colonization costs 10 administration, and
increases by +10 every time you colonize anew planet.

Infrastructure — Spend thisto build cities on planets. Each city costs more, and is
determined by planet qualityfromAtoF.

! Fleet—Fuel and spaceships, used to take off fromandland at Apollo. Other planets have
to spend productionto buyfleet, andit’s local to each of them.

Weapons— Spend 15 points of weapons to hire one military unit.

J Public Financing

@m | Activate ] AL Activate

Each click of the $10 purchase button buys the amount of the service displayed. Asyou buy
multiple clicks of aservice, the amountyou get per purchase will become less asyou are depleting
the market. The market restocks at the beginning of yourturn.

Market manipulation and publicfinancing are city-state factional powers you will acquire when the
appropriate factionis recruited.
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As youfight battles, recruit factions to your cause, and accomplish other tasks you will complete
DomesticAgendas. These are like “wonders” in some 4X games, because you build them up overtime

and getlong-termresidualrewardsinthe form of clout income. Each of the five dots youfillin each
agendaisworth +2 clout perturn.

—_

' Domestic Agenda

| RECRUIT TWO CITY
STATES TO YOUR
CAUSE: +1 TIER.

1 i i S
A L1
.Lg'ONQUEF\ THE CENTAURS )

)| __ DEFEAT sIX
CENTAUR UNITS IN
BATTLE: +1 TIER.

=]
‘A X11)
| WEAVE THE STELLAR NE

!BUILD FOUR STELLAR
NET NODES ON
14 M ARIECTE. 1 TIEE

The Vault of Apollois the galacticbank. It paysout $15 for every $10 you put into it, at the rate of $3
returnfor 5 turns. It'swise to invest early and often.

‘ +$0/t %10 nuest j

At the bottom left of the screenis a display showing your currency reserves for capital, clout, and
approval.

- —— —
$190 [J30 | §20 FAvoms
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The Favors button summons the city-state faction window, where you can spend 10 approval to recruit
one of the nations of Apollotoyourside. Each of these nations has special abilities that they grant you.
These are covered laterin this guide. Thisscreenis torecruit them. Buttons to use “favors” are on
planets, the market, combat cards, orders, and the “more” menu at bottom of combat screen, etc.

Prounus next
Nation Nation

The Colonies Panel in the upperleft column of buttonsisa summary of all your colonies. Itshowstheir
fleetreserves, cities, network nodes, unspent production, imports, exports, and distance from the
currently selected colony. Thislistissortedinorderof distance from whatever colony you have the

camera focused on currently, and that colony will thus be at the top of the list. Press the red buttonto
focusthe camera on different colonies.

Colonies .
- 7Dk;hinﬁ
cities |0
“\et |0
o &1 @9
Moseley

cities |0

Stellar
Net D

v
8] 8] %9 Fa

R | Kuznets
cities |0

Stellar
Net
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The Military panel lets you purchase armed forces. Each unitcosts 15 weaponsto buy.

Stellar Marines

The Victory Tracker panel is bothinformative and awarehouse where you contributetoward the
resource-based victory condition. The red buttons transfer 10 units of the selected market commodity
intothis warehouse. 300in eachis a victory condition. Likewise, 20coloniesand 500 Stellar Net
accumulated is anotherwin condition. Also here isasummary of your colony improvements, domestic
agenda progress, and currency passive income perturn.

Wictory Tracker;

——

iculanms founded
8 5tellar Net Nodes
:

;)CltIES Built
I Market Upgrades
| States Recruited
- - ! Centaur Defeated
— -4 ! Uault Oeposits
FH/BDB 1 : Clout Bonus
W Aot J Capital Bonus

b |
)

PcRAl T—

wo.ooooouw

‘ # Add 10
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At the top of the screen are some game controls.

End Turn 'ID CuloniiE" ey ZID Qw m -!5"3* @

e End Turn —This doesthe obvious.

e Colonize —Spendthe listed amount of administration to colonizeanew planet.
. . . ) . .
° (}P -- Hide the information on uncolonized planets, reducing clutter on screen.

. - -- Jump the camera to each enemy homeworld, and how many enemy colonies exist
currently.

The Trade Tracker widgetis VERY useful when deciding whatimports and exports toacquire, and is
valuable duringtrade route planning so you know which imports are still indemand and how many
exports of that type are available on the map. Learn to use this and the colony menu, and you don’t
needtoswitchthe camera aroundto all your planetstofigure outyourtrade routes —which makes
gameplay go MUCH faster.

OREVE W

e _ A

The five types of import/export goods are:

)
. Labor: People who want to travel from one place to another.

m Culture: Different colonies are interested in the art and entertainment of other
worlds.

DNA: There’s quite the market in off-world genetic materials.

17
Minerals: The timeless tradition of digging something out of the ground to sell to
somebody.

N
Artifacts: Some colonies have discovered artifacts belonging to aliens who lived there
long ago.
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Upgrades are purchased on planets.

o Fleet--adds2 unitsof fuel to the planet.
e StellarNet —Builda network node on the planet. You may only have one node percity, and a

maximum of six nodes.

e Add a City— Build a city for the listed price ininfrastructure services. Each city costs incrementally
more, and this price isdetermined by planet A-F quality.
e Upgrade — Upgrade the imports and exports on the planetto get betterprices. Importstendto pay
you a bit more, and exports might be alittle cheaper.

DNA =2

¥ 1 usamape

MINERAL 1
‘§ 1  urcRape

MINERAL 1
¥ 1 uecraoe

JweausT acancy | )

#1

F}DD FLEET

TO THS 2
| SOLENTR PLEET
ArmETwWE

¥1 PuRcHASE

ADD STELLAR |
nNeT

..., ot T
=

Favors buttonis nexttothe upgrades button on each planet. Thisletsyoutrigger city-state faction

abilities that you might have unlocked.

r?ursouncwc

| AECRIVE 41 ALERT BONUS
WHENEVER YOU ADD
| FLEST TO THIS COLONY.

'3 PuRcHASE |
-

’ l\.EAgE SHIPS|
1L ADD THREE FLEET

"'E B PuRCHASE |
-

~'coLQuHOUN B

*+O

/7 a—

N
a
X

T N\
'{PHEEHVE PLANET | )

l ADD 3 FREE CITIES, BUT
CAN NO LONGER BUILD
. ADDITIONAL CITIES

K7 | PURCHASE |
' "

— T
}HB—!AEILITAW PLANET |

19 NOW MUCH CHEAPER FOR

I7 ADDING CITHES TS THE PLANET
{ THIS CURMENT TUAN

L E}' 5 ‘ PUHCHASEJ
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TRADE

Trade Caravans are the core of the financial game. Click “New Caravan” nextto Apollotoopenthe
selection of convoys you can launch. Initially you have only the basicconvoy, but can unlock others.

e Basic convoy -5 fleet, 2 cargo slots.
e Llarge convoy - 5 fleet, 5cargo slots. Thisreplacesthe basicconvoy.

e Free convoy — 15 fleet, but does not spend fuel on planets. Can only visit 3 planets before returning
to Apollotoland.

e Flexible convoy—10 fleet. All otherconvoy types mustlaunchfromand returnto Apollo, makinga
loop. The flexible convoy can originate at any colony, and must return to that same colonyto land.
FREE CONVOY| |

| A CONVEY THAT CAN TRAVEL ¥5 3
| CORTIATIONS KON SN BRCHE
! HAVING TO HIAD HOME

S (NN
11N
< PURCHASE |

LARGE CONVOY/|

.‘l A CONVOY WITH 5 SLOTS
| FORA STORAGE

|
.

'1“5 PUHCHASS'J

FLEXIBLE CONVOY

)

w A CONVOY THAY CAN STARY
! AT ANY OWNED BL AT

. |7‘ ™
‘]O PUHCHASEJ

Trade Interface pops up once you buy a convoy.

e Travel — move the convoyto the currently selected planet. The selected planet will be atthe end of
a blue line extending from the current convoy location. Destination planet pays travel cost!

e Sell/Buy —If youcan sell orpurchase goods at your currentlocation, these buttons will activate.
Complete all sales and purchases before clicking trade.

e Trade — Once you are done buying/selling goods, click trade to finalize yourtransaction and return
the travel button. Selectanew destination, traveland repeat.

e Back — Each click of the back button undoes one action. You can use thisto go back as many steps
as youlike, including refunding the convoy entirely.
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MODICLIANT B
O

' Travel cost
PROSIT s -1

! m;c;' | Tace l" Trade

2 COLQuURoUNTS
vO

LRSS

€

7 m—
la

is here

Green Line — The convoy departed Apollo and went to the first planet.

The planet’s fleet is now 2, because it paid 2 fuel travel cost of the convoy arriving.

Note two $1 exports of minerals are dark here. They’ve been bought, and can’t be used again
on this caravan. They’ll come back once this convoy lands, and you can launch another one
this turn if you have fuel to support it.

Blue Line — Thisis the convoy’s current travel destination. Note the travel cost of 2 is shown
on the planet’s name-plate as well as by the wingicon on the trade interface. This planet's4
fleet will reduce to 2 once the trade completes.

Orange Box — note that the two minerals boughtat the first planetare in the cargo and can
be sold here for$16 and $12. The exports of one mineral and two artifacts are also show with
purchase buttons.

Third planet — Notice that this planet wants to import minerals and artifacts, for $13 each.
The current convoy location is selling minerals for $8, and an artifact for $3. We would
certainly sell the two minerals the convoy is carrying, and then purchase the artifact and
mineral from this planet. Then, fly to the third planet and sell them.

Apollo— Note that the convoy originated from and must return to Apollo. Also, Apollohas6
import demands on it because the monopoly city-state power has been triggered.
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e EldereanFleets—These mysteriousalien shipstravelaroundthe galaxy. Theywon’tsell you
anything, butthey’re always willing to buy something. Trading with them s one of your domestic
agendagoals. Note that Apollo pays the travel cost from your current planet to the Elderean’s.
When you depart them and return to another colony, that de stination colony pays the trip cost from
the Elderan’stoitself. Apolloonly paysforthe fuel to getthere, not back.

The Elderean shows an amount of fleetbelow itequal to how much fleet market services are
available on Apollo—inthisexampleit’s 12.

ELDEREAN FLEET

e Wormholesallow forcheaply travelling vast distances. Like the Elderean’s, Apollo pays the trip from
the planetto the wormhole. Once you enterthe wormholeyou may emerge freely fromany other
wormhole inthe galaxy. The trip from the wormhole you exit to the next planetis paid fromthe
fleet pool of the destination planet as normal.

1 WORMMHOLE 2

Apollo paysthe cost of the greenline above. The blue line from wormhole 1to wormhole 2is FREE.
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Combat

Whenyou’'ve beeninvaded, you’reimmediately sent tothe combatscreen. The otherway to getinto
combat isto buy some troops and click invade below achosen enemy colony.

Caution: Enemy homeworlds are *much* more difficult battles.

Let’slook at the anatomy of a combat unit card:

—

No picturelif Health Points

haven't moved BATTLE Z \AEOMBAT
saTeLLTes (77 | SCIENCE
= : - ."

10 REGROUP

Unit Stats

e Attack -- How much damage the unit will deal to each unit itis engaged with this turn.

e Defense -- How much damage is negated each time the unit is attacked this turn.

¢ Morale -- When units engage each other, their morale scores are compared. The higher
score swings the battle morale meter in their favor by 1 point.

e HP -- How many points of damage the unit can suffer before being removed from battle.
This is an abstraction of combat endurance and represents munitions expenditure as
well as troop loss.
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Overview of combat screen:

r— 3]
{SURRENDER]

Battlefield

STELLAR /.
MARr-

'I‘ [ " COMOAT /., | STHLLAR /. LA [ STELLAR /& 5 COMBAT [
Co bat e 7 | scerce |6  mareus | rananes (6 | masnaes (14 socunce <

09

e Use special powers

MORE

Required Wins:

Some planets will require multiple consecutive battles to conquer. If required wins is 3, you’ll
face three waves of enemies. Homeworlds have considerably more troops than normal
colonies. How many waves of enemies are present is a function of how many colonies the
enemy has and how many turns into the game you are. If you let the enemy take over half of
the map, you’re going to have a bad time of trying to defeating their colonies afterwards.

Winning and Losing Combat

You can win a battle by:
e End the combat round with the morale meter at +7 or more. The enemy force retreats
immediately.
e All enemy units are destroyed or fail morale check and have retreated.

You can lose a battle by:
e End the combat round with the morale meter at -7 or worse. Your forces immediately
retreat.
e All friendly units are destroyed or fail morale check and have retreated.
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Morale

Enemy and friendly morale is compared every time two units come into battle. The unit with
the higher morale value will swing the battlefield morale counter by +1 or —1 point. Example:
One of your units has morale 4 and faces an enemy with morale 1. Battlefield morale shifts by
+1 inyour favor.

Morale and Death

When a unit is reduced to O HP, it's dead. At the end of the combat turn, every dead unit
impacts the morale of the owning side’s troops by -3. This happens and then calculations
happen if still living but injured units run away. Seeing the unit next to you fall tends to make
the survivors want to run.

Morale and Running Away

At the end of a combat turn, any units that have less HP remaining than the current morale
counter are considered for fleeing the battle. Only one unit will flee per turn, and it will be the
one with least remaining HP. If two units have the same HP, a random choice is made between
them. Morale in negative numbers impacts Apollo forces, and morale in positive numbers
impacts Centaur forces.

Example:

Morale on the battlefield is +8. There are three enemy units with less than 8 HP. The weakest
one will flee first. Let’s sayithas 3 HP. When it flees, the 3 HP are subtracted from the 8
morale, leaving +5 morale. Another enemy unit that has 5 or less HP would then flee. This
continues until the morale counter is lower than all remaining units.

Tactics

Each unit can be given three unique tactical orders. Essentially this means each unit consists of
3 different cards, and you choose which of the three to play when the unit is activated during
the combat round.

Tactics determine the attack, defense, and morale stats of the unit for that combat round, as
well as any special abilities or status effects that are granted by the selected tactic.

Your units’ three tactics are shown when you select them to give them combat orders. Ifyou

want to look at the tactics a Centaur unit can choose from, right-click on them. Right-click
again to dismiss this view.
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FRONTAL ASSAULT -2 3, HOLD THE POSITION  '©QO ¢ ASSAULT THE POSITION [ 'Q
) ) g

-

FLANKING COUNTER ON
OPPONENT.

<3 A
%KING ON EAcv—f‘ HOLD THE POSITION #1 TO ATT DEF MOR PER

4NJH N ) IDESCFHPTKDRI .

£ O bpeceve 2 B0 £ O bpeceve £ O bpeceve

o surz o surz : o surz

Looking at the above example of Stellar Marines, you see they have a choice to do a strong
attack, strong defense, or a special effect. This pattern is typical of most units.

In this example, the frontal assaultalso applies a special +1 flanking counter on enemies it
touches. The assault the position tactic converts those +1 flanking counters into stat bonuses in
combat. So,you putflanking counters on a target with some marines, and then use another marine unit
to exploitthat with the special attack.

Looking at frontal assault specifically, we see 3ATT, 2 DEF, and 1 MOR stats, and -2 HP from exertion.
Be mindful of exertion costs of tactics, because that’s automaticdamage you cause yourself by using
that tactic.

Assault The Position has base stats of:
ATT1

DEF 1

MOR 2

If the enemy this unitis fighting had 3 points of flanking counters oniit:
ATT 4*

DEF 4*

MOR 5*

Marines, recon units, and mech suit squads all employ flankingin some manner.

The * nextto the stat indicates thatit has been givenabonus by something, andisthus elevated above
normal base stats.
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Engagement - Who Fights Whom?

Each combat round, the game will select which units are going to engage each otheron the battlefield.
Thisis nota 1-to-1 pairing, but could be complex combinations of interlinked units. Mousing overyour
unit cards will reveal with blue lines which enemy cards are directly engaged with that unit.

The red lines coming from the enemy unit cards show which additional units of yours are engaged with
this enemy. Pay attention to this, because it's extremely important to know which of your units are
goingto trade damage and effects with agiven enemy as you determine what orderto activate those
units, and which tactics to putinto play.

Each unitcard can be linked to a maximum of 3 opposing cards each round. Playeractions can create 4
or more links of engagement, but automaticassignments will never be more than 3.

Let’slook at the engagementon this Liber Champion:
e ke Je | s Bl craveon N | THE Kauu 6 RIS 1B RN 18

P OSII  Sa— o g o Wiy PR SR TN
MISSILE /- COMBAT / 12 |STELLAR /
\ MARINES

iy

———
STELLAR

2 e : = B e =
MISSILE COMBAT /. : 7 /3 S\ STELLAR /=
aecon (912 ) scence (12 ) marines (14 Recon |12 | SCENCE 14 | marnes (14

Mousing overthe Liber Champion card reveals thatitis engaged with the missile recon, combat science,
and stellarmarine cards.

When you mouse overyour own cards you’ll see both blue and red lines. Blue lines indicate which
enemy cards the selected friendly unitis engaged with. Each of those enemy cards will draw red lines to
the cardsitisengaged with. Asyou get more experienced withthe game, you’ll seehow importantitis
to be aware of which cards are goingto fight this turn, and you’ll see the power of the units that can
alterit.

In the second picture above, we enhanced the lines for clarity about which card is doing what.
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Champion Units

Champions don't have HP like regular units. They roll a saving throw if they receive an attack
that penetrates their DEF rating. This 1-10 roll is compared to damage received, and if it is equal
or less than the damage amount, the champion is killed.

Example: ATT 5vs DEF 2, 3 points penetrate, and champion must roll a 4-10 to survive.

Activated and Unactivated Status

A unit that has not had a tactic selected this turn is unactivated, and has not yet initiated
combat with its linked enemies. Activated units have pictures and unactivated units have a
blank black square.

A unit that has declared a tactic and engaged with the enemy this turn is activated.
This matters because some special powers target units that are one activation status or the
other.

Exertion

Some tactics have an automatic HP loss cost associated with them. The unit loses combat
endurance as a result of employing this tactic. You'll see exertion as a negative number inthe
HP area on the tactic card.

Flanking

Flanking counters on units can stack. Units with tactics that take advantage of flanked targets
gain bonuses in combat with units that have flanking counters on them. Flanking counters are
removed at the beginning of each combat turn.

Decomposing
Decomposition inflicts -1 HP damage to the unit per counter, per turn of combat.

Disorganized

Disorganized units have Att, Def, Mor reduced to 0 for remainder of the turn. Essentially,
they’re unable to deal damage or defend themselves. The Minerva faction of Centaurs
specialize in this, and have a unit dedicated to paralyzing your units. Apollo’s Space Support
units have a disorganize attack as one of their tactics as well —and they’re alsoimmune to
having it done to them.

Invincibility, Lethality, Sovereignty

Some units have +2 defense, attack, or morale above and beyond the normal stats for their
tactics. They're marked as invincible, lethal or sovereign respectively.

23| Page



Direct Damage

Direct damage is unavoidable, and bypasses target's defense. You’ll see it mentioned on s
tactics as piercing or instant damage. Piercing damage bypasses the defense of enemies the
unit fights. Instant damage is targetable to ANY enemy unit, like a sniper shot.

Example: A Liber Champion chooses the “Smarter Than Man” tactic. The special ability of this
tactic is to choose one of your units and zap it for 4 unblockable damage. Since this cantarget
any unit you own, you might suddenly see an unactivated unit of yours lose 4 HP. Check the
combat log, and you’ll see who sniped him.

Create Engagement Link

This special ability allows the player to create a combat engagement link between a friendly
and enemy unit that were previously not going to encounter each other during that combat
turn.

Stats With a * Beside Them
You'll see units that have boosted stats displaying a * next to the number. This indicates
they’re getting some type of bonus to that stat.

™

STELLAR (. "o mm s
MARINES 8 THE HORDE

——— BAND

The Horde Band here has 2* morale. This is due to sovereignty (+2), and that base morale of its
chosen tactic having been 0. 0+2 = 2*
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Combat Log

At the lower left of the screen, you'll see a LOG button. Clicking that summons the combatgdlog;.
This is rather useful for understanding what just happened inthe main screen — because
sometimes cards move quickly and you might miss the cause.
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Carthage, Independence and The Stratocracy

These Apollo factions grant powers that let you do a few clout-based tricks in battle.
Essentially, you spend clout from your pool to “castspells” of a sort.

MINOTEVEN 2 FEANK
i

M DAMAGE

L )
I DISORGANZE

- NS i

Clicking the MORE button at the bottom of the screen (it appears when applicable) will pull up
the panel where you use your faction powers.

e Recruit a Minuteman infantry unit for 15 clout.

+2 flanking counters applied to any enemy for 5 clout.

4 instant damage to any enemy for 5 clout.

Disorganize any enemy for 5 clout.

FIRE FOR EFFECT -5

.# '%‘

2 HP'BAMAGE BYPASSES

DEF ON ALLU ENGAGED}!NITPS'.

> BB 5 bpeceve

BLITZ

e Spend 5 clout to add +4 defense to your unit’s next combat.
e Spend 4 clout to add +2 attack to your unit’s next combat.
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MISSILE
RECON

e Spend 10 clout to Regroup this unit and allow it to act again this turn.

As youcan see, it’s possible to powerthrough really tough combats that you would otherwise loseif
you’re able to burn some cloutcallinginthese special favors.
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Combat Units of Apollo

Stellar Marine

Marines can “Frontal Assault” to put flanking counters on enemy units that they contact this
turn. “Assault the Position” gives +1 bonus per flanking counter on any enemy the unit
contacts. Multiple marines can work ina team to flank and then exploit the enemy.

FRONTAL ASSAULT -2 ' HOLD THE POSITION( 'O .| ASSAULT THE POSITION (‘'O

-,

ENEACED cenfmun. *| | ) DESCRIPTION A PPoNENT.

— . -
Mﬁnc oN EACl—f:\‘, HOLD. THE POSITION *1 TO ATT DEF MOR PER

F,O beceEVE ¢ Eo beceve FSO bDEecCEWVE

o suTtz o surz . Ko surz

Combat Science
Combat Science is your healer and damage over time unit. In an emergency they can also make
a unit rather invulnerable to damage using a shield.

_2 TRIAGE AND CRISIS
C MANAGEMENT

EoO bpeceve o EO beceive EoO beceve

O sBuUTZ O BuUTZ O sBUTZ
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Missile Recon

Missile recon can snipe at a single target, bombard multiple targets with unblockable dam

or apply flanking to all contacted units while also modifying the links between one friendly and
enemy unit.

ARTILLERY SUPPORT MIssion| -2 | | RECON MISSION (11 | FIRE FOR EFFECT | -5

/ -, ) ‘ }
‘/} S 4
| > 3 2 .
CHOOSE 1IINEW ENEMY TO 3 HP'DAMAGE BYPASSES
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INSTANT DAMAGE. EACH ENCAGED UNIT. o

O bpeceivE O DEecCEIVE O bpeceivE

o sutz o sutz \ o sButz

Mech Suits
Mech suits have a charge counter on them. They start with 2 charges. These are expended to
exploit flanking like Stellar Marines or fire a 4 HP sniper shot while applying flanking to all
contacted enemies.

STRIKE THEIR FLANKS -2 ' CHARG up DEATH FROM ABOVE (-2

K p ]
Y <= O
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T
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DAMAGE. +2 FLANKI

ENEMY. L

E O bpeceve O bEecevE E O bpeceve

Eo suTz o suTtz 3 o sButz
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Space Superiority (Battle Satellites)

Apollo’s air power, the space superiority satellite requires that you first choose which ene

link to every combat round. Then it can link another friendly unit to this same target, bombard
it for 5 HP of unblockable damage, or disorganize its stats to zero. Note that this unit is immune
to the disorganize effects of Minerva’s rational brood. Always take some with you if you fight

Minerva.
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The Praetorian costs 15 clout to recruit. They’re highly effective in both rescuing your troops
from fleeing due to low morale, and also because of their ability to snipe other champion units
off the battlefield. When they take damage, they roll 1-10, and if they roll above the amount of
damage taken, they survive. This makes them rather hard to kill, but if they do fall, your medics

cannot revive them.
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Minutemen
Not the best of troops, but you can quickly summon them up in the middle of a battle for 15

clout. They caninflict flanking, and also self-heal for 2 HP. In a pinch, they at least give the
enemy more targets to shoot at and might take the heat off your other units.

GEURILLA WARFARE (-2 |, 'GUARD THE CITIES -2 (MUSTER MORE MILITIA 'O

y

- b :
- ~ v “5m

’ )

y

’ i

3 e - 3
+1 FLANKING ON/EACH GUARD THE CITIES HEAL +2 HP.
ENGAGED CENTAUR. s DESCRIPTION -

Eo bpeceve ¢ Eo bpeceve he EoO bpeceve’

o sutz o Ko sButz 3 Ko sButz

Next... Centaur Units
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The Liber Horde

Liber Champion

The Liber champion is a hero unit, like the Praetorian. The same 1-10 vs damage saving roll
applies. Very difficult to kill unless you concentrate fire on him or bring a Praetorian along. The
Liber Champion has a sniper shot just like your Praetorian does. If one of your units at the
bottom of the screen suddenly gets hit for 4 HP, blame the champion.

SMARTER THAN MAN| O > STRONGER THAN MAN O o' FASTER THAN MAN
*9"“‘&

CHAMPION CHAMPION CHAMPION
BLA%LSEANY SHIELDS WADES INTO
HIMSELF AND THE FRAY IN
7 f,';',ﬁ';’;on BALLYS THE A STANDARD

DAMAGE HORDE ATTACK

The Kaiju

The Kaiju is a living tank. It can disorganize your units, break their morale, or using the “Kaiju
Supports” taunt tactic, the kaiju will step up to fightin place of other enemy units that turn.

THE KALJU STANDS ALoneE | =3 5 $THE KAIJU SUPPORTS| O of THE KAIJU STRIKES | -3
4
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DISORGANIZED
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Horde Band

The Horde Band is a warrior mob concerned with brute force swarm attacks. They ebb and
flow like a tide doing only standard attacks.

! WALK THE EAFiTH' O L' FLANKING Fl‘Flé -1 of sTORM AND STH‘IKE” -3
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e
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DEFENSES AT A CHARGE

Minerva

Rational Brood

Rational broods are a unique unit. They are more like a computer virus than an enemy you can
shoot and kill. As such, they have no hit points and cannot be attacked. They're a cloud of
nanites that disorients one of your units and deals 2 HP damage to it. Only space support is
immune to this.

CYBER WARFARE O

A CLOUD OF
NANITES SWARMS
OVER THE
BATTLEFIELD
CAUSING
DISTRACTION AND
ENTROPY
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Assault Operation Brood

Assault broods inflict and exploit flanking like your marines. However, they do unblockable
damage when you’re flanked. Thin their ranks fast before they tear you apart.
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Scavenger Brood

Scavenger broods are the healers of the cybernetic Minerva troops. They can heal allies, and
also flank your troops.
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Orcus

God Prophet

The God Prophet is a champion unit, so bring Praetorians to deal with him. He can disorganize
your troops, break your morale, and if morale swings too far in his favor he can self-destruct
and deal HP of damage to all your units equal to the morale counter of the battlefield.
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Youngling Band

Younglings are self-healing. They are hungry, and eating you is all they are concerned with.
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Terror Band

Terror Bands attack with hallucinogenic and caustic chemical attacks. They’re expert morale
breakers, and also deal damage over time attacks. Kill these enemies with high priority.

CHEMICAL WARFARE -3 5 BIOLOGICAL WARFARE -5 c PSYCHOLOGICAL WARFARE (o)
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Janus

Sacred Ground

Sacred Ground is an un-killable unit that serves to boost morale of the enemy. It pulsates in
two phases, doing a higher morale attackin the second phase.
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High Cults

The high cultists of Janus can heal their allies or disorganize your units. Or they might just go
berserk and charge with all their might.
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Centaur Cultists

The cultists are the cannon fodder of the Janus faction. They’re rather difficult to kill, because
they have such high defense. They just do standard attacks.
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City-States and Their Powers

Oligarch Dynasty

e Free Capital -- $30 free income per turn.

e Reroll Corporations — Adds a “reroll” button to the corporations list, in case you don’t
like the selection when trying to place imports on a new colony.

e Remove a Corporation — Allows you to eject an import from a colony so you can place a

new corporation there.
Carthage

e Give Flank -- +2 flanking counters on chosen enemy in combat.
e Give Damage —4 HP of instant damage to a chosen enemy unit.

e Give Disorganize — Reduce a chosen enemy unit to 0 / 0/ 0 stats this combat turn.
Frontier Confederacy

e High Capacity Convoy — Convoy with 5 slots replaces your normal 2 slot basic convoy.

e Flexible Convoy — Purchase a convoy that can have a start and end point that is a
different planet than Apollo. Convoy departs and must return to the chosen planet.

e Free Convoy — Pay in clout, not fleet, for this convoy. Travel to three colonies and
return to Apollo.

Logopolis

e Access Wormholes — Convoys can fly to wormholes as if they were a planet. Then
choose another wormhole anywhere on the map to exit from. Apollo pays the travel
cost from its fleet reserve for the colony-to-wormhole trip.

e Eldritch Scholars — Elderean fleets have two imports on them instead of just a single
import.

Digital Democracy

e Consult The Network —re-roll all the colonial demands this turn. Useful when colonies
demand unavailable resources.

e Digital Presence — Get residual clout income for each stellar net node you have built on
colonies.
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Industrial Conglomerate Congress

e Lease Ships — Add +3 fleet to a colony.
e Qutsource Shipyards — Get 8 fleet instead of 5 on chosen colony this turn when
spending production on fleet.

e Efficient Fleets — Bonus of $1 per 2 fleet spent during trading, every time a trade route is
run by a caravan.

Stratocracy

e Deceive — Defense +4 on chosen combat unit this turn.
e Regroup —Allows chosen combat unit to take another action this turn.

e Blitzkrieg — Attack +2 on chosen combat unit this turn.

Embassies

e Armistice — Prevent Centaurs from finishing the capture of a colony. Is actionable on the
turn they would have otherwise attacked.
e Unity — City-states cost 8 approval instead of 10.

e Philanthropy — Gain money based on your approval rating.
Free York
e Smuggle —Trade goods with a Centaur planet as if it were one of your colonies.

Capital of the Apollo Republics

e Monopolization — Appollo immediately adds six import demands, which remain until
satisfied. Re-using monopolization re-rolls existing demands and re-fills satisfied ones.

e Market Manipulation — Adds button to the Market menu that allows you to spend 10
clout to bump up available market quantities by 1-5.

e Public Financing — Adds button to Market menu that allows you to spend 10 clout for
$30 capital.

The Living Communes

e Preserve the Planet — Add +3 cities to chosen colony, but this colony can never build a
city afterwards.

e Rehabilitate the Planet — Cities on chosen planet cost less resources for one turn.

o Explore a Planet — Allows you to reveal the exports and quality of an “unexplored”
mystery planet.
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Nova Roma

e Pillage — When you defeat a Centaur colony you can choose to destroy it for money
income, but the planet is forever unusable afterwards.
e Recruit Praetorians —Spend clout on the troop recruitment screen to hire Praetorian

units. These are heroic units that boost morale and assassinate enemy hero units.

Independence

e Using the “more” menu in combat, spend 15 clout to summon up instant infantry units.
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Under the Hood

Several players have asked “what exactly does upgrading XYZ do?”
Spoileralert!! If youwantto discover this stuff on yourown, skip this section.
Planetary Costs

How many infrastructure pointsto build anew city on a colony? There are a limitof 10 cities.

Planet | 1%t City | 2™ 3rd 4th 5t 6t 7 8th gth 10t
Quality

A 1 2 3 4 5 6 7 8 9 10
B 2 4 6 8 10 12 14 16 18 20
C 3 6 9 12 15 18 21 24 27 30
D 4 8 12 16 20 24 28 32 36 40
E 5 10 15 20 25 30 35 40 45 50
F 6 12 18 24 30 36 42 48 54 60

How Upgrading Planets Works

When a planet is created by the random map generator, it is assigned 3 exports.

Each upgrade to a planet adds +1 to the maximum selling, or -1 to maximum purchase pricing
of goods.

How prices work:

Base selling price of 1-10
Base purchase price of 11-20

Each time you buy or sell a particular commodity in a single turn, the price is raised or lowered
by 1d3.

When you click “Next Turn” the prices on the planets are re-rolled again. If you have used
production to upgrade a commodity slot, that slot gets +/- 1 per upgrade point which is applied
to the price reset roll. Thus 1-10 becomes 2-11 then 3-12.
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Difficulty Settings

The difficulty levels change behaviorsin the following way:

Centaur Difficulty

Difficulty Min Colonies Max Colonies Expansion Min Expansion Max
Standard 3 4 2 4
Failed Enemies 4 4 4 6
DecliningEmp 7 7 5 6
Resurgent 3 3 1 3

Thisis assuming ONE enemy faction onthe map. For each additional enemy faction you add to the map,
the max coloniesis-1. So decliningempires with all 4factions would be 4x 3 or 12 colonies+4
homeworldsforatotal of 16 Centaurplanets. Good luck with that.

Expansion min/max is how many turns doesittake before they start an invasion of the closest planetto
them. Invasionstake 3 turns. Whena planetis beinginvaded the countdown numberappearsonthe
planetitselfasa3, 2, 1 and thenthe planetflips into Centaur ownership. Ifit’s your planet, you’re
tossed into combat with whatever troops you happen to own at that moment.

Economic Difficulty

Difficulty Min Export Max Export Min Import Max Import
Standard 1 10 11 20
Beginner 1 5 15 25
Difficult 1 15 11 25
Chaotic 1 20 10 40

Min/Max Exportisthe range for exportsthe planetisselling.
Min/Max Importisthe price planets buy goods fromyou at.

Political Difficulty

Difficulty Min Clout Max Clout Min Service Max Service
Standard 0 5 1 20
Beginner 0 3 1 10
Difficult 1 7 1 30
Static 3 3 12 12

How much clout and services are generated randomly foreach colonial demandin thelist. 1+ how
many coloniesyou ownis how longthe listis, thusitstarts at 4.
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Planet Quality

Thisis how the A-F quality of planetsis distributed whenthe mapis generated.

Difficulty A B C D F
Standard 15% 15% 20% 25% 25%
Beginner 20% 30% 25% 15% 10%
Difficult 10% 15% 20% 25% 30%
Even 20% 20% 20% 20% 20%
High/Low 30% 15% 10% 15% 30%
Starting Resources
This is how much currency you start the game with.
Difficulty Approval Clout Capital
Standard 20 30 200
Popular Poor 40 40 100
Rich Hated 10* 20 300
Popular Rich 40 40 300

* We're considering making this a 1 instead of 10. It’s 10 right now.
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