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I. Introduction Welcome to Galactic Civilizations, a turn-based strategy game in which you take on the role of leader of an interstellar civilization. As ruler, you must decide how to spend your limited resources. Do you build a great military? Research new technologies? Enhance your diplomatic skills? Create a great trading empire? Expand your cultural influence? These choices and more will face you as you match wits against alien civilizations making the same choices. You can choose from ten civilizations, each with its own unique strengths and weaknesses. Or, if you prefer, you can design your own from scratch. Once you have chosen which civilization to lead, you will start with a homeworld, a colony ship, and a survey ship. Your colony ship can be used to colonize new worlds to expand your population, influence, and military might. Every planet in the galaxy is unique but some are better than others. Making sure your civilization has the best planets is the key to your success.



O u r S to ry S o F ar… The year is 2225. 50 years ago, Humans invented a technology called Hyperdrive that allowed ships to travel great distances into the galaxy. Setting out, they found themselves in a race among the major galactic civilizations to explore, colonize, and ultimately conquer the galaxy. This is their story.
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System Requirements To play Galactic Civilizations II you will need at least: 1000 MHz Pentium III or AMD equivalent processor 256 MB of total system memory A 32 MB video card with hardware T&L (nVidia GeForce 2 or ATI Radeon 7500 or better) DirectX 9.0c compatible video card  CD-ROM drive (if running the retail version)  2 GB of free hard disk space   



We recommend that you have: 2.2 GHz Intel Pentium 4 or AMD equivalent processor 512 MB of total system memory 128 MB video card with DirectX 9.0c support (most modern video cards that are not integrated into the system board)  2 GB of free hard disk space   



Windows 98, ME, 2000, XP, or Windows Vista are necessary to run this game.



Installing the Game If you are running the retail version, place the CD into the drive and the Galactic Civilizations II L a u n ch P a d w ill b e d ispla ye d . C ho o se ―In stall G a m e ‖ to ru n th e in stalle r. Y o u w ill b e a ske d w h e re to install and then the files will be copied onto your hard disk drive.



Getting Updates Visit http://www.galciv2.com to get updates or use the included Stardock Central program to receive the latest version. You will need your unique serial number in order to obtain these updates. Once registered your serial cannot be transferred to another user.
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Starting a New Game When you are ready to play the game, double-click on the Galactic Civilizations II icon. This will bring up the Galactic Civilizations II LaunchPad. Your options will be: Play the Game: Start a new game of the active chapter. Manual: Read the online version of the documentation. Update Game: Get the latest version of the game. Update Serial: If you mistyped the serial number while installing you can update it here. Set Active Chapter: Allows you to set the active chapter between Dread Lords (original) and Dark Avatar (expanded).  Exit     



Press the Play the Game option and the game will load. The introductory video will then play and you will soon be presented with these options:         



New Game: T o sta rt a n e w g a m e in ―sa n d b ox‖ m o d e . Continue Game: To continue your last game. Load Game: To load a saved game. Campaign: To play the story-driven campaign for the active chapter. Metaverse: To play a sandbox game with a defined set of rules in which scores can be submitted online. Options: To change video and other game settings. Tutorials: Video tutorials on how to play the game. Credits: W h o ’s re sp on sible for this thing ? Quit
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Restoring a Saved Game If you had a game in progress that you saved (or was automatically saved) you can return to it by loading the saved game. You can select Continue Game to load the last game you played.



Playing a Game on the Metaverse The Metaverse allows players to compete against one another indirectly online. It uses a protected set of data files (i.e., no mods) so that all players are using the same rules. When a game is finished, players can optionally submit their scores. T o u se th e M e ta ve rse , pla yers m u st u se th e ir S ta rd o ck.n e t a cco u n t. If yo u h a ve n ’t cre a ted on e , th e game will take you to a page where you can create an account for free. This account can be used to receive updates to the game (with your serial number), get free additional content, participate on the forums, and manage your in-game characters. Once you have logged on, you can create your characters. You will need your serial number to create a character. Once created, you can then play normal stand-alone games and submit your sco re s w h e n yo u ’ve finishe d .



The Campaign Galactic Civilizations II: Gold Edition includes two campaigns that help players get used to the G a la ctic C iviliza tion s II u nive rse an d to u ch e s o n th e ga m e ’s b a cksto ry. Campaign: The Dread Lords The Dread Lords were an ancient and powerful civilization that was once on the brink of conquering the galaxy and vanquishing their opponents, the Arnor. Just as they were about to conquer the last Arnorian homeworld, both the Dread Lords and the Arnor vanished. Thousands of years later, ten younger civilizations (including the Humans and their archrivals, the Drengin Empire) began to expand into the galaxy. There they found traces of the two ancient Precursor civilizations. As these ten new civilizations claimed the galaxy, tensions mounted. An interstellar war unfolded between the Human-led Coalition, which included the Altarians, Torians, and Arceans, and the Drengin Alliance, which included the Drengin Empire, the Yor, the Drath, and the Thalan. Two civilizations, the Korx and the Iconians, remained neutral. B u t a s th e y w ill so o n lea rn , th e re a re fa r w o rse thin g s in th e u niverse th an e a ch o th er…
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Campaign: The Dark Avatar The galaxy is on fire. The evil Drengin Empire reigns supreme and now must decide what to do with the vanquished. Within the Drengin Empire there is dissent on the question of what to do with their victory. Should they annihilate the surviving, sub-Drengin species, or should they enslave them to bring greater glory to Drengi? This disagreement has become an outright civil war. A s le a d er o f th e D ren gin E m p ire ’s m ilita ry fo rce s, yo u m u st sto p th e g en o cid al K o rath cla n fro m taking control of Drengi and prevent the extermination of all sentient life in the galaxy in order to make it safe for your oppression.
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II. The Basics This section will guide you through the basics necessary to play Galactic Civilizations II.



Creating a New Galaxy When you start a new game you will need to set up the galaxy in terms of size, who you are playing as, and who you are going to go up against. Galaxy Setup T h e G ala xy S e tu p scre e n is yo ur first se t o f cho ice s fo r w h a t so rt o f g a m e yo u ’d like to pla y.



Figure 1: Design your own galaxy Galaxy Size: The galaxy size determines how many sectors are in the galaxy.



Description



Dimension



Total Sectors



Tiny



3x3
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Small



4x4



16



Medium



5x5



25



Large



8x8



64



Huge



12x12



144



Gigantic



18x18



324



10



Scenario: The Normal setting will proceed with the default victory conditions. Otherwise, you can choose from among various scenarios in this drop down menu. The text for each scenario details the specific rules and victory conditions that will apply. Note that some settings will be disabled if you choose to play a scenario. Galaxy Settings: This is where you customize how your specific galaxy is to be generated: 



Habitable Planets: This determines what percentage of the planets in the galaxy can be colonized.







Number of Planets: This determines how many planets there are per sector.







Number of Stars: This determines the number of stars there are per sector.







Number of Asteroids (Dark Avatar): This determines how many tiles in the galaxy will have an asteroid field in it.







Star Density: This determines the layout of the stars. Tight clusters means that stars are in sm a ll g ro up s w ith lo ts of sp a ce b e tw e e n g ro up s. L o o se clu ste rs is sim ilar e xce p t th a t th e re ’s le ss spa ce b e tw e e n the n e xt g ro u p. S ca tte red ju st m e a n s th e y’re ra n do m .







Anomalies: This determines the number of special objects in the galaxy. When your survey ship comes into contact with an anomaly, a random result occurs.







Technology Rate: This is an important setting. With this you can set how you can pace the game. If you want a really epic long game, set the technology rate to slow. If you feel like yo u ’re hitting th e tu rn bu tto n a lo t w a itin g fo r th in g s to h ap p e n , b o o st th e te chn olo g y ra te forward.



Victory Conditions: This where you define what victory conditions are allowable. 



Research: W he n e n able d , pla ye rs can w in the g a m e b y re se a rchin g th e ―T e chn olo g y V icto ry‖ technology.







Alliance: When this is enabled, players can win the game by allying with all remaining players.







Influence: When this is enabled, players can win the game by controlling 75% of the galaxy.







Allow Surrenders: Alien opponents controlled by the computer will often surrender if they feel their situation is hopeless. You can take away this ability if you choose.
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Game Options: These are additional options that we have added based on player suggestions. 



Disable Tech Trading: Some players felt that the alien players were too aggressive in trading technology with one another. Turning this on will prevent any technology trading in the game.







Blind Exploration: Enabling this option means that players cannot see on the mini-map the sp h e re of in flu e n ce o f diffe re nt pla yers. In e ffe ct, w h e n e n a ble d , pla ye rs w o n ’t se e w h e re other players are located.







Mega Events (Dark Avatar): When enabled, mega events are allowed. These are events that are intentionally designed to destabilize the game.







Super Abilities (Dark Avatar): If yo u w a n t to p la y a g a m e in w h ich pla ye rs do n ’t h a ve a n y of th e ir sp e cial ―su p er a bilitie s‖ yo u can d o tha t a s w e ll.



Pick Your Civilization Which civilization do you want to be the leader of? There are 12 to choose from with a custom race to boot.



Figure 2: Pick which civilization you want to play as.
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The civilizations are:     







 



















The Terran Alliance: The Humans. Or at least, humans from a United Earth in the 23rd century. They are the diplomats; the negotiators. The Drengin Empire: T h e y a re no t, to p u t it po litely, d iplo m a ts. T h e y’ll g la dly h a ve yo u o ver fo r dinner as long as you are the main course. The Altarian Resistance: The Altarians are not Humans, though they are genetically very similar. They are doggedly ethical, but not terribly tolerant of other points of view. The Arcean Empire: These guys are very, very tough. Very honorable, but not very interested in aligning with anyone. They are the main rival to the Drengin Empire for galactic domination. The Torian Confederation: For thousands of years they were enslaved by the Drengin Empire, but having thrown off Drengin oppression in the pre-hyperdrive era, they now have the problem of the Drengin Empire being able to send massive fleets to their world. They are very erratic. The Yor: As sentient artificial life-forms, the Yor are unique. They were created by the Iconians to help serve an ancient race known as the Precursors. The Yor have grown to detest all organic life-forms and are very dangerous. The Dominion of the Korx: These guys will sell their own mothers to you. Or they would if they h a d n ’t alre a d y sold h e r to th e g u y w h o ca m e b e fo re you . The Drath Legion: The Drath were a sentient race that developed on the same planet as the A lta ria n s. B u t lo n g a g o , fo r re a so n s w e d o n ’t kn o w , th e y le ft A ltaria a fte r n ea rly b e co m in g e xtin ct due to constant warfare with the Altarians. Ironically, ethically, they are very similar to the A lta ria n s. T he y’d p ro b a bly ge t alo n g fin e n o w if it w e re n ’t fo r tha t w h o le ne a r w iping th e m o u t thing. The Thalan: The Thalan have come from another dimension to keep the Humans from d e stro yin g th e u nive rse . W h y th e y thin k th e H u m a n s a re g o ing to w ip e o u t cre a tio n ha sn ’t be e n e xp la in e d a nd th eir P R p e o ple ha ve n ’t re tu rn ed o u r calls. The Iconian Refuge: The Iconians are the ones who created the Yor. Unfortunately, they must not have had any science fiction stories on their world because if they had, they would have known that the Yor would have risen up to wipe them out. The Iconians managed to flee and have only recently returned to the stars. The Korath Clan (Dark Avatar): The Korath are actually ruined Drengin. If, a Drengin can truly b e ―ruine d ‖ th a t is. T h e D re n gin are m e re ly e vil, the K o ra th a re e vil m a n ia cs. A cco rdin g to extensive interviews, the difference can be summed up as follows: The Drengin and Korath w o u ld b o th w a n t to ea t yo u . T h e diffe ren ce is th a t th e K o ra th w o u ld w a n t to e a t yo u w h ile you ’re still alive. The Krynn Consulate (Dark Avatar): The Krynn are the new Jihad. As the galaxy becomes more unstable, this enigmatic race has been able to build increasing followings based on their doctrine of ruthless adherence to a strict moral code.



Each civilization has its own racial bonuses and default technologies. On top of that, each civilization receives points that they can use to add to those bonuses.
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Customizing Your Race Players can customize what their race looks like and what its logo is by pressing the direction buttons underneath the image.



Figure 3: You can customize how your civilization looks as well as what abilities it has. There are also six tabs in which you can potentially customize your civilization. If you choose one of the included civilizations, only four of those tabs are active. N o w , yo u m ig h t a sk, ―W h y sh o uld you b o the r to u se a bu ilt-in civilization when you could just create yo u r o w n cu sto m civiliza tio n? ‖ T h e a n sw e r is th a t th e in clud e d civiliza tio n s a re stro n ge r in certain areas than any custom civilization can be made. Depending on your strategy, you may want to use a built-in civilization or create your own. Tip: Remember to choose a unique color for your civilization. There are 16.8 million colors to choose from!
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Racial Abilities Each race has different abilities and you can choose your own if you design a custom race. The abilities include: 



Courage g ive s a b on u s to th e a tta ck valu e o f yo u r ship s w h e n yo u ’re fig h ting a g ain st a n opponent who has a higher score than you. The degree of the advantage is based on how far ahead your opponent is.







Creativity will lead to your race randomly discovering technologies from time to time.







Defense im p ro ve s yo u r ship s’ ra tin g fo r all th re e typ e s o f d e fe n se s.







Diplomacy adds to your diplomatic advantage when dealing with other civilizations.







Economics adds a bonus to your tax revenue.







Espionage adds to the effectiveness of your espionage spending.







Hit Points adds to the hit points of all your ships.







Influence adds a bonus to the production of Influence Points on each of your colonies.







Loyalty re du ce s th e a m o u n t o f o th e r civiliza tion s’ in flue n ce ap plie d to yo u r co lo nie s, the re b y re d u cin g th e ch an ce th a t th e y’ll reb el.







Luck is a mysterious under-the-hood advantage that can help you at various points throughout the game. It can improve the chances of a critical hit in combat or reduce the odds of getting a negative random event.







Military Production adds to the number of shields you produce on each colony, which are used to build ships.







Morale ad d s to th e m o ra le ra tin g fo r ea ch o f yo u r colo nie s, m a kin g it le ss likely th at yo u ’ll suffe r the effects of low morale.







Planet Quality raises the number of usable tiles available after you colonize a planet.







Population Growth adds to the population growth rate on all of your planets.







Range lets your ships stray farther from planets and starbases.







Repair allows ships to repair themselves faster than normal.







Research adds to the number of flasks you produce on each colony, which are used to research new technologies.







Sensors extends the range your ships can see by a given number of parsecs. 15







Social Production adds to the number of hammers you produce on each colony, which are used to build projects.







Soldiering gives you a bonus in ground combat.







Speed adds to the number of parsecs your ships can move each turn.







Trade increases the amount of money you receive from trade routes with other planets.







Trade Routes increases the number of trade routes your civilization can maintain.







Weapons im p ro ve s yo u r ship s’ a tta ck ra tin g for all th ree typ e s o f w e a p o n s.



Political Parties As the leader of a civilization, you also belong to a political party. When your party is in power in the Senate, you get their bonuses. H o w e ve r, if yo u lo se co n trol o f th e S e n a te , you g e t th e w in nin g pa rty’s b on u se s a s n e g a tives. Appearance On the Appearance tab, you can customize what color different parts of the game are and what your ships look like. You can even choose the style of ships. Techs If you choose to create a custom civilization you will also have points for selecting what technologies your civilization will start with. Personality (Dark Avatar) Custom designed players can choose what their super ability is. The rest of these options are locked out (not applicable) to the player but become available if you design an opponent. Super Abilities (Dark Avatar) Each civilization is really unique at doing something. The super abilities are: 



Super Diplomat: Is able to secure much better deals through negotiation than other civilizations.







Super Dominator: When going to war, they receive a group of Corvette class ships. The number they receive is based on their military power.







Super Organizer: When attacked, other civilizations of a similar ethical alignment will often come to their aid if they have good relations. Moreover, other civilizations of a similar alignment will rarely go to war against them. 16







Super Warrior: When in battles, they get the first strike ability. That is, their ships attack first and if their opponent survives, only then do they return fire.







Super Breeder: If their approval is 100%, their population increases at four times the normal rate.







Super Isolationist: Can colonize barren worlds and no foreign ship can travel more than 3 spaces per turn in their area of influence.







Super Trader: Gets all the trade techs at the start of the game and gets twice as much from trade.







Super Manipulator: Is very good at getting other races to go to war with each other.







Super Hive: Starts out with a significant range bonus and all factories are built in one week.







Super Adapter: Starts out with aquatic and toxic world technologies.







Super Annihilator: Can build a spore ship which, when used on a defenseless colony, will eliminate all population and turn it into a toxic world of the same class controlled by them.







Super Spy: Gets an agent to start with and can build a Counter-Espionage Center on planets that prevents spies from being put on the planet and provides a morale boost.



Choosing Opponents You can have up to nine opponents in a given game. The list of available opponents to choose from is on the right side.



Figure 4: Top middle part displays selected opponents. Right list box displays opponents you can add in. Note the button at the bottom that enables you to design your own opponents. 17



C lick o n a n a vaila ble o p p on e n t an d th en p re ss th e ―E n a ble‖ b u tto n to a d d the m (o r d o u ble -click on them to add or remove). Difficulty Levels You can set the intelligence of individual players. T h e se difficu lty le vels d e te rm in e h o w m u ch th e co m p u te r p la ye r’s e co no m y is p e n alize d com p a re d to yours (or whether it gets bonuses at higher levels) as well as which artificial intelligence algorithms it gets access to. Players can also set these things individually for each player. Computer Intelligence



Description



Fool



Computer player's economy reduced by 90% and only simplest algorithms used.



Dunce



Computer player's economy reduced by 75% and only simplest algorithms used.



Beginner



Computer player's economy reduced by 50% and only simplest algorithms used.



Sub-Normal



Computer player's economy reduced by 30% and only simplest algorithms used.



Normal



Computer player's economy reduced by 20% and general algorithms used.



Bright



Computer player's economy reduced by 10% and advanced algorithms used.



Intelligent



Computer player's economy is the same as yours and advanced algorithms used.



Gifted



Computer player's economy gets a 5% boost and advanced algorithms used.



Genius



Computer player's economy gets a 10% boost and advanced algorithms used.



Incredible



Computer player's economy gets a 25% boost and advanced algorithms used.



Godlike



Computer player's economy gets a 50% boost and advanced algorithms used.



Ultimate



Computer player's economy gets a 100% boost and advanced algorithms used.
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Individual intelligences are then added together and then turned into a general difficulty level which can be described below:



Difficulty Level



Average Computer Intelligence Level



Cakewalk



Fool



Easy



Dunce



Simple



Beginner



Beginner



Sub-Normal



Normal



Normal



Challenging



Bright



Tough



Intelligent



Painful



Gifted



Crippling



Genius



Masochistic



Incredible



Obscene



Godlike



Suicidal



Ultimate



You can also edit your opponents as well in order to really adjust their intelligence.
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Editing / Creating Your Opponents Editing your opponents is a lot like creating a custom civilization. You can change what their ships look like, what the civilization looks like, what colors they use, and more.



Figure 5: You can edit the particulars of a selected opponent here. Choosing What Your Opponent Ships Look Like By customizing or creating a new opponent, you can choose which style of ship they use. Each of the default civilizations has their own ship style you can choose from.



Figure 6: You can also decide what a custom opponent's ship style will look like.
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If yo u ’re a m o d d e r, yo u ca n cre a te yo u r o w n sh ip style s (se e M o d s o n p ag e 7 5 to se e w h a t’s possible).



Figure 7: This button is a gateway to some really cool stuff. If yo u ’ve p re vio u sly cre a te d sh ip s a n d sa ve d th e m a s te m p la te s u n d er a give n ship style, yo u ca n even assign the computer players to use your designs for their ships. If you have a favorite science fictio n sh o w yo u ’d like to se e th e pla ye rs e m u la te , n o w is you r ch an ce .



Figure 8: Ships you've previously designed and saved as templates can then be assigned to the computer players to make use of.
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The Personality of Your Alien Opponent This last tab on the Customize Your Opponent screen is a little intimidating. It allows players to finetune how the computer player acts.



Figure 9: You can customize your opponents in ways never before possible in a strategy game. The options are: Race Behavior: This determines whose dialog and which AI personality the computer player will u se . G ala ctic C iviliza tio n s II d o e sn ’t h a ve ―a n a rtificial in tellig e n ce e n gine ,‖ it ha s several artificial intelligence engines that run in the background. Each one has its own strengths and weaknesses. Here you can choose which one it uses. Natural Abilities: This determines which algorithms the AI can make use of. The AI attempts to simulate a lack of skill by intentionally making mistakes or by making simplistic decisions. You can choose to have it not make those mistakes by increasing its natural abilities. F o r re fe re n ce , the ―Intellig e n t‖ se ttin g (o r h ig he r) for th e C o m p u te r In tellig e n ce settin g h a s th e A I maximize this value. Aggression: This determines how aggressive the computer players are. How likely are they to go to war? Ethical Alignment: What is the default setting for the computer player? Ever wanted the Drengin to be nice and cuddly? Now is your chance.



22



Financial Resources: This determines how much money the computer player gets compared to you. At 100%, it is equal to you. You can set this value all the way up to receiving twice as much money. When used in conjunction with the Natural Abilities slider, you can really tailor your experience. For example, you could have a very rich but very stupid opponent to play against, or an impoverished but intelligent opponent.



Figure 10: Advanced CPU algorithms are available for users with very fast machines. These algorithms can make the AI play much more cleverly at the cost of more time between turns. CPU Use: This setting enables players to decide how much CPU power the AI is allowed to use. The High setting allows the AI to simulate more turns into the future to project what it thinks its opponents will do. The Maximum setting allows the AI to make use of new, very intensive algorithms specially made for players looking for an intense challenge who happen to have very powerful computers.
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Interacting With the Galaxy The galaxy is composed of a number of sectors determined by the size you chose on the Galaxy Setup screen. Each sector is divided into a 15x15 grid of parsecs. Each parsec is numbered using a standard x,y notation. A parsec may contain a sun, a planet, an anomaly, a resource, a starbase, and/or ships. Stars may be orbited by up to five planets, each rated from class 0 to class 15 (or higher when yo u ’ve re sea rch e d ce rtain te ch no lo gie s). T h e g re a ter th e n u m b e r, th e m o re h a b ita ble the pla n e t. The class also indicates the number of tiles that will be available if you colonize the planet. In Dark Avatar, planets may also have environments such as Toxic or Heavy Gravity. A colored icon indicates whether they can be colonized. A red icon indicates that you need a specific technology to co lo nize th e m . A ye llo w ico n in dica te s yo u can co lo nize b ut w ill lo se h alf th e pla ne t’s p rod uctio n. A green icon indicates that the world is fully habitable to your civilization. Anomalies can be investigated by ships with a survey module, such as the survey ship that each civilization gets as its flagship when a game begins. Some anomalies will add permanent bonuses to your empires. Some might teleport your ship across the galaxy. Others will simply be useless debris. Resources are colored polygons that give your civilization a bonus if you build starbases on them. S ta rb a se s ca n also b e b uilt to de fe n d ce rtain a re a s, e xte n d a civiliza tion ’s in flu e n ce , a n d e xte n d th e range of its ships. Ships are used to explore and fight. In Dark Avatar, asteroid fields appear in various parsecs in the galaxy as well, usually in groups of two to four. These asteroid fields can be mined and the resources then sent back to your planets. Space mining technologies can be researched to provide access to mining base upgrades that your Space Miner can construct.
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The Main Screen The main screen can be broken down into 3 primary components: 1. The Top Border includes the Menu button, the currently selected sector display and the current game date. 2. The Main Map dominates the main screen showing planets, ships, stars, etc. 3. The Control Panel at the bottom of the screen displays information about your civilization and the currently selected object. It also contains the controls for navigating through the user interface of Galactic Civilizations II. The Top Border The top border displays the Menu button which will open up the options/load saved game manager, the current sector you are viewing, and the current date.  



In Galactic Civilizations II: Dread Lords the game year starts at 2225. In Galactic Civilizations II: Dark Avatar the game year starts at 2226.



By default, players play Dark Avatar. The Main Map The main map is where all the action is. The things you will see on the map are:     



Planets, Colonies, and Stars Ships Anomalies Asteroids Galactic Resources



The main map is broken up into tiles called parsecs. All movement within the game is in parsecs. A ship that can move 3 parsecs per turn can move 3 tiles per turn.
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Item



Description



Item



Description



1



Options Menu button



13



Survey Ship



2



Deep Space



14



Social Project Status



3



Current Treasury



15



Planet



4



Rally Point Creator



16



Moon (additional resources)



5



Agent Placer



17



Mini-Map Magnifier



6



Current Research



18



Find Next Ship With Moves



7



Your Approval Rating
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Mini-Map



8



Galactic Power Balance



20



Turn Button



9



Colony Ship



21



Minimize Console



10



Selected Object Context Area
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Mini-map View Buttons



11



Control Panel
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Asteroid



12



Currently Visible Sector
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Asteroid Miner
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Background Story: The map display is not designed to reflect absolute distances but rather hyperdrive distances. In the same way that a map of the Earth becomes distorted when it is flat, the map of the galaxy becomes distorted when made flat. Hyperdrive works by folding space. The more mass that is involved in the area, the less it can fold. As a result, planets and stars are very close together to one another and other star systems are relatively close too. The actual physical distance a tile represents varies greatly. A tile in deep space may represent several light years while a tile in a solar system may only represent a hundred million miles/km. Planets, Colonies, and Stars When the player clicks on a planet, they can see a number in a box to the top left of the planet view in the control panel. This is the planet class. On uncolonized planets, the planet class is displayed in the description area of the control panel. In Dark Avatar, some planets require special technologies to colonize. Class 0 1 to 3



Description Unusable Basically useless



4



Think Mars



5



This IS Ceti Alpha V!



6 to 8 9



Highly unpleasant Unpleasant, like northern Michigan



10 to 14



Like Earth



15



A paradise



16 and up



Very rare, but where we hope to retire



A planet's class determines the number of useable tiles available when it becomes a colony. The more tiles a planet has, the more productive potential it has. Above your colonies on the main map are symbols that indicate the status of your colony in a variety of ways:
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Controlling the Main Map Players can interact with the map through the keyboard and mouse. The mouse is used in the following ways: 



LEFT-BUTTON CLICK: Selects the object that the mouse is currently over.







RIGHT-BUTTON CLICK: Sends the currently selected object to the location that the mouse cursor is over (if applicable).







MIDDLE-BUTTON CLICK: Controls the game camera. You can also use the mouse wheel to zoom in and out on the map.



By holding the shift key down, you can select multiple objects with the mouse.



Listing planets and ships The first button on the control panel allows players to display a list of their planets and ships. B y d e fa ult, it’ll displa y the pla n ets. P la ye rs can so rt plan e ts b y nu m e ro u s crite ria su ch a s p op u latio n , income, approval, spending, name, etc. Players can see the progress of ships and planetary improvements being constructed. By clicking on those progress indicators, players can choose a different ship or project for the planet to be working on. A t th e ve ry top o f this dialo g are thre e bu tto n s th a t a ren ’t te rribly e a sy to se e . T h e y co n trol the overall dialog – ship list, planet list, and close. If you click on the ship button, the display changes to show all your ships. A small go-to ―x‖ b u tto n is by each ship which will tell that ship to fly to the currently viewed sector. Double-clicking on a ship in the list will center the view on that vessel.
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Civilization Research The Research Screen will bring up a list of available technologies. The bottom of the screen displays th e o ve ra ll te ch n olog y tree . D iffere n t te ch n olog ie s h a ve diffe re n t co sts, bu t th e se a re n ’t fixe d ; a s you research new technologies, the cost of future technologies will increase. When a new technology is discovered it unlocks new planetary improvements, new civilization abilities, new ships, new ship components, and so on. On the technology tree screen, technologies are grouped together by class. There are, for instance, several classes of laser weapon technologies. Rather than displaying Laser 1, Laser 2, and so forth, th e y a re g ro up e d tog e th er a s ―L a se r‖ w e a p o ns. Tip: If you have a mouse wheel button, you can zoom in and out on the technology tree with it.



Galactic Economy Building things costs money. That money comes from a variety of sources including:   



Tax Income Trade Income Tourism Income



Money is spent on projects ranging from:        



Military Spending Social Spending Research Spending Colony Maintenance Espionage Ship Maintenance Leases Bonus Production
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You can control your income and spending from the Finance Management screen.



Figure 11: The Finance Management screen controls your economy. The taxation slider determines your tax rate. The Spending slider determines what percentage of your production capacity you will use. Spending Tip: What you are actually doing is hiring workers. At 100% you have full employment, a remarkable though difficult to get to, achievement. Below the spending slider are three other sliders that determine where your workers should go. They can be assigned to labs to speed your research, to the factories to produce ships, or to the factories to improve your planets further. These sliders determine the ratio in which your workers are employed. Tax Income Population determines your tax income. The more population you have, the more money you receive from them at a given tax rate. When you tax your citizens, you are taking a percentage of the income they generate. How much m o n e y th e y m a ke d e p e n d s o n yo u r civiliza tio n’s e co n o m ic a b ility a n d w h a t pla n e ta ry im p ro ve m e n ts yo u ’ve co n stru cte d . As you raise taxes, your approval rate drops. If it drops too low, you will lose control of the Senate and your citizens will leave you and your official population will drop. Backstory Info: Your population only counts citizens in your civilization. Your citizens may renounce their citizenship if they become unhappy enough, at which point your population will decrease. Similarly, people who are currently not citizens of your civilization may join you and give the appearance of a rapidly increasing population.
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Tourism Income Tourism income is based on the total population of the galaxy and what percentage of the galaxy you control. For every 100 million people, 1 billion credits of tourism income is generated. Your piece of it is based on your percentage of the galaxy that is in your sphere of influence. Trade Income B y re se a rching ―T ra d e‖ yo u ca n co n stru ct freig h te rs w h ich g o to o th e r pla n e ts. T h e fu rth e r th o se freighters travel and the richer the source and destination planets are, the more money you receive from a trade route. Military, Social and Research Expenses Your workers have salaries. In addition, you have to pay for raw materials involved in building and researching things. These expenses determine the actual costs of building ships, building new planetary improvements, and researching new technologies. Colony Maintenance Expenses Many planetary improvements have a maintenance cost associated with them. Each week, you are charged that amount. Espionage Expenses You can spend up to 25% of your tax income on producing espionage agents which can then be used to target alien improvements or to defend your own planetary improvements. Starship Maintenance Expenses Military ships have a maintenance cost as well that is approximately 3% of their original cost (in industrial units). That is, a ship that cost 100 IUs will take approximately 3 billion credits each week to maintain. Bonus Production / Research Expenses You can get bonus production from starbases and moons. A moon around a colony provides a 10% bonus to production. Starbases can have factories that increase the productivity of your factories even further. Bonus production is separated because you are only charged for half the cost. Therefore, if you see a p ro d u ctio n b on u s o f 1, yo u are a ctu ally g e ttin g tw ice a s m u ch , a s yo u ’re only ch a rg e d for h a lf o f it.
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Espionage (Dark Avatar) Espionage allows players to spy on other civilizations, steal technologies, and destabilize their worlds. The way it works is that on the Finance Management screen players can set their Espionage Spending rate. Players can put up to 25% of their tax income into espionage (players with the Super Spy ability can put up to 50%). This money then goes to hire and train agents. T h e re is a n ―E spion a g e ‖ ta b on th e F in a n ce M a n a g e m e n t scre e n tha t allo w s yo u to se e th e p ro g re ss of your agents. Each new agent costs more to bring in than the last, so be careful how you use them.



Figure 12: Players can manage their agents and monitor foreign agents globally on the Espionage tab on the Finance screen. When an agent is available, the Place Agent button on the main UI will turn red. Press that button and your mouse cursor will change to the place agent cursor. Then, simply click on the planet you wish to place the agent on. On a given planet you can place agents on most planetary improvements (or you can place agents on enemy agents who are on your planets to nullify them). When an agent is on a planetary improvement, that improvement is disabled. There are several other ways to manage agents. For example, you can also click on an alien planet a n d p re ss th e ―S p y‖ b u tto n w h ich w ill also o p en u p th e P la ce A ge n t w in d o w . When aliens start putting agents on your planets, you can easily track all of them from the Espionage tab on the Finance Management screen.
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Foreign Policy & Diplomacy The fourth button on the control panel will open up the Foreign Policy screen. T h e F o reig n P o licy scre e n is w h e re yo u ’ll co nd u ct yo u r diplo m a tic in te ra ctio n w ith th e o the r civilizations in a game. The Relations tab will present you with an overview of your standing with e a ch civilizatio n , ra tin g their m ilitary a n d e co no m ic sta n d ing co m p a re d to yo urs. E a ch civiliza tion ’s attitude towards you is displayed on a colored bar with a notch somewhere between red (hostile) and green (friendly).



Figure 13: From the foreign policy screen you can conduct diplomacy and trade, as well as keep an eye on what your opponents are doing. The Trade Screen T h e T ra d e scre e n displa ys a vie w scre e n p icture o f the ra ce yo u ’re sp e a kin g w ith . B y sele ctin g a n option from the drop-down list, you can replace the viewscreen with information about the status of your relations with that civilization, your current trade with them, or polling data about how your and their citizens view one another.



Figure 14: Each civilization reacts to each other in different ways. You never know what they're going to say.
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To the right are items they can bring to the table. To the left are items you can bring to the table. You can select anything from the lists to create a proposal in the area at the bottom. The AI will assign a value to your offers and accept or reject your proposal based on the value of the trade, their standing with you, and your diplomatic ability. Diplomatic ability can be increased by playing a race with Diplomacy as a special ability, building improvements like Diplomatic Translators, or researching certain technologies. Among the things you can trade are money, influence points that can be spent at the next United Planets vote, trade goods that have been built as projects on one of your colonies, treaties such as agreements to attack another civilization, make peace with another civilization, form an alliance, or surrender; colonies, technologies, and specific ships. You can get additional information about your relationship with another civilization by checking the Report tab, which will break down the positive and negative factors affecting your relationship. The T re a tie s ta b sho w s a la ttice w o rk displa y d e tailin g e a ch civiliza tio n ’s sta tu s w ith e ve ry o th e r civilization. T h e M ino r R a ce s ta b is u se d to in te ra ct w ith le ss sign ifica n t ra ce s th at d o n ’t e xp a n d a n d tha t w o n ’t fig ure in to victo ry con ditio n s (yo u d on ’t h a ve to co n q u er m in o r ra ce s fo r a C o n q ue st V icto ry). T h e number of minor races is determined by the size of the map. Signing Treaties (Dark Avatar) Players can sign special treaties with alien civilizations. Certain treaties can only be enacted with individual players and are permanent unless you go to war with them. 



Economic Treaties: These take 10% of your economic output and shares it with that civiliza tio n (o r w ith yo u if the y’re tra din g it to yo u ). Y o u do n o t lo se th e in co m e th a t yo u ’re sh a rin g so th e re ’s n o re a so n no t to d o this. Y ou ca n se t up a n e co n o m ic tre a ty w ith one p la yer, a nd it’s p erm a n e n t u n le ss th e y’re d e fea te d o r g o to w a r w ith you .







Research Treaties: These take 10% of your research and shares it with that player (or vice versa). You do not lose that research. Just as with economic treaties, you cannot end research treaties unless your partner is defeated or goes to war with you.



War Alert: Players who start wars with those they have a treaty with end up with a diplomacy penalty for the rest of the game. The other civilizations will look darkly at what you have done and raise the terms of any future trades. Stats on Foreign Powers The Stats tab on the Foreign Policy screen will give you all kinds of data on the selected civilization. To get more stats, you must place agents in that civilization. Report The Report tab will tell us what that race thinks about us and why, plus give more detail on the background of that civilization. 34



Treaties The Treaties tab enables players to see what treaties are in effect for different civilizations.



United Planets The United Planets tab will enable you to see the voting strength of each civilization and what laws have been enacted and are in effect.



The Civilization Manager The Civilization Manager is designed to provide a convenient overview of your civilization. There are tabs for Colonies, Timeline, Government & Ethics, Victory, and Graphs. Colonies This displays all the colonies in your civilization. It shows the name, class, military production, social production, research, approval, any project currently under construction, and any ship currently under construction. This list can be sorted by clicking on any header. You can also change ship construction by clicking on the ship currently being built.



Figure 15: Manage your entire civilization from a single screen. This is what people mean ab o u t "sp read sh eets" in strateg y g am es… 35



Timeline The Timeline tab displays how your civilization is doing compared to others over time. You can set a time span ranging from the past turn to the entire game, or you can set any span of time in between. You can then click on the buttons to compare how each civilization has fared in the following categories: 



Economy compares tax revenue.







M ilitary co m p a re s th e value o f all tha t civiliza tio n ’s sh ip s w ith a n a tta ck ra tin g (th e e xa ct formula is attack rating + defense rating + hit points/10).







P o p u la tio n co m p a re s th e to tal p o p ula tio n o f all tha t civiliza tio n ’s colo nie s.







R e se a rch co m p a re s e a ch civiliza tion ’s to tal R e se a rch P oin ts p e r tu rn .







Manufacturing compares the Manufacturing Points generated by all colonies.







Social Production compares the total Social Production from all colonies.







Influence compares the total influence of each civilization.







A p p ro val co m p a re s e a ch civiliza tio n ’s a ve ra ge a p p ro val ra ting a m o n g a ll the ir colo nie s.







Popularity compares how well liked a civilization is by all the other civilizations.







Diplomacy compares the diplomatic ability of each civilization.







T re a sury co m p a re s th e a m o u n t o f credits in ea ch civiliza tion ’s trea su ry.



Victory Conditions The Victory tab displays how close you are to achieving each of the four victory conditions. Stats & Graphs This tab will give you more numbers, statistics, and details about your civilization than you could p o ssibly w a n t to kn o w . H o w e ve r, if yo u ’re in tere ste d in p e e ring in to th e g u ts o f yo ur in te rstella r empire, this is the place to go.
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Governors Governors help to reduce the amount of micro-management needed to oversee the running of your galactic empire. There are three basic types of governors to help automate your orders: 



Starport Construction Governor: This governor allows you to tell all planets that are building one type of ship (or nothing) to build another type of ship (or nothing).







Starship Rally Point Governor: This governor enables you to tell all ships going to a particular rally point (or none) to go to a different rally point (or none).







Colony Rally Point Governors: Colonies can also be instructed to automatically send ships to a particular destination.



Government When you begin a game of Galactic Civilizations II, you are an imperial power with complete control o ve r th e S en a te . Y o ur ch oice o f p olitical pa rty co n trols the S e n a te , a n d the re fo re you ’re gu a ra n te e d whatever bonus your political party confers. However, you can research more advanced forms of government. Republic, Democracy, and Federation offer increasingly attractive economic bonuses by adding a multiplier to your tax revenue. H o w e ve r, im p le m e n tin g o n e o f th e se fo rm s o f g o ve rn m e n t w ill th en lin k yo u r p olitical p arty’s presence in the Senate to your approval rating. To change to a new form of government, simply research the appropriate technology and then switch to it by selecting the Government tab on the Civilization Manager screen. Imperial governments do not have elections, but all others do. Lose control of the Senate and you get significant penalties. Government Type



Economic Bonus



Interstellar Imperium



0%



Interstellar Republic



10%



Interstellar Democracy



20%



Star Federation



40%



F in ally, a d van ce d form s o f g o ve rn m e n t m a y re q u ire a vo te b efo re yo u ca n in itia te a w a r. Y ou ’ll w a n t to make sure your approval rating is high enough before you attack another civilization.
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Interstellar Imperium: This is your default government form. In this form, all planets are controlled directly from the homeworld. Interstellar Republic: Having researched Interstellar Republic, now the individual planets have some say in how the civilization is run. But the flexibility this provides gives you some economic benefit. Interstellar Democracy: Individual planets now have significant input on how the civilization is run. Star Federation: The ultimate form. At this point, you are the leader of a massive coalition. It is difficult to run, but the benefits are significant. Ethical Alignment There are three ethical alignments in Galactic Civilizations II: good, neutral, and evil. Each ethical alignment has unique bonuses, technologies, and ship parts. A s yo u co lo nize pla ne ts, yo u ’ll en co u n ter e thica l cho ice s. Y o u r d e cisio n s w ill d e te rm in e w h ich o f th e th re e ph ilo so p hie s yo u ’re lea nin g to w a rd s, a lth o u g h so m e ra ce s alrea d y h a ve a b en t to w a rd s a specific alignment (Drengin lean evil and Altarians lean good). When you research Xeno Ethics, yo u ’ll b e p re se n te d w ith th e o ptio n to ch o o se on e o f th e p h ilo so p hie s, at a price th a t va rie s a cco rdin g to th e ch oice s yo u ’ve m a d e so fa r. A pla ye r w h o h a s made evil choices will have to pay more to choose the good alignment, and vice versa. Each choice will unlock certain advantages and disadvantages as follows: Good Civilizations: 



C itize n s a re m o re lo yal a n d le ss like ly to d e fect if th eir co lo nie s are u n de r an o p p on e n t’s influence.







The five most populous planets have no maintenance costs for their Initial Colony structure.







Trade income with other good civilizations is increased by 25%.







T h e re ’s a D iplo m a tic A b ility bo n u s w h e n d e alin g w ith o th er g o od civiliza tio n s.







Unique technologies include Superior Defenses.







The Temple of Righteousness Galactic Achievement is only available to good civilizations.
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Neutral Civilizations: 



Citizens are more content and an approval bonus applies.







T h e re ’s a disco u nt w h e n yo u dire ctly p u rcha se a ship in stea d o f b uild it.







Any tiles that can be improved through terraforming are instantly upgraded.







A bonus is applied to ground invasions against all non-neutral alignments.







Unique technologies include additional weapons and defensive technologies.







The Temple of Balance Galactic Achievement is only available to neutral civilizations.



Evil Civilizations: 



Starbase upgrade fees are waived.







Propaganda Center projects make planets less susceptible to rebelling.







S e cre t P o lice p ro je cts im p ro ve a co lo n y’s a p pro val ra tin g .







O th e r civiliza tio n s’ tra d e ro u te s p a y 1b c p e r turn th e y spe n d in a n e vil civiliza tio n ’s sph e re o f influence.







Unique technologies include Superior Weapons.







The Temple of Malice Galactic Achievement is only available to evil civilizations.



You can check your ethical alignment from the Civilization Manager.



The Shipyard Ships are designed in the Shipyard, which is accessed by clicking the far right button along the b o tto m o f th e m a in scre e n ’s ce nte r displa y. O n th e m a in S hip ya rd scre en yo u ’ll se e a list o f all yo u r sh ip d e sig n s. Y o u ca n click th e h e ad e rs a t the top of the list to sort them, showing either all your designs, only the core default designs, or only your own custom designs.
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Figure 16: The Shipyard Each ship type in the list displays a number in parenthesis which indicates how many of that vessel you currently have in service. A full 3D view of your ship is displayed in the window, with its stats displayed underneath the picture. You can manipulate the view with the buttons in the upper right corner of the window, or by holding down the middle mouse button and moving your mouse. From the Shipyard, you can click New to clear the template for a new design. The Upgrade button w ill allo w yo u to ch a ng e a n e xistin g d e sign fo r a n y ship s ye t to b e b uilt (no te th at yo u can ’t up g ra d e any of the core designs). The Obsolete button will remove the ship design from the list and decommission any ships of that type that have already been built. The Delete button will simply delete the design without affecting any ships of that type that have already been constructed. Your Designs S h ip s are co m p o se d o f h ulls co ntainin g co m p o n e n ts. A t the b e gin nin g o f a g a m e , yo u ’ll h a ve ve ry fe w h u lls a n d co m p o n e n ts, b u t a s you re sea rch m o re te ch n o lo gie s, yo u ’ll disco ve r m o re components. Templates P la ye rs ca n also h a ve the ir d e sign s sa ve d a s te m p la te s. T his w a y, pla ye rs d o n ’t ha ve to kee p designing ships game after game.



re -



T o u se a te m p la te , click o n th e T e m p la te s ta b a n d th e n ch o o se ―U se ‖ o n ce yo u h a ve sele cted a ship te m p la te yo u w a n t to b a se yo u r n e w sh ip on . F ro m th e re , it’s like d e sign in g a ship e xce p t w ith m o st of the work already done.
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How to Design a Starship D e sig ning a ship is e a sy. A n d w e sa y th a t in ord e r to ra tion alize to ou rselve s th a t it’s re ally no t th a t e a sy. If w e d idn ’t sa y it w a s e a sy, w e w o u ld ha ve to w o rk h a rde r to co m e u p w ith a fa n cie r a n d e a sier w a y to d e sig n sh ip s. B u t b y sa yin g it’s e a sy, w e th u s th ru st re sp on sibility fo r its co m p le xity onto you, the customer.



Figure 17: Designing your ship. Here are the six steps needed to design a ship: 1) 2) 3) 4) 5) 6)



Choosing a hull. P ick ―e ye ca n d y‖ to p ut o n you r ship . Add engines. Add weapons. Add defenses. Add modules.



You can add components to hard points by either: a) Double clicking on the component and having the game automatically find a suitable place for it. b) C h o o sin g a co m p o n e n t a nd th e n p re ssing th e ―P la ce‖ b u tto n in the b o tto m le ft. c) Selecting a component from the list box and then using the mouse button to select which hard point on the ship to put it on.
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Choosing a Hull For Your Ship T h e first ste p in m a kin g yo u r o w n ship is to p ick a h ull. Initially, you w o n ’t h a ve ve ry m a n y ch o ice s, but as you gain new technologies more hull choices are added. The hull determines how large the ship is. The larger the ship, the more space it has to put things on it, but the more expensive it will cost and the more logistical units it will use. S h ip s h a ve w h a t a re called ―h ard p oin ts.‖ T h ese a re little re d do ts th a t a p p ea r all o ve r yo ur sh ip . Y o u can connect components to these hard points. Logistics: The Silent Killer Your Logistics ability determines how many ships can be put together into a fleet. Hull



Size



Cost



Hit Points



Logistics



Tiny



16



25



5



2



Small



24



40



8



3



Medium Large Huge



48 80 150



80 160 320



20 42 84



5 7 10



As ships get larger, they get more hit points and they use up more logistics. T h e re ’s a d elica te b ala n ce b e tw e e n th e size of a h ull, th e co st o f a h ull, the hit p oin ts a h ull p ro vid e s, and the logistics. If you have the money, bigger ships are definitely more lethal, but they cost massively more. Adding Extras to Your Ship Extras are just eye candy. They have no functionality other than to help you control how your ship visibly looks. Make your ships look like robots or some fighter from a sci-fi movie or like a space spider or whatever. Extras have hard points on them and connect to other hard points. There is no limit to the number of extras you can add to your ship. Of course, the more extras you add, the more complex your ship becomes and the slower the game can become if you have thousands of ships on your screen.



Figure 18: Component controls for size and rotation.
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Extras, like all components, can be sized and rotated in all three dimensions. Adding Engines to Your Ship By default, your ships move at one parsec per turn (1 space). Milestone propulsion technologies (such as Impulse Drive) can add to this base. However, you can boost your ship speed further by adding engines. Engines use up a lot of space in exchange for adding a lot of moves to your ship. Adding Weapons to Your Ship Once you have figured out who you are likely to attack or be attacked by, you will hopefully have chosen weapons technologies that are best able to deal with their defenses. Your weapons options come in three forms:   



Beam weapons Mass driver weapons Missile weapons



Missiles are expensive but do more damage. Mass drivers are cheap but tend to do less damage. Beam weapons are in-between. Like your other components, choose a weapon from the list box and place it on a hard point. Adding Defenses to Your Ship When choosing a defense, you should try to add as many defenses of the type that counters the type of weapon your opponent has.   



Shields counter beam weapons. Armor counters mass drivers. Point defense counters missiles.



In a battle, your defense will roll between 0 and the defense value. However, against a non-optimal weapon, your defense will only roll between 0 and the square root of your defense. Hence, if your opponent fires a missile at your ship and your ship is only equipped with shields totaling a defense rating of 16, you will only roll between 0 and 4 instead of 0 and 16. To offset the challenge of having to pick the right defense, components to defend your ship use a lot less space and are a lot less expensive than weapons.
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Adding Modules to Your Ship Modules are various special items that give your ship extra capability. Common modules include: 



Colony modules: These hold colonists and allow the ship to colonize planets.







Troop modules: These hold invasion troops which allow the ship to invade undefended planets.







Sensors: These modules extend how far around the ship the fog of war is lifted.







Support modules: These extend the range of your ship.







Trade modules: These allow the ship to create trade routes.







Mining modules: These allow the ship to mine asteroids.







Constructor modules: These allow the ship to construct or add to starbases.



Completing Your Ship Once you have completed your ship, you can save it and give it a name and a description. If you se le ct th e ―T e m p la te ‖ o p tio n it w ill sa ve it a s a te m p la te fo r futu re g a m e s. Saved vessels will automatically come up in future games once you have the right technologies to build the ship. Hence, that super fast colony ship you designed will be back next game, no need to have to re-design ships over and over unless you choose to.



Figure 19: Whatever you can imagine can be created in Galactic Civilizations II.
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III. Running a Galactic Civilization The fate of billions of people, robots, sponges, and crystalline-lattice depend on your ability to run your civilization. Our task is to help you understand more about how you do this. At a basic level you have only a few resources to work with: 



Money: Which you get from lots of sources.







Research: Which is obtained from your planets; which is used to get new technologies.







Industrial Production: Which you get from factories on your planets.







Influence: Which is generated from your planets.



This section deals with how to obtain these things and what you can do with them to meet your goals as supreme ruler of your galactic civilization.



Your Colonies Players start out with a single colony along with a colony ship which can be used to create another colony on another planet. From there, players will have to construct additional colony ships from their starports to colonize additional worlds.



Figure 20: Colonies produce ships, tax income, and research for your civilization. How much of each they generate depends on what you construct on their surfaces.
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The principle parts of a colony to bear in mind are:        



The planet class of the world the colony is on The population of a colony Military, Social, and Research Production Approval Influence Food Production Income / Spending / Maintenance Constructing planetary improvements



All of this is done on the Colony Management screen. The Planet Class Your Colony is On On the Colony Management screen you will see the planet broken up into 72 tiles. Some of these tiles are green, which means that you can construct something on those tiles. Some tiles may be yellow. Those are tiles that require a terraforming technology (such as Soil Enhancement) before they can be upgraded into a usable tile. The number of these usable tiles is based on the planet class. A class 10 planet has 10 usable tiles. Your starting planet will have two of those tiles already used – one for the civilization capital and the other for the starport. The Population of a Colony The population of a colony is dependent on your food production and approval rating. Your food production in megatons per week represents the maximum population you can have in billions. O n th e colon y m a n a g e m e n t scre e n , you ca n se e th e po p ula tio n ca p in ( )’s. Y o ur cu rre n t pop u latio n will continue to grow as long as your approval rating is greater than 50%. The higher the approval rating, the more people on your planet will ask to join your civilization as citizens. Backstory: United Earth, the capital of the Terran Alliance has a planetary population of nearly 12 billion people by the year 2225. However, only 8 billion of the population have voluntarily joined as citizens of United Earth. The rest continue on in existing nation states that are not part of the worldwide government. This is why population can seem to grow or shrink so fast - p e o p le are n ’t h a vin g ch ild re n , th e y’re sim p ly jo in in g yo u r civiliza tio n a s citize n s. The charter of the Terran Alliance (and other civilizations have something similar) is that all people are free to join or leave the civilization as a citizen any time they choose. If they leave, they lose the benefits of the civilization (and most importantly, the protection the civilization provides). The Terran Alliance was formed in the mid- 22nd century as a successor to the United Nations. The individual nation states still exist (USA, Canada, Japan, China, UK, Germany, Russia, Australia, etc.) but pool resources together into a common foreign policy and trade bloc. 46



To join the Terran Alliance, the nation state had to be a liberal democracy, adhere to fair trade practices and have no internal tariffs (i.e., a free trade bloc). The prosperity of the Terran Alliance encouraged other nations to join and in some cases involved changing their government. The process was accelerated greatly when humans came into contact with the Arcean Empire which was the first alien race Earth had encountered. What is ironic is that as violent as human history is, the alien civilizations who deal with Earth only know it from its peaceful, united planet history. Some, such as the Drengin, have mistakenly concluded that humans have no stomach or capability for war. Military, Social, and Research Production On the global financial management screen you control what percentage of your population to employ (0 to 100%). You also control where those workers devote themselves (military, research, and social production). Your workers produce either industrial units (IUs) or research units (RUs). These in turn are used to build ships, construct new planetary improvements, and research new technologies. If you are not building a social project on a planet, those workers are then moved to work on whatever military project is underway. If nothing is being built, then the costs go back to your tre a su ry a n d th e p e ople g o a n d w o rk o n so m e th ing in th e p riva te se cto r w h ich d o e sn ’t in volve yo u . Colony Approval T h e A p p ro val p erce n ta ge re pre se nts w h a t p e rce n t o f p eo ple a pp ro ve o f th e jo b yo u ’re d oing. If yo u put your mouse over the percentage, it will explain where it came from. Things that make people unhappy include:   



High taxes Being in debt Population to services ratio



There are other factors but those are the primary ones. You can control all three factors. Taxes and debt are self explanatory. Population to services means that the higher your population, the more ―stu ff‖ yo u r citizen s e xp e ct yo u to p ro vid e. T h ey’re p a yin g ta xe s, so w h a t a re th e y g e ttin g in re tu rn ? You can build things such as entertainment centers which will please them.
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Colony Influence Points Your colonies produce influence. This influence determines how far out your sphere of influence a ro u n d th e plan e t g oe s. In flu en ce is a ffe cte d b y yo u r civiliza tio n ’s In flu e n ce a bility, its p op ula tion , w h a t p la n e tary im p ro ve m e n ts yo u ’ve b u ilt (such a s e m b a ssie s) an d th e in n a te va lu e o f th e p la ne t. Food Production Your civilization capital produces 12 megatons of food per week. That is enough to feed 12 billion citizens. To grow your population beyond that you will have to construct farms. As long as your approval rating is greater than 50%, new citizens will come to your colony each week until it reaches your food production limit. Fun But Useless Fact: You can use the middle mouse button and grab the planet in the colony screen and move it around. Planetary Summary The summary button on the Colony Manager will display where all these numbers come from.



Figure 21: Near the bottom right of the Colony Management screen is a button that brings up the Improvement Summary dialog. Players can see where all those shields and money come from.
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Planetary Details The Planetary Details screen allows you to assign governors to run your planet, rename your planet, and even destroy your colony. B u t th e re al fu n o f this scree n a re th e sta ts. If yo u b o u g ht this g a m e , yo u p rob a bly like statistics. It’s o ka y. It’s ju st yo u a n d u s. W e ’ll ke e p yo u r se cre t. The details screen has all kinds of interesting stats. Everything from the population of your planet compared to others, down to how people are feeling about things. Even a brief history of the planet is kept.



Figure 22: Learn the history of your worlds - histories that you create.



Galactic Influence Every planet generates a certain amount of influence based on its population, racial bonuses, and projects like embassies. Influence determines the extent of your cultural control and is visually represented by color-coded borders on the main map. The primary advantage of influence is Tourism Income based on how much of the galaxy you control and how many people live in it. Influence can also cause a colony to rebel. If a colony is in an area that applies four times (4.0 or more) the amount of influence the colony itself is generating, there will be a chance every turn that the colony will rebel and join the more influential civilization. If you see a pirate flag on a colony, you should immediately take steps to raise the amount of influence it creates. Racial abilities and projects that add to Loyalty decrease the amount of foreign influence that applies to a colony. The amount of influence your planets generate is also pooled every turn to form a reserve you will spend when the United Planets vote is held every December. You can use these Influence Points in trade agreements with other civilizations, which will allow you to either barter away or store up voting leverage.
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The United Planets The United Planets is an intergalactic body that meets every December to hold a vote on various proposals. These proposals are randomly determined, but with a high enough espionage value, you can see what the proposals will be before a vote is called. The number of votes each civilization re ceive s is d e te rm in e d b y th e p o ol o f In flue n ce P o in ts it h a s b uilt u p o ver tim e . E a ch civilizatio n ’s total votes are displayed before the proposal is decided. Afterwards, you can see how each civilization voted on the proposal. The United Planets tab on the Foreign Policy screens lists any proposals currently in effect. You can click on icons along the bottom of the display to select other civilizations and show the distribution of voting power. You can leave the United Planets by clicking the button in the upper right of the screen, but it will mean you can no longer maintain trade routes, which are a potentially lucrative source of income. Once you leave the United Planets, there is no turning back.



Ships Ships serve a variety of functions from colonization, trade, invasion, mining, and construction. However, the most common ship is the military vessel. Ships are built on planets that have starports. Players choose amongst previously designed ships and construct them at their starports via the Industrial Units from factories. When a ship is selected, you can learn a great deal about how it was made, what it is armed with, a n d e ve n w h e re it is g oin g if yo u h a ve e n o ug h e sp io n a g e (o r if it’s yo u r u nit). Y o u ca n le a rn a b o ut ship s b y clickin g o n the ―I‖ b u tto n in th e sh ip co n te xt w in d o w .



Figure 23: Next to the name of the ship are two icon buttons. The first one will open up information about the ship; the second will allow you to rename it.
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All ships have certain attributes as follows: 



Attack (Beam, Missile, Mass Driver): These ratings are determined by the weapons equipped on the ship.







Defense (Shield, Point Defense, Armor): These ratings, which counter beam, missile, and mass driver weapons respectively, are determined by the defenses equipped on the ship.







Hit Points: A ship ’s hit p oin ts are m a in ly a fa cto r o f its h ull size , b u t ca n b e a ffe cted b y ra cial abilities or projects.







Speed: The type and number of engines determines how many parsecs a ship can move each turn.







Sensor Range: Ships can see out a certain number of parsecs (tiles on the map) based on what sensors they employ.







Range: A sh ip ’s life su p p ort co m p o n e n ts d e term in e h o w fa r it ca n stra y fro m a frie n dly colony or starbase. This is measured in sectors; there are 15 parsecs in a sector. At first, your ships w ill o nly h a ve a very sh ort ra ng e b u t e ve n tu ally th e y’ll b e a ble to tra vel m u ltiple se ctors fro m friendly territory.







Experience: When ships get into battle, they gain experience based on the relative strength of their opponent when compared to them.







Level: When enough experience has been reached, the ship goes up a level. Each level increases the number of hit points a given ship can have.







Maintenance: Ships cost a certain amount per turn. Maintenance is 2.5% of the original cost of a ship.







Special Abilities: Certain modules will give your ships special abilities, like being able to construct starbases, colonize planets, conduct trade routes, or survey anomalies.
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Figure 24: Clicking on the "i" button, or "Details" if the ship is in a fleet, will bring up the Intelligence Report.



Figure 25: Clicking on the "I" button on your ships will bring up the Ship Details window. You can still get to the Intelligence Report by clicking on its button at the bottom of the dialog. Otherwise, you can give commands to the ship from this dialog.
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Commanding Your Ships You can issue your ships specific commands: Sentry: This tells a ship to be idle until another ship - friendly or enemy - comes near. Guard: This tells the ship to sit idle until an enemy ship comes near. Auto Survey: T h is tells a ship to surve y a n y an o m a lie s yo u ’ve re vea le d (re q uire s a surve y module).  Auto Explore: This tells the ship to automatically go out and explore new sectors, to seek out new life and new civilizations, to boldly...(our legal department made us stop there).  Rally Point: T ells a ship to g o to a p articula r ra lly p oin t yo u ’ve cre a ted .  Auto Attack: Tells a ship to automatically attack any enemies that come near it.   



Fleets Y o u ca n o rga nize a fle e t b y pre ssin g th e ―C rea te F le e t‖ b u tto n w h e n yo u ha ve m u ltip le ships in a sector. The limit on the number of ships in a fleet is your logistics rating. You can increase your logistics by researching technologies. Each ship uses logistics points based on its size:     



Tiny ships: 2 points Small ships: 3 points Medium ships: 4 points Large ships: 5 points Huge ships: 6 points



Fleets are particularly potent in combat since they use the combined attack ratings of their component ships.



Starbases S ta rb a se s are sta tion a ry pla tfo rm s th a t ca n b e b u ilt in a n y pa rse c th a t d oe sn ’t co n tain a plane t o r star.



Figure 26: Starbases extend range, harvest galactic resources, provide bonuses, increase influence and more. 53



To build a starbase, you must first build a ship with a constructor module, such as the default constructor. Move the ship to the location of your intended starbase and click the Construct button in the center panel of the main screen. If you are looking to mine a galactic resource, having your constructor intercept the free resource will automatically build the starbase.



Figure 27: Starbases are built using constructors. The important thing to remember is that starbases function best when upgraded with additional constructor modules. Each new constructor module will allow you to choose from a list of u p g ra de s, im p ro vin g the sta rb a se ’s a tta ck ca pa b ilitie s, d e fe n se s, h o w e fficie n tly it h arve sts a resource, or the bonus it extends to nearby colonies or ships. Players can see the area effect of starbases by clicking on the starbase itself. Any module that affects influence, manufacturing, economics, or trade will work only in the area of effect. A starbase built in an empty parsec can be either a military starbase, an economy starbase, or an influencer starbase. The type you choose will determine the modules that can be built. These starbases can extend bonuses to ships or colonies up to eight parsecs away. Starbases can also be used to enhance the value of trade routes that move through their area. Starbases are particularly useful for harvesting resources, which are represented by colored polygons. The color indicates the bonus they give to whomever controls them: purple for research, green for economic, light blue for influence, red for military (this increases the attack rating of all your ships, regardless of their range from the starbase), and yellow for approval. The effects of a resource can be improved by adding additional mining modules onto the starbase. D o n ’t fo rg et to a dd m o d u le s to h elp yo ur sta rba se d e fe nd itself fro m a tta ck. Starbase modules will stack with each other. So building more of them can be very useful.
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Resource Starbases Resource starbases can only be built on a galactic resource. These resources are incredibly powerful and harvesting them will result in improvements in a specific civilization ability for as long as the starbase is harvesting it. The starbase alone will add +5 to its corresponding ability (military, research, influence, approval, or economy).



Mining Module



Bonus



Technology Requirement



Mining Barracks



+4



None



Mining Center



+5



Xeno Engineering



Mining Headquarters



+5



Xeno Industrial Theory



Resource Excavation



+5



Xeno Factory Construction



Extraction Center



+5



Manufacturing Centers



Extraction Complex



+5



Manufacturing Centers



Resource Sector



+5



Industrial Sector



Mining modules can add more to the bonus, but each one requires the previous upgrade in order to be built along with a particular technology requirement. Galactic Resources One of the keys to victory is controlling as many of the five types of galactic resources as possible. By building resource starbases on these resources, you can then build mines on them (see Starbases for a table of what you can build on resources).



Morale Resources: These resources contain a special type of fluid that increases the health of any living thing. The net result is that the more you mine them, the more of a morale boost your people will receive (and hence a higher approval rating).



Economic Resources: These resources contain a type of metal that is extremely valuable in trade. The net result is that the more of these you mine, the greater your economic ability is increased.



Military Resources: These resources contain a special type of energy that magnifies the weapons and shielding on your ships which makes them stronger and more powerful.
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Influence Resources: T h e se re sou rce s can in cre a se you r civiliza tio n ’s cu ltu ral ability. M inin g these will be important to any civilization that is hoping to convince others to defect to them peacefully.



Research Resources: These resources contain a type of crystal useful for vastly increasing the effectiveness of your existing research computers. The net effect is that you gain in your ability to research. Influencer Starbases Influencer starbases take the influence you have in a given corner of the galaxy and multiplies it by the percentage of the accumulated modules. Its effect on influence is strictly defined by the area of effect of the starbase. This is important to remember because if your goal is to expand your boundary of influence, it will never expand beyond the area of effect of the starbase due to it. Influencer starbases can be built anywhere. However, alien civilizations will notice their construction and how they react to them will depend heavily on the given civilization. There are two paths of Influencer starbase module upgrades. The first one is based on the diplomatic technology tree path; the other is based on the outright cultural conquest path:



Influence Module



Influence Modifier



Technology Requirement



Diplomatic Outpost



5%



None



Foreign Relations Center



7%



Universal Translator



Interstellar Embassy



10%



Diplomatic Relations



Galactic Forum



15%



Advanced Diplomacy



Supreme Forum



25%



Expert Diplomacy



56



The second path below requires a Foreign Relations Center to already be installed:



Influence Module



Influence Modifier



Technology Requirement



Interstellar Consortium



20%



Xeno Business



Franchise Center



25%



Cultural Domination



Franchise Headquarters



30%



Historical Assimilation



Cultural Maximization Center



40%



Xeno Cultural Trends



Insurrection Coordinator



60%



Cultural Insurrection



Cultural Conquest Center



100%



Cultural Conquest



When added up, these modules can expand the borders of your influence far from your home planets. If powerful enough, your influence can actually cause planets to rebel and join your civilization. The goal is to get your influence to be four times the native influence. Click on a planet and view its influence (you may have to spend some money on espionage if the values appear as ??). Next to the influence the planet generates is a second value in parenthesis that indicates the ratio of alien influence to native influence. Economic Starbases Economic starbases are very powerful and very versatile. In their area of effect, they can greatly in cre a se the valu e o f yo ur tra de rou te s w h e n yo u r fre ig h te rs p a ss thro u gh a n d yo u ’ve in stalle d tra de modules onto your starbase. For trade modules, you can see the paths your freighters pass through on the map. To maximize trade, build a series of starbases that follows the path of your freighters. You can literally double or even triple the value of a starbase in this manner.



Manufacturing Module



Manufacturing Bonus



Technology Requirement



Starbase Factory



5%



None



Advanced Starbase Factory



4%



Xeno Industrial Theory



Massive Scaling Center



4%



Xeno Factory Construction



Smart Drones



4%



Advanced Computing



Interstellar Collectors



4%



Manufacturing Centers



Orbital Replicators



3%



Industrial Sector
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Moreover, Economic starbases can also increase manufacturing on the planets that are located in th e ir a re a e ffe ct w ith m a n u fa ctu rin g m o d u le s. A sin gle sta rb a se ’s a re a o f e ffe ct ca n o fte n fit th re e or more planets in it. S in ce the se starb a se s can sta ck up o n e a ch o th e r (m u ltiple starb a se s ca n a dd to e a ch o th er’s manufacturing) you can vastly increase your production on your planets.



Trading Module



Trade Route Revenue Bonus



Technology Requirement



Trading Post



10%



Trade



Advanced Trading Post



20%



Advanced Trade



Trade Center



30%



Master Trade



The modules that can help enhance your trade include: Military Starbases Military starbases exist primarily to enhance the combat effectiveness of your ships. This can be used to support ships in orbit to help defend your planets or to help project your power into enemy territory such that your fleets become even more lethal. Since starbase values stack, if you see an opponent building several military starbases near your space, beware. In addition, there are a handful of modules that come with certain milestone weapon technologies. There are also Fighter Drones that can be attached to every starbase to aid ships by giving nearby vessels a leg-up in battle. Here are some special modules that are of interest: 



Repair System: This will double the speed in which ships in the area of effect regain their hit points.







Interdiction Beam: This system works to slow down enemy ships in the area by a full warp factor (-1 to movement rate).







Protective Fields: T his a dd s + 1 to all typ e s of a ship ’s d e fe n se . R e quire s S tarship D e fen se technology.
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Beam Attack



MD Attack



Missile Attack



Technology Requirement



Beam Interceptor



-



-



-



Starbase Militarization



Beam Multiplier Field



1



-



-



Starbase Mobilization



Energy Grid



-



-



-



Starbase Militarization



Omega Cannon



-



1



-



Starbase Militarization



Missile Bloom



-



-



1



Starbase Militarization



Beam Multiplier Field III



2



-



-



Starbase Projection



Omega Cannon III



-



2



-



Starbase Projection



Missile Bloom III



-



-



2



Starbase Projection



Beam Multiplier Field IV



3



-



-



Starbase Domination



Omega Cannon IV



-



4



-



Starbase Domination



Missile Bloom IV



-



-



3



Starbase Domination



Beam Multiplier Field V



4



-



-



Starbase Conquest



Omega Cannon V Missile Bloom V



-



5 -



4



Starbase Conquest Starbase Conquest



Military Module



Protecting Your Starbases A ll th e go o die s to yo u r sta rb a se s w o n ’t m a tte r ve ry m u ch if yo u lea ve th e m u n p ro te cte d . T he te ch n olo g y pa th o f ―S ta rba se F o rtifica tion ‖ w ill p ro vid e th e pla yer w ith a va rie ty of m o d u le s th a t ca n enhance the defenses of a starbase. These defenses come in the form of weapons (to strike back when attacked) and armor, shields, and anti-missile defenses. Particular weapon and defense technologies will occasionally provide a specific starbase defense as well. But for those who really care about their starbases, they will want to specifically explore the Starbase Fortification portion of the technology tree. Weapons you can equip your starbases to defend themselves: Beam Attack



MD Attack



Missile Attack



Technology Requirement



Subspace Blaster I



5



-



-



Starbase Fortification I



Ship Pounder I



-



5



-



Starbase Fortification I



Star Javelin I



-



-



5



Starbase Fortification I



10



-



-



Starbase Fortification II



Ship Pounder II



-



10



-



Starbase Fortification II



Star Javelin II



-



-



10



Starbase Fortification II



30



-



-



Starbase Fortification III



Ship Pounder III



-



30



-



Starbase Fortification III



Star Javelin III



-



-



30



Starbase Fortification III



Weapon Module



Subspace Blaster II



Subspace Blaster III
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With defenses you can equip your starbases to help them survive attacks: Beam Defense



MD Defense



Missile Defense



Technology Requirement



Ray Shielding I



5



-



-



Starbase Fortification I



Combat Armor I



-



5



-



Starbase Fortification I



Missile Defender I



-



-



5



Starbase Fortification I



Ray Shielding II



10



-



-



Starbase Fortification II



Combat Armor II



-



10



-



Starbase Fortification II



Missile Defender II



-



-



10



Starbase Fortification II



Ray Shielding III



20



-



-



Starbase Fortification III



Combat Armor III



-



20



-



Starbase Fortification III



Missile Defender III



-



-



20



Starbase Fortification III



Defense Module



Mining Bases On asteroids, you can send a Space Miner to construct mining bases. These mining bases will provide resources to the planet of your choice. The further away the planet, the fewer resources you will receive.



Figure 28: Mining bases will ship Industrial Units to the planet of your choice. There are three levels of mining bases:   



Basic: Provides up to 5 resources per base. Intermediate: Provides up to 10 resources per base. Advanced: Provides up to 20 resources per base.



These require the Space Mining technologies to upgrade.
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Combat Combat is very simple. Move a ship into the same parsec as an enemy ship or starbase and a battle will then take place. Battles work as follows: Ship vs. Ship When two ships meet, their combined weapons and defenses are matched up. The attackers a tta cks a re divid e d be tw e e n th e thre e type s o f w e a p o n s a n d th e d e fe nd e r’s d efe n se s are divid e d into the three types of defense. The weapons a ship has are:   



Beam Weapons Mass Drivers Missiles



The corresponding defenses a ship has are:   



Shields Armor Point Defense



When a ship fires onto another ship, the defenses of the ship are evaluated. The attacker rolls a value from 1 to the value of their weapon. The defender rolls a value between 1 and the value of their defense. If the defense is the non-optimal defense for that kind of weapon, then the square root of the result is taken. F o r e xa m p le : If m y la se r w e a p o n s roll a n 8 and th e d e fe n d er’s a rm o r rolls a 4 , th a t ro ll b e com e s a 2 because it is the non-optimal defense against lasers. Ships fight it out weapon-by-weapon with the weapons wearing down the defense rolls until they start taking away hit points. In each round, the attacker attacks and the defender defends and then th e y sw itch role s. B o th sid e s a lw a ys g e t to fire u n le ss th e p la ye r ha s th e ―S u p e r W arrior‖ a bility in which they get first strike. When a ship reaches 0 hit points, it is destroyed. If both ships reach 0, then the defender is destroyed and the attacker receives 1 survival hit point. Fleet Battles Fleet battles are where your ship designs really get exciting. Since combat is weapon based and not ship based, a given ship could theoretically attack N number of vessels, where N is the number of weapons on your ship.
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A fleet of fighters could attack a massive capital ship. The race would be on to see if the fleet of fighters can wear down the capital ship before the capital ship destroys all the fighters. The capital ship might be able to destroy several fighters per round. The Combat Viewer Screen On the fleet battle screen players can see their ships fight it out depending on your settings. The combat screen is designed to allow players to see their creations in action. Besides looking cool, the Combat Viewer enables players to see how their weapon and defense choices stack up against their opponents. For example, if you have a ship with Phasor V beams on it for a beam attack of 6 and Advanced Deflectors for a shield defense of 4, you might think you should be able to win against a ship that has just a puny set of Harpoon missiles for a rating of 4 and deflectors for a rating of 4. After all, your ship has a higher attack value. But in practice, your ship would likely lose every battle because his missiles will go right through your shields (your shields would offer a defense of between 1 and 2 against his missiles). The Combat Viewer allows players to watch every shot fired, every damage point taken. It is designed to look similar to a video player. The bottom of the screen contains:    



Rewind: This button rewinds the battle to the beginning. Play: This button plays the battle out. Pause: Pauses the battle. Fast Forward: Forwards the battle to the end.



Also on the control bar are:  



Report: This gives a detailed summary of what just occurred in the battle. Speed: This option determines the speed that the battle plays out (between half speed and 10X speed).



And finally there is a display mode button that has a camera icon on it. It toggles between: Top-Down 1: View the battle with opponents facing each other from left to right. Top-Down 2: View the battle with opponents facing each other up and down. Orbiting: Orbit the outside of the battle looking in. From Center: Look out at the battle from the center of action. Free Camera: Control the camera yourself using your mouse (left button can grab screen, middle mouse button can tilt the camera).  Cinematic: The camera will automatically try to show the battle in interesting ways to bring your battles to an epic level.     
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Repairing Damage Ships repair themselves automatically by recovering lost hit points over time. Factors like racial abilities or nearby starbases with repair bays accelerate their rate of repair. A ship in orbit will recover lost hit points at double speed.



Planetary Invasions To invade a colony you need to build a transport, which is a ship with the transport modules component. Each transport module holds 500 legions, or 500,000 troops. Advanced troop modules hold twice as many. Before you can invade, you must first destroy any ships in orbit around the planet. Then simply move your transport onto the planet to begin the invasion. During the invasion, an advantage factor for each side is calculated. This is based on a number of factors such as the quality of the soldiers, their courage, what defenses have been built, the technological levels of each civilization, and so forth. These advantages are translated into points. The attacking civilization automatically receives 5 points for air superiority. The attacker can also choose among various invasion options to affect their advantage factor. Once these choices are made, the invasion begins and both sides take casualties. Eventually the side with no surviving soldiers loses.
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Winning the Game U n le ss yo u ’re pla yin g o ne o f the sce n ario s in th e ―G ala xy S e tu p ‖ scre e n w ith sp e cial victory co n d itio n ru le s, th ere are fo ur victo ry co n dition s. T h e ―V icto ry S ta tu s‖ ta b in th e C iviliza tio n Manager details the requirements for each victory condition and specifies how close you are to meeting those requirements. Conquest Victory The last man standing wins. Kill off the other major races to win a conquest victory. Diplomatic Victory Form an alliance with all the surviving major races to win a diplomatic victory. Note that you can a lso a chie ve th is b y fo rm in g an allia n ce a n d th e n killing a n yon e w h o isn ’t p a rt o f yo ur allia nce . Influence Victory Win by extending your influence to control a certain portion of the galaxy. Note that extending your influence will also improve your tourism income. This can make it lucrative to pursue an influence victory. Technological Victory Y o u ’ll fin d T e ch no lo gical V icto ry a t th e e n d o f a lon g e xp e n sive b ra n ch on th e te ch n olo g y tree . If yo u m a n a g e to re se arch this, yo u ’ve w o n a T ech n o lo gical V icto ry. End Game Summary This presents you with a wealth of information about your game; your total score is displayed. The Summary screen breaks down your score by categories, which are further distilled in the Technology, Military, Economy, and Social tabs. The Timeline allows you to present various data on a graph.
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IV. The Details Still not satisfied? Fine. This section is for you.



Planetary Improvements A p la n et’s cla ss d e term in e s h o w m a n y u se a ble tile s th e re a re fo r yo u r colon y. E a ch tile can h o ld a single project. Some tiles contain special resources that can give a boost:          



Artifacts: These increase research of any project on that tile by 200% (uncommon). Fertile Soil: These increase the food production of any project on that tile by 200% (uncommon). Mineral Rich: These increase the Manufacturing Points of any project on that tile by 200% (uncommon). Mystic Spring: These increase the approval bonus of any project on that tile by 200% (uncommon). Ruins: These increase the influence bonus of any project on that tile by 200% (uncommon). Precursor Artifacts: These increase Tech Points of any project on that tile by 400% (rare). Splendid Soil: Increases food production on that tile by 400% (rare). Rare Elements: Increases Manufacturing Points of any project on that tile by 400% (rare). Precursor Library: Increases Tech Points by 800% (legendary). Precursor Mine: Increases Manufacturing Points by 800% (legendary).



There are four types of projects: 1) 2) 3) 4)



Standard, projects which can be built multiple times on every colony. Superprojects, one of which can be built by each civilization. Galactic Achievements, only one of which can be built in the entire galaxy. Trade goods, which only one civilization can create but can then be traded with other players.



The planetary improvements include: Improvement Market Centers, Banks Farms



Benefit Improve your tax income from the planet by N%. Increase the food production on a planet which allows population to grow.



Embassies, Cultural Exchange Research Labs Entertainment Networks



Increase the Influence Points for the planet. Provides Technology Points for the planet. Increases your Approval Rating on the planet.



Orbital Fleet Manager Planetary Defense Factories



Allows your ships in orbit to defend the planet as a single fleet. Increases the hit points of ships in orbit. Provides Industrial Points for the planet.
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The Super Projects include: Super Project



Benefit



Hyperion Fleet Manager



Gives all your planets a free orbital fleet manager.



Hyperion Shipyard



Increases the base speed of ships constructed on that planet.



Hyperion Re-Supply Center



Increases the range of your ships by 25%.



Hyperion Shrinker



Improves your miniaturization ability by 15%.



Hyperion Fleet Defense



All ships on planet become part of defense fleet.



Hyperion Logistics Center



Improves your logistics ability by 6.



Manufacturing Capital



Doubles manufacturing on a given planet.



Orbital Terraformer



All potentially usable tiles on your planets are instantly usable.



Political Capital



Doubles the planet's influence.



Re-Education Center



Prevents the planet from being conquered by influence.



Technology Capital



Doubles research on a given planet.



Economic Capital



Doubles tax revenue on a given planet.



The Galactic Achievements include: Galactic Achievement



Benefit



Eyes of the Universe



Allows player to see all ships on mini-map; increases sensor range. Doubles the perceived value of anything you offer in the diplomacy trade screen. All your ships can explore anomalies. Your freighters cannot be attacked. Increases your Diplomatic ability by 25%. Increases your miniaturization ability by 10%. Doubles hit points of ships created on this planet. Increases research on planet by 50%. Ships built on planet have 50% more hit points. Influencer starbases get a 50% boost. Increases Influence ability by 15%. Ships in orbit appear to be 5 times as strong when looking at Military Might graphs. Increases Soldier ability by 25%.



Galactic Bazaar Galactic Guide Book Galactic Privateer Galactic Showcase Galactic Miniaturization Omega Defense System Omega Research Center Omega Shipyard Propaganda Machine Restaurant of Eternity Spin Control Center Tir-Quan Training
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And the Trade Goods include: Trade Good



Benefit



Aphrodisiac



Increases Population Growth ability by 50%.



Diplomatic Translators



Increases Diplomacy ability by 25%.



Frictionless Clothing



Increases Approval Rating ability by 10%.



Gravity Accelerators



Adds +1 to base speed of all your ships.



Harmony Crystals



Improves approval on planets by 10%.



Hyper Computers



Increases research by 20% on all planets.



Micro Repair Bots



Doubles repair rate of ships.



Ultra Spices



Increases approval by 15%.



Xinathium Hull Plating



Adds 15% to all ships hit points.



There are also some special planetary improvements, super projects, and achievements only available to those who have chosen good, neutral, or evil as their ethical philosophy.



Mods Galactic Civilizations II has been designed to be modded. Mods are stored in a single directory: \galciv2\mods There is a mod example already present. The way mods work is that whatever files you place in the directory hierarchy will be used to replace any files that have a duplicate name. In this way, you can replace graphics, screens, or anything else. New files you add will be used by the mod automatically. The data you may want to modify exists in: \galciv2\darkavatar\data\english directory (for Dark Avatar). Graphics exist in the: \galciv2\gfx and \galciv2\darkavatar\gfx Graphics are either in .X (for 3D models) or .PNG (for bitmaps). Screens are in .dxpack (Stardock DesktopX – www.desktopx.net).
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T o e n ab le m o d s, g o th e O p tion s scre en a n d ch o o se ―U se M o d s‖ a n d th e n sele ct th e m o d yo u w a n t to use. You can download mods created by others from www.galciv2.com in the library area (or library.galciv2.com).



Figure 29: Downloading free mods that users have created from galciv2.com.



The Options Screen When the player selects the menu screen (or hits Esc) they see the following options at the bottom of the screen:      



Quick Save: Saves current game. Load/Save: Brings up the load/save dialog. Retire: Ends the current game and takes the player to the end game summary. Quit: Exits to the desktop. Main Menu: Returns the player to the main menu. Continue: Continues the current game.



The options screen is divided into four categories: Game, Interface, Audio, and Video. Game Options Prompt To Upgrade Starbase: If this isn ’t e na b led , a ship w ith a con stru ctor m o d u le w ill automatically upgrade a starbase if it moves into a parsec with a starbase. Prompt to Pay for Starbase Module: If this isn ’t e n a ble d , th e selected module will be added to the starbase and the cost of the module will automatically be deducted from your treasury. Prompt To Harvest Resource: If this isn ’t e na b led , a ship w ith a con stru ctor m o d u le w ill automatically construct a starbase if it moves into a parsec with a resource. Notify When Special Improvement Complete: Displays a window whenever you research a special improvement, such as a Galactic Achievement or a Super Project.
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Show Found Anomaly Popup: Displays an information popup every time a survey ship explores an anomaly. Use Mods: Enable this to activate any special files in your mod folder. Current Mods Directory: The directory where GalCiv2 looks for mods is displayed, with a description of the current mod (if there is one in the directory) and a button to bring up a dialog to change the directory. Save Ship Designs to Hard Drive: If this option is on, ship designs are saved to the My Documents\My Games\GC2DarkAvatar folder so that they can be used again in subsequent games. Otherwise, the ship designs remain in memory until you exit, load another save game, or switch between Metaverse and normal games. Skip Internet Available Test: Enable this to start the game without verifying an active Internet connection. Enable Auto Turn: This automatically cycles the turn when there are no ships left with unused movement. Skip Moves Left Over From Auto Pilot: If e na b led , yo u w o n ’t b e p ro m p te d to m o ve a sh ip if it arrives at its autopilot destination and still has movement available. Enable Auto Focus to Move Camera to Selected Ship: If the game auto-selects a ship because the previous ship is no longer moveable, this option causes the camera to move to show the selected ship. Turning this option off does not turn off the auto-selection of ships. Enable Auto Save: This enables a regular automatic game save. Turns Before Auto Save (0-24): This determines how often the game is automatically saved if you enable auto save in terms of turns. Build Same Ship Until Cancelled: This will indefinitely build the same type of ship in your Starports until you clear the Starport or manually change the ship being built. Show GNN News: This enables a report every time you discover a new technology. Show Social Events Only If Empty Queue: Will only notify the player of completed planetary improvements when the build queue is empty. Show Quarterly Reports: If this is enabled, quarterly reports come up every three months, ranking all of the civilizations according to randomly determined criteria and detailing how your empire stacks up.



69



Interface Options Show Tool Tips: Enables tool tips that display additional information if you hover the cursor over certain areas. Show Grid: Enables dark blue lines that divide the galaxy into parsecs. Show Trade Route Lines: Shows the route of a freighter between its home planet and its destination planet. Show Auto-Pilot Lines: Shows the route of the selected ship to its destination. Show Asteroid Field Bonus Lines (Dark Avatar): Shows a line between the asteroid field and the planet receiving its bonus. Show Ships in Orbit Around Planets (Dark Avatar): When this option is enabled, tiny ships fly around the planet, showing which vessels you have in orbit. Snap-Back When Rotating: With this enabled, your viewing angle will always revert to the default when you release the middle mouse button. Background Star Density: Determines how many stars are displayed in the background. Background Nebula Density: Determines the amount of nebula displayed in the background. Tactical View Zoom Level: Determines how quickly the star map switches to tactical view when zooming out. Edge Scrolling Speed: Determines the scrolling speed when you hold the cursor against the edge of the screen. Hide Nebulae and Stars in Ship Preview Windows: If this option is enabled, no nebulae or stars are shown in the ship preview windows on screens like the Shipyard. Follow Auto Pilot Ships: If a ship is on auto-pilot, its movement will be viewed at the end of the turn. Move Camera to View Attacks: When two ships battle, have the camera move so that the player can watch. Show Battle Sequence: When two ships battle, display visually the battle (firing of weapons, etc.). S h o w O p p o n en t’s B attle S eq u en ce: When two opponent ships do battle (display firing of weapons, etc.).
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Show Ship Damage: When ships take damage, display effects representing that (fires, electrical effects, etc.). Show Explosions: When a ship is destroyed, show an explosion. Simple Explosions: If this option is checked, a simpler explosion animation is used so that it finishes more quickly. Disable Engine Trails in Full Battles: Display the exhaust from engines. This effect is fairly GPU intensive and on lower-end machines you may want it to be turned off. Always Watch Player Ships In Full Battles: When player ships battle, display the battle in the Combat Viewer even if they are starbases, freighters, and other non-essential ships. Battle Length (Instant, Quick, Normal, Full): Instant battles show no effects, two ships fight and one immediately disappears. Quick battles have both players fire weapons simultaneously. Normal battles show the attacker firing its weapons and the defender firing back in two separate steps. Full battles have battles displayed on the Combat Viewer. Full Fleet Battles: Display fleet battles in the Combat Viewer. Show Full Fleet Battles Only If Both Sides Are Fleets: Enables the user to control whether a fleet is shown in the Combat Viewer – if both sides are fleets then it will display them in the Viewer. Auto-Play Full Battles: Have the Combat Viewer automatically start the battle when it is brought up (as opposed to the player having to hit the play button).



Audio Options From here the player can determine what sounds play. Music Volume: A d ju sts th e vo lu m e o f th e g am e ’s m u sic. Sound Effects: This enables interface and in-game sound effects. Background Music: This enable music during the game. Event Music: This enables special music during certain events.
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Video Options Video Quality Preset: Use this to automatically turn off options to increase performance at the expense of video quality. Resolution: Use this spinner to change your game resolution to a resolution supported by your video card and monitor. Custom resolution is a setting for advanced users, which will ignore the preset resolutions and use whatever is specified in the prefs.ini file. Anti-Aliasing (0-6x): Sets the amount of anti-aliasing applied to the graphics. Anti-aliasing affects h o w ―sm o o th ‖ th e g ra p hics are . You can increase performance by turning this off. Fullscreen: This option is on by default; unchecking it will cause the game to run in a window. If the game resolution matches your desktop resolution, the game will appear fullscreen even if the game is running in a window. Hardware Mouse Cursor: Determines whether your cursor is rendered in hardware or software. The Hardware Mouse Cursor is the normal Windows mouse cursor, while the Software cursor is bigger and more detailed. Brightness: Sets the brightness level. Contrast: Sets the contrast level. Ambient Light: Sets the amount of ambient light to offset the dynamic light from stars. Specular Intensity: Changes the amount of light shining on the ships. Disable Hardware Transform and Lighting (when available): Turns off the shaders when rendering objects like ships and asteroid fields, which may increase performance for video cards that do not support the shader being used. Disable Ship Textures: Ships will be rendered without their textures, but are still distinguishable by their colors. Disable Planet/Moon/Ring Textures: Disables the textures on planets and their moons or rings. Disable City Lights on Dark Side of Planets: If this option is off, lights representing the populated areas of the planet are shown on the dark side of the planet. Disable Anomaly Textures: Turn off textures for anomalies. Disable Resource Textures: Turns off textures for the resources. Disable Star Textures: Turns off the textures for the stars.
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Disable Damage Textures: Turns off the textures used by the damage animations. Disable Weapon/Defense Textures: Turns off the textures used by the weapon and defense animations. Disable Rally Point Textures: Turns off the textures for rally points. Disable Asteroid Field Textures (Dark Avatar): Turns off the textures for the asteroid fields Disable Bump-Mapping: Decreases textural details. Disable Point Sprites: Disables all animations and images that uses point sprites such as the background stars and some weapon effects. Some older video cards do not support point sprites except through emulation, so checking this option may increase performance. Throttle Frame Rate: This option helps prevent your video card from overheating by making sure th a t th e e n gin e d o e sn ’t try to re n d er to o m a n y fra m e s p e r se co n d . Planet Surface Variety (%): If no pre-g e ne ra te d pla n e t su rfa ce s a re fo u n d fo r a give n plan et’s habitability and class, a surface will be generated. This determines how many are randomly generated and how many are re-used.



Getting the Most Out of the Game W ha t? T his m a n u a l isn ’t e n o ug h ? C ertainly n ot! There are a number of resources online that can help you get more information about the game including: GalCiv II Wikipedia: http://galciv.wikia.com/ Databanks: http://www.galciv2.com/Databanks.aspx GalCiv II Forums: http://forums.galciv2.com Walkthru of How to Play the Game: http://www.galciv2.com/walkthru
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V. Beyond the Game This section will provide information beyond what is necessary to play the game. We hope you find it interesting and helpful.



Designer Notes by Brad Wardell M o st p e o p le h a ve o nly re ce n tly h ea rd o f G alactic C iviliza tio n s. It’s n o t co m m o n ly kn o w n th at th e first version of it came out way back in 1994. It had a public beta in early 1993. There are a lot of classic space strategy games out there that we have looked at and been inspired by. Games such as Stars, Master of Orion, Twilight Imperium, Spaceward Ho, and so forth. But at its core, Galactic Civilizations is really about building an interstellar civilization which is the same game it was back in 1993. What I wanted to create was a game that had computer opponents that would play very much like real people. As much as I enjoy playing games multiplayer, I want to be able to play strategy games a t m y co n ve n ie n ce an d a ga in st o p po n e n ts th at w o n ’t p re m a tu re ly q uit or u se so m e g a m e e xp loit to ruin the experience. Writing a game with the computer AI at its heart is very challenging because it means having to pick a n d ch o o se w h ich fe atu re s g o in to th e g a m e ve ry ca refully. It’s very te m p tin g to a d d in fe a tu re s th a t players want without considering how hard it will be to have the computer player make full use of them. F o r e xa m p le , tru e ta ctical co m b a t isn ’t in G alactic C iviliza tio n s II. I kn o w p e o ple w a n t it. H e ck, I w a n t it! But the question was, could we develop a computer AI that would effectively make use of it. H a vin g a lo t o f fe a ture s o n its o w n d o e sn ’t m a ke a g a m e ―d e e p ‖ or ―m o re so p histica te d .‖ W ha t makes a game deep is having opponents that can fully make use of those features. A n o th e r thing a b ou t g a m e s th a t m a ke co m p u te r A I th e cen tral stre n g th th a t th e re ’s a lo t o f bu rie d tre a su re . B elo w I’ll o u tlin e so m e su g g e stion s to g e t th e m o st o u t o f it. Play as Different Civilizations Make sure you play as every civilization at some point. The dialog and behavior of each player is based on what civilization you are playing as. They will, literally, talk differently to you based on who you play as.
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If You Have a Good Machine, Use the CPU Features At the time this is going to print, dual-core machines are starting to become popular and quad-core is starting to become available. In Galactic Civilizations II, the AI uses two threads (and the game itself uses several others). This means it will automatically take advantage of your dual-core or quad-core processor. But when we h a d to de sig n th e A I tim in g s, w e co uld n ’t a ssum e p la ye rs w o u ld ha ve this. I wrote a bunch of AI_CPUX_ functions that use much, much more advanced algorithms for planning strategy. However, these are only used if you have the high CPU options selected. T h e n orm a l A I sh o uld b e m o re th a n a m a tch fo r m o st p la ye rs. I’ve sp e nt m o st o f m y a d u lt life w ritin g co m p u te r g a m e A I a n d g ive n th e C P U tim e , it’s p re tty effe ctive . T h e th re a d s, e ve n o n a no rm a l P e n tiu m 4 cla ss m a ch in e , d o the jo b . C o n sid er th a t w h e n yo u hit th a t T u rn b u tton th ere ’s n o ―p le a se w a it‖ dialo g . Keep Updating the Game One of the dirty secrets at Stardock is that the designer of the game also controls the budget for it. T his is n o t typ ical b e ca u se , g en e rally, it’s no t a g o o d id ea . It’s still no t a g oo d id e a fo r th e co m p a n y b u t it’s a g re a t id e a for g a m e rs. T h e n e t re sult is th at resources are provided to keep enhancing the title. So make sure you visit www.galciv2.com occasionally and check the updates area. I’ll b e co n tin uin g to u pd a te an d e nh a n ce th e A I o ve r tim e .



The Backstory Galactic Civilizations exists in a game universe that has been developed over the past two decades. B e lo w is so m e d e ta il o n w h o ’s w h o in th e g a m e . Regarding the Dread Lords Long ago there were the five guardians of the universe. The Mithrilar. These immortal beings existed to safeguard all of creation. In time, the most powerful of the Mithrilar called Draginol, used the crystal tool of creation called the Telenanth to create a race of beings called the Arnor. Draginol was not yet wholly ruined and his intentions were still pure. He created the Arnor in two groups – th e D re d ’nir an d th e E la s’nir. T h e D re d ’n ir w e re fe w in nu m b e r, fo r D ra gino l p u t the m o st tim e a n d e ffo rt in to the m . T h e y re se m b le d him th e m o st in b o th m in d a n d spirit. T h e E la s’nir, b y contrast, were much more numerous and simple. They had no concept of the passage of time, for in stan ce a n d w e re fa r le ss p o te n t th a n th e D red ’n ir.
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In time, the simple difference of time perception would cause the two parts of the Arnor to war on each other. But prior to that war, the two collaborated to create great things. The cataclysm that put an end to the Mithrilar also helped spark life in the galaxy. How life began remains unknown but we do know that when it began, the Mithrilar were no more. The first species to become sentient were known as the Iconians. At least, that is what the Arnor referred to them as. The Iconians were mortal and also recognized the passage of time. They, with the guidance of the Arnor, developed technology. Together, the Arnor began to spread across the galaxy. To other fledgling mortal races, the Arnor were simply known as the Precursors, the first civilization. Impossibly powerful and immortal, the Precursors ruled all. T h e rise o f se n tie n t m o rta l ra ce s w a s se e n a s a th re a t b y th e D re d ’nir. T he y re cog nize d th a t, in tim e , th e se m o rta l ra ce s w o u ld rival th e A rn o r in p ow e r. T h e E la s’nir, b y con tra st, h a d n o su ch concept and felt no threat. T o th e D re d ’nir, th e Ico nia n s w e re a pe rfe ct exa m p le o f this th re a t. T h e y w e re g ro w in g in crea sin gly confident and technologically sophisticated. Some chafed at serving the Arnor and openly lusted for the power of the Arnor. The Iconians even constructed servants of their own called the Yor. These mindless machines served the Iconians without question and made the Iconians increasingly powerful in their own right. T h e differe n ce in p e rsp e ctive be tw e e n th e A rno r le d to th e w a r. T h e E la s’nir, in th e e nd , w e re a ble to b a nish th e D re d ’n ir to a p o cke t u nive rse . F ro m th e re a fte r, the victo rs sim p ly calle d th e m se lve s A rn o r a n d th e de fe a ted D re d ’nir w e re allu d e d to a s th e D re a d Lo rd s. In those final days of war, the Dread Lords gave the Yor the gift of sentience and the resulting carnage of the Yor upon the Iconians is detailed elsewhere. The Arnor disappeared and the mortal civilizations evolved and grew at their own pace. The ability to move great galactic distances remained a monopoly of the Arnor that the new civilizations lacked. Regarding Hyperdrive and Stargates The Arnor alone possessed a way to travel great galactic distances. Their departure removed that ability. In time, two of the mortal civilizations came up with their own means to travel great distances – the Drengin and the Arceans.
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Their solution was to build monstrously large structures called Stargates. As long as they were hooked together, a ship could travel between them at speeds greater than the speed of light. Stargates do not work instantaneously in this universe. They are, in effect, an expressway. A ship traveling between two Stargates may still take many years to travel between them. When the Arcean Empire came into contact with a United Earth in the early 22 nd century, they shared with them how to create their own Stargates. Humans led in a very particular technology – fusion. The combination of space folding technology and fusion led to a new type of drive propulsion system called Hyperdrive. With Hyperdrive, individual ships could travel without the need for a Stargate. Moreover, Hyperdrive allowed ships to travel in much shorter time the great distances of the galaxy. In 2170, this technology leaked out and all the civilizations had access to it. Regarding the Terran Alliance Human beings are truly an enigma in the galaxy. On first impression, they come across as a race of peace loving merchants. The Drengin Empire initially dismissed the Humans as being weak, but in time, they became quite concerned with the growing power and potential of the Humans. Human beings were still living in caves when the Drengin Empire and Arceans had nuclear power. In the blink of an eye, Humans have split the atom and lunged into interstellar travel. And for all their seemingly peaceful ways, the Humans have a pretty blood-thirsty past. Some Humans would have made excellent Drengin. In 2178, when the great space race began (seen in Galactic Civilizations I) the Humans were a minor player. It was in 2215 when the Drengin began to become seriously concerned with the Humans during the Xendar-Human wars. The Xendar were a minor civilization that were ethically similar to the Drengin. When the Xendar began to overrun some Torian and Ashellian colonies, the Humans put an economic embargo on them. In retaliation, the Xendar wiped out an entire Terran Alliance colony that had 34 million inhabitants and put forth a significant military force ready to attack Earth itself. Over the course of the next several months in a series of clashes, the Humans annihilated the X e n d a r. T h e re is n o X e n d ar m in o r civiliza tio n . T h e y’re g o n e . T h e H u m a n s a bility to d eal w ith a th re at militarily and ruthlessly was not lost on the Drengin.
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The Terran Alliance is a product of a United Earth and was formed shortly after the Arcean Empire came into contact with them. Earth had only become united in the late 21 st century. And by united, we really mean more of a worldwide economic alliance that only a third of the population was part of. It w a sn ’t u n til the rea lizatio n tha t th ere w a s a w h o le g ala xy w a itin g th a t H m a n s b e ca m e su fficie n tly motivated to work more closely together. The Terran Alliance is mostly funded by the United States, the European Union, Oceana, Japan, China, and the Russian Federation which all still exist as sovereign states within the Terran Alliance. Regarding the Thalan The Thalan are a mysterious race that literally popped out of nowhere in 2224. They quickly established a homeworld and while seemingly friendly are very concerned about the Terran Alliance. According to reports, the Thalan are from another dimension – a future dimension in which following a g re a t ―cru sa d e ‖ b y th e H u m a n s, th e g ala xy is d e stro yed a s a re sult o f in divid u als w ithin the T e rra n Alliance. They claim to have come to this galaxy to prevent this but say they have come approximately five years too early. Regarding the Torians & Drengin The Torians were once a peace-loving civilization living on the pre-industrial world of Toria. Around 100,000 years ago, a Drengin probe discovered the Torians and the Drengin decided to conquer them. Understand what this means – the Drengin Empire embarked on a plan to conquer another planet without any sort of faster than light drive. That is commitment. The process of conquering a planet in the pre-Hyperdrive age involved constructing a Stargate and then hauling it with unmanned ships to Toria. This took 70,000 years. The Stargate, once activated, cut the travel time down to merely five years. The Drengin invasion fleet swooped in and swiftly conquered the planet. Over time, the Drengin became weary of dealing with the insurgency of the Torians. The Torians did not easily bow to Drengin oppression and the 10 year trip for reinforcements made rapid response impractical. Eventually the Drengin left Toria and the Torians, now equipped with stolen Drengin technology, destroyed the Stargate. This was in the Earth year of 2050. A little over a century later, the Drengin would be armed with Hyperdrive which would have enabled reinforcement to arrive in a matter of months. With the arrival of Hyperdrive, it meant that the Drengin had bigger fish to fry. With a galaxy full of uncolonzied worlds, the time to spend resources re-conquering the Torians could not be justified yet.
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Art & Animation Paul Boyer Akil Dawkins Scott Tykoski Drew Loveridge Andy Wilson Scott Brodie Jake Callery Kristoffer Lynch Alex Gounaropolous Paul Warzecha



Biz Brian Clair Angela Marshall Larry Kuperman Kim Kolaz Stardock Central Brian Harper Take 2 Games Tony Costa Stacy Rachels



AI Developer & Economic Engine Brad Wardell



Licensed Technology Bink © 1991-2006 by RAD Game Tools, Inc.



Public Relations Tom Ohle— Evolve PR



Miles Sound System, © 1991-2006 by RAD Game Tools, Inc.



Site Moderators Mike Crassweller Aaron Rister



MPEG Layer-3 Audio compression licensed by Fraunhofer IIS and THOMSON Multimedia



79



VII. License Important: Read this before using your copy of Stardock Entertainment, Inc.'s Galactic Civilizations II. End User License Agreement This user license agreement (the AGREEMENT) is an agreement between you (individual or single entity) and Stardock Entertainment, Inc.(Stardock) for the Galactic Civilizations II program (the SOFTWARE) that is accompanying this AGREEMENT. The SOFTWARE is the property of Stardock Entertainment, Inc. and is protected by copyright laws and international copyright treaties. The SOFTWARE is not sold, it is licensed. LICENSED VERSION The LICENSED VERSION means a Registered Version (using your personal serial/registration number) or an original fully working version of the SOFTWARE. If you accept the terms and conditions of this AGREEMENT, you have certain rights and obligations as follow: YOU MAY: 1. Install and use one copy of the SOFTWARE on a single computer. 2. Install a second copy of the SOFTWARE on a second computer only if you are the main user of this computer (home computer or laptop for example). 3. Install the SOFTWARE on another computer only if you change your main workstation. In such a case you must uninstall the software from the old computer. 4. Use the SOFTWARE via a network, only if you have purchased an adequate number of licenses. The number of users must not exceed the number of licenses you have purchased. 5. Make a copy of the SOFTWARE for archival purposes only. 6. Create "mods" based on the documented functions of the SOFTWARE to customize it and upload those "mods" to GalCiv2.com. YOU MAY NOT: 1. Copy and distribute the SOFTWARE or any portion of it except as expressly provided in this Agreement. 2. Sublicense, rent, lease or transfer your personal serial number without express written consent from Stardock. 3. Sublicense, rent or lease the SOFTWARE or any portion of it. 4. Decompile, disassemble, reverse engineer or modify the SOFTWARE or any portion of it, or make any attempt to bypass, unlock, or disable any protective or initialization system on the SOFTWARE. 5. Copy the documentation accompanying the SOFTWARE. 6. Upload or transmit the SOFTWARE, or any portion thereof, to any electronic bulletin board, network, or other type of multi-use computer system regardless of purpose (except as provided for above for "mods"). 7. Include the SOFTWARE in any commercial products intended for manufacture, distribution, or sale. 8. Include "mods" in any commercial products intended for manufacture, distribution, or sale. ACTIVATION FOR UPDATES Updated versions of the SOFTWARE made available after the release will require Internet access to activate the update. Alternatively, users may send an email with a special code to be sent back the file needed to activate the Registered Version on a machine without direct Internet access. Please see http://www.stardock.com/StardockActivationInfo.asp for more information. Updates can be obtained from the website at http://www.galciv2.com or via the Stardock Central program bundled with the SOFTWARE.



80



WARRANTY DISCLAIMER The SOFTWARE is supplied "AS IS". Stardock disclaims all warranties, expressed or implied, including, without limitation, the warranties of merchantability and of fitness for any purpose. The user must assume the entire risk of using this SOFTWARE. DISCLAIMER OF DAMAGES Stardock Entertainment, Inc. assumes no liability for damages, direct or consequential, which may result from the use of this SOFTWARE, even if Stardock Entertainment, Inc. have been advised of the possibility of such damages. Any liability will be limited to refund of the purchase price. TERM This license is effective from your date of purchase and shall remain in force until terminated. You may terminate the license and this agreement at any time by destroying the SOFTWARE and its documentation, together with all copies in any form. COPYRIGHT NOTICE The Company and/or our Licensors hold valid copyright in the Software. Nothing in this Agreement constitutes a waiver of any rights under U.S. Copyright law or any other federal, state or international law. ACKNOWLEDGMENT: YOU ACKNOWLEDGE THAT YOU HAVE READ THIS AGREEMENT, UNDERSTAND IT AND AGREE TO BE BOUND BY ITS TERMS AND CONDITIONS. YOU ALSO AGREE THAT THIS AGREEMENT IS THE COMPLETE AND EXCLUSIVE STATEMENT OF THE AGREEMENT BETWEEN YOU AND THE COMPANY AND SUPERCEDES ALL PROPOSALS OR PRIOR ENDORSEMENTS, ORAL OR WRITTEN, AND ANY OTHER COMMUNICATIONS BETWEEN YOU AND THE COMPANY OR ANY REPRESENTATIVE OF THE COMPANY RELATING TO THE SUBJECT MATTER OF THIS AGREEMENT. Developed by: Stardock Entertainment, Inc. 15090 N Beck Road - Ste. 300 Plymouth, MI 48170 USA http://www.stardock.com Stardock is a registered trademark of Stardock Systems, Inc. Galactic Civilizations and Galactic Civilizations II: Dread Lords are trademarks of Stardock Entertainment, Inc. © Copyright Stardock Entertainment, Inc. 2006. All trademarked names mentioned in this document and SOFTWARE are used for editorial purposes only, with no intention of infringing upon the trademarks. No part of this publication may be reproduced without written permission from Stardock Entertainment, Inc. All rights reserved.
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VIII. Technical Support Email: [email protected] Forums: http://forums.stardock.com/?forumid=162 Website: http://www.galciv2.com



Common Problems: Stability, Performance & Graphics MAKE SURE YOUR VIDEO DRIVERS ARE UPDATED. If your video drivers are more than two years old, this game will probably not function correctly. This game uses the new text handling features of DirectX 9.0c which required video driver makers to update their drivers. 99% of problems we have found in testing come from players who have very o ld vide o drive rs. If yo u ’re ru n nin g o n W in do w s V ista , th is m a y b e e sp e cially im p o rta n t a s som e o f the early drivers are problematic. Another thing to try is to use the video options screen to turn down the settings. In particular, turn off anti-aliasing if the game is not running fast enough. Obtaining Updates Use Stardock Central to get updates. You will need an Internet connection and your serial number to validate your purchase. If yo u d o n ’t h a ve a cce ss to the In tern e t o n th e m a ch in e you a re pla yin g o n , follo w th e o n -screen instructions in the activation area on how to do it manually.
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User Manual 

Nothing is more important than your time and money. When you buy radios online ... Our promise: to give you the best shopping experience. Strong partnerships ...
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User Manual 

Read the entire manual carefully before using the HDM97Pocket . â€¢ Keep the ...... Delivery Content. Pos. Description. Version. Standard Option. 1. HDM97Pocket meter BL, BM, BN, BO, BP, BQ. âœ“ .... meter will accept the probe in the future.
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User manual 

including the associated memory cards, to ensure the video reception and recording are working .... Improper operation will cause the device to crash. ○ Don't ...










 


[image: alt]





User Manual 

Reinforcement of the leading edge and trailing edge: Polyester/Mylar 25 mm .... value of Polar Curves and will be better able to understand the importance of.
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User Manual 

Improper disposal may endanger the environment or cause personal injury. ... Refer all communications to the nearest Ingersoll Rand Office or distributor.
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User Manual 

utiliza una herramienta motorizada puede provocar una lesión corporal grave. Utilice un equipo de seguridad. Utilice siempre protección ocular. El uso de ...
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User manual 

8 déc. 2015 - accessible for test gauge connection, ..... Insert the tab of the terminal block cover ... dryer frame to the neutral conductor at the terminal block.
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USER MANUAL 

En este caso, tanto la base como la llave deberÃ¡n estar desconectadas del auricular. 11. ...... mark and logos are owned by the Bluetooth SiG, inc. and any use.
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User Manual 

For additional information, refer to Cordless Impact Wrench Safety Manual Form 04581146, Battery Charger Safety Information Manual. Form 10567832 and ...
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User Manual 

operate (during this procedure, the machine's fan and motors are operating). 5. Use the ... In general, when the fan output is increased the snowflakes produced ...
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User Manual 

ventilation, allow a free air space of at least 20 cm around the sides and top of the unit. â€¢Never aim the output ... you choose, do not allow the unit to have more than a 25 degree angle of inclination. Z-1200II ... Technical Specifications. Model
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User manual. MIDI/Audio control surface with motorized fader for production ..... plus, en appuyant sur la touche « Master », le fader se retournera pour contrôler.
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User manual 

The optional driving warning signals, including any visual or audible reminding signals, .... 2. Loop Recording ï¼šOff / 1 Minute/ 2Minutes / 3 Minutes/ 5 Minutes ...
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User manual 

If your shaver does not come with a fet Clean System, it refers ... Note: If there is a protective foil on the display, remove it before you use the shaver for the first ...
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user manual 

AVANT D'UTILISER VOTRE FOUR : 1. Veuillez lire attentivement cette notice. 2. Assurez-vous que le four est dÃ©branchÃ© et que le minuteur est sur la position.
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User Manual 

A Battery is an electric energy storage device used as the power source for .... Service must only be performed by an Authorized Ingersoll Rand Servicenter or ...
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Aug 17, 2008 - Skydiving is a dangerous activity that can result in serious or even fatal injury. To reduce these risks, it is necessary to have training and ...
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User Manual 

Only use Ingersoll Rand charger with Ingersoll Rand IQV12 Series Li-Ion ..... Tête hexagonale à changement rapide. Vitesse à vide tr/min. 0-2700. W1110.
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User Manual 

3.You should post the required notices of recordation to occupants inside the vehicle, if voices or ..... marche et passe en mode vidÃ©o - il va commencer Ã  enregistrer. .... Langage : Anglais / FranÃ§ais / Allemand / Italien / Espagnol / Chinois ..
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This transmitter must not be co-located or operating in conjunction with any other .... OEMs will request Summit Semiconductor to provide them with a software ...
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16 mai 2013 - LEFT. FRONT. CENTER. FRONT. RIGHT. FRONT. LEFT. SUB. WOOFER. REAR. RIGHT. REAR. LEFT. SUB-. WOOFER. REAR. RIGHT. REAR. LEFT. EN Connect the home theater. FR Branchez le cinÃ©ma maison. ES ConexiÃ³n del Home Theater. 2. HTB5544D_F7_UM_V1
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Add an instance of the RIR impulse loader inside Revalver. ... sound of the speakers as we captured them, engage the high resolution switch, and turn down the.
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User Manual 

WARNING. This equipment has been tested and found to comply with the limits for a ... equipment off and on, the user is encouraged to try correct the interference by one or ..... In order to send alphabets with correct case, the scanner needs to know
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been using it with sport version of the lines, applied to some of our ... the time on piloting in turbulent air, thus saving energy for navigation, taking pictures ... On the wingtips we placed the ACS (Auto Cleaning ... All materials come from marke
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