Movement/Capturing tiles

The galaxy is made up of tiles. Each tiles in the galaxy represents a solar system. In the solar systems there are different things available described in the tile objects section. 

To capture any specific tile there must be no enemy defensive units. Capturing takes time based on your level, the type of ships in the fleet and the number of ships. Capturing time does not go below one hour.

Tile objects

Each type of object in a tile has certain effects. During the game depending on your class and research you have performed you will be able to build on the tiles you have captured. Each object requires resources but only the descriptions of some are available in this guide as an example.

Some different tile objects and things you can build on them, but you are not limited to are:

Asteroid field:

Effects:

Ships visibility reduced by 25%. Hit rate reduced by %2. Defensive bonus of %25.

Buildings:

Mining factory – Some materials needed to build are only available from  asteroid fields.

Mine Field - Sets a mine field that acts as a defensive unit one turn and deals massive damage.

Fleet Camouflage -  Makes fleet invisible until the fleet or any friendly units are attacked.

Star:

Effects:

Ships visibility reduced by 75%. Ships not equipped for the heat are damaged each turn and each hour. Ships can be destroyed.

Buildings:

Antimatter factory – The stars are a huge source of energy. Placing a factory near the star's surface allows one to capture the energy of the sun and convert it into a form that is transportable.

Space:

Buildings:

Outpost – An outpost counts as a defensive unit and watches adjacent hexes to warn against incoming invasions. Normally raid fleets are hard to detect, outposts can be upgraded to assist with the detection of raid fleets.

Planet:

Buildings:

Factory - Needed to build most other buildings, more factories increases building rate.

Shipyard- Needed to build ships, more factories increases building rate.

Internet – Builds a world wide Internet. This allows research to be conducted at a faster rate.

Laboratory – Needed to produce research points. Laboratories are unavailable to mages. RP is needed for the abilities of the psionic.

House/Habitation – Needed so that your planet can have a population.

Planet types:

Normal: Earth-like planet, supports life.

Barren:

Needs special technology to colonize. Good defense against raids. Barren planets are good for mining. 

Can be terraformed with proper technology.

Lush: Many minerals and high support for population.

Superheated: These are found near stars.

Icy: Needs special technology to colonize. Good defense against raids.

Gas: The gas planet allows the building of gas mining facilities. Also spies have the ability to establish

a hidden bas in the lower layers of the gas planet. The electrical storms and movement of gases 

effectively mask all signatures. Because of the huge gravity of most gas planets a gravity power plant 

can be built inside it. The plant converts the pressures of the planet near the middle into electrical 

energy. 

System wide buildings/effects:

When all the tiles in a system have been captured you are able to build and cast system wide effects. Some system wide effects can be made on systems to counter ones currently in place.

Here are a few examples some are class specific:

Psychic ward (mage)(requires all hexes owned): This ward detects the psychic signatures of any sentient being in the system. This is useful because unknown patterns would signal some suspicious activity. This prevents any cloaking and spy operations in the system. A minimum of three mages are required to be casting to cause this effect. More will cause the time to build to decrease. If a psychic waveform generator is active in the system, casting the ward again will overload the generator and destroy it.

Psychic waveform generator (spy)(countermeasure): This generator generates the psychic signatures of any sentient being. Emulating the patterns of an enemy allows one to trick the psychic ward effectively nullifying it. A minimum of three spies are required to be building to cause this effect. More will cause the time to build to decrease.

Galactic Protection system  (requires all hexes owned): The galactic protection system is a series of shielding systems and turrets placed all over the galaxy. It can be attacked but prevents enemy players from moving or attacking in the system until it is destroyed. However, spy technology allows them to penetrate these defenses. A minimum of six people are required to be building to cause this effect. More will cause the time to build to decrease.

Psy-kinetic shielding (Psionic)(requires all hexes owned): Psy-kinetic shielding uses the abilities of many psionics to move particles found in the system at high velocities around the system. Any incoming enemy players cannot enter this barrier unless countermeasures are taken. This prevents enemy players from entering the system until it is destroyed. However, spy technology allows them to penetrate these defenses. A minimum of two psionics are required to be casting to cause this effect. More will cause the time to build to decrease.

Psychic scream (Psionic) (countermeasure): This causes a huge psychic disruption in the target system interrupting the concentration of any psionics creating a shield in the system. The shield is brought down and must be rebuilt. A minimum of two psionics are required to be casting to cause this effect. More will cause the time to build to decrease.

Psychic disruptor (countermeasure): This causes a huge psychic disruption in the target system interrupting the concentration of any psionics creating a shield in the system. The shield is brought down and must be rebuilt. A minimum of five people are required to be building to cause this effect. More will cause the time to build to decrease.

Classes:

Psionic-  Psionics have spent their time meditating and researching on methods to expand the power of 

the brain. This has left them with paranormal abilities. Psionics require RP to both research their 

abilities and to use them. For defensive abilities to be activated RP must be available. Weak against the 

diplomats and strong against mages.

Diplomat – Diplomats have focused on developing their talents on the psychology of people. The 

results of this focus lead to various abilities. This is the only class that can make treaties and pacts for 

hexes. Normally only one fleet is allowed per hex. The diplomat can allow one hex to have multiple 

fleets from multiple people. Diplomats are essential for trade, only they can build trade centers that 

allow allies to trade. Also diplomats can trade with enemy diplomats. Weak against the elementals and 

strong against Psionic.

Mage – Mages are a superstition populace. Rather than spending their time inventing new technology 

they found out how to harness the magical energies of the universe. They are the only ones who can use 

magic. Mages cannot get new technology and all abilities cost MP. New magical abilities cost MP to 

research. For defensive abilities to be activated MP must be available. Weak against the Psionic and 

strong against spies.

Spy – A population trained on assassination and espionage. Spies can scout ahead for fleets, steal 

technology, sabotage, and learn the classes of other people. Weak against the mages and strong against 

warrior.

Warrior - Warriors are an aggressive class that have spent most of their time developing weapons and 

warfare tactics. Warriors gain the most powerful ships and can capture hexes the fastest. Weak against 

the spy and strong against elementals.

Elementals – Elementals performed experiments on their genome and found by accident genes that 

allowed them to take different forms. They tend to like forms that look and have the abilities of 

elementals common in their fantasy books. This is where they get their name. Weak against the 

warriors and strong against diplomats.

Resources:

Here is a list of some of the resources that you will have to obtain to build:

Gold: Commonly used for trade or to make jewelry. Gold can be traded, used to make your people happier or to improve the look of your cities.

Uranium: Can be refined into uranium-235 or plutonium for use in power plants and nuclear weaponry. Depleted uranium can be used in weaponry and some building types.

Copper: Used in alloys, Plumbing and electrical systems.

Credits: Universal system of money. Needed to pay workers and for trade. Obtained by trade and taxes.

Wood:  A common building material due to it's light weight and ease of manipulation.

Platinum: Commonly used for trade or to make jewelry. Also used in fuel cell production. Platinum can be traded, used to make your people happier or to improve the look of your cities.

Plutonium: Used mostly for nuclear weapons. Can be used as a power source in radioisotope thermoelectric generators. 

Iron: Can be refined into steel or used directly in building materials.

Limestone: Used in building. Things like concrete and mortar contain limestone.

Raw ore: Can contain iron,limestone,copper,uranium,platinum,plutonium, gold and other minerals in varying quantities. Must be refined.

Tyleridium: This is a super strong material that has heat resistant properties and is good for use in hulls. The only cases of it has been found on asteroids.

Silicon - Used to make glass.

Hydrogen – Used in power sources and to make water.

Water – Used to sustain populations and plants, can be made into hydrogen and oxygen.

Nitrogen -  Needed to build life sustaining facilities in environments that do not have breathable air.

Oxygen  -  Needed to build life sustaining facilities in environments that do not have breathable air.

Ships and fleets:

Ships:

Population:

Each ship type has a minimum population and a max population. The minimum population is required to staff the ship. The more workers the ship has the higher the efficiency of the ship. When in space if a ship becomes unstaffed the ship will trigger the AI to return to your warehouse. This ship cannot hold cargo and will jettison all cargo it has. If your fleet has no spaces to hold the cargo the cargo will be lost. 

Weapons:

Besides having built in weapons most ships have slots to equip weapons you build. There are different types of weapons you may equip. They all have different types, ranges and specialties. Only equipped weapons have the capability of attacking more than one tile away.

Equippable weapons have these stats

Delay – Some weapons, especially those with the longer range may have a delay. As of now delay does nothing.

Range – Some weapons have more than a one tile range.

Type – Different types of weapons such as energy and projectile weapons do damage differently. Energy weapons do extra damage against shields while projectile weapons do extra damage against hulls.

Base damage- The base damage for the weapon. There are damage modifier on certain systems depending on the weapon type.

Special – Some weapons have special abilities, this will be listed in the description.

Shields:

Shields heal a base of 1% of shielding per turn taken. Before the hull is damaged the shielding must be taken down.

Hulls:

Different hulls effect the ship's speed, cargo size, and hp. Some hulls have special protection against certain types of equipped weapons. 

Vision:

Different ships have different tile ranges that they can see, most ships have a range of 1 to 3 tiles around the ship.

Visibility:

This effects the miss rate in battle. Also the most visible ship in the fleet determines the fleet visibility. The less visibility a ship has the less of a chance of detection by scanners. A fleet that has 0% visibility can only be detected with special tools. Note that attacking causes the ships visibility to be temporarily increased by 25% for 5 minutes. So in battle ships with 75% or more are effectively %100 visible.

If the fleet is visible or not by sensors is calculated every 10 minutes, so reloading the screen does not help you find ships.

Speed: Ship speed affects the attack order of the ships, the faster ships attack first. Also slower ships have a harder time hitting faster ships. Ships tend to attack ships near their speed first. Faster ships intercept incoming fast ships and heavy slow ships find it easier to target heavy and slow ships. It will also affect the movement rate of the fleet see the fleet section.

Examples:

fleet with a fighter and a battleship vs a fighter and a battleship. Fighter will attack fighter and battleship a battleship.

fleet with a fighter  vs  a battleship. Fighters will likely all attack first, if enough damage is done killing the battleship without a scratch.

Other: Some ship abilities like cloak, sabotage, and camouflage are only available to fleets when all 

ships in the fleet have the ability. 

Fleets:

A ship fleet has a max of 20 ships. Normally only one fleet can be on one tile. However the diplomat can allow all friendly fleets to inhabit the same tile. Only fleets can be ordered so you must form a fleet to use your ships. You may only own 10 fleets. Un-fleeted ships are sent to the warehouse and may be inserted into a fleet at any planet you own with a shipyard. Fleets gain experience and levels as they win fights.

Speed: The speed of the ships in the fleet affects the movement rate of the fleet. The fleet has the movement rate of the slowest ship in the fleet. If all the ships in the fleet are fast ships the fleet will move much faster.

Fleet orders:

You can give you fleet special commands, some only come with research or levels. Here are some.

Order slower ships to attack faster ships: Normal behavior for targeting purposes is for slower ships to attack slower ships, however you can change this order. You do though suffer a hit penalty on targeting faster ships.

Order  faster ships to attack slower ships : Normally faster ships are intercepted by faster ships on the other side while going toward a slower target. However you can order your ships to hold their fire and approach at the same speed as the enemy ships and wait until the slower enemies are within firing range. However this makes all ships the speed of the slowest enemy ship.

Attack on sight: Attack enemy ships that come into one tile of the fleet. Ships stay in same spot and only attack those in range.

Uncloak or Uncamouflage and attack: Attack enemy ships that come into one tile of the fleet, if cloaked or camouflaged remove it. Ships stay in same spot and only attack those in range.

Move to attack: If enough turns are available move to attack enemy ships that are using long range weapons and are out of range

Self destruct: When plundered sacrifice ship to do the amount of hp the ship has left to the boarding ship.

Some ship classes:

Probe: An unmanned spacecraft that is good for scouting. Probes are the only ship that can see 6 tiles away from the ship.

Spy Probe (spy): An unmanned spacecraft that is good for scouting. Can cloak and camouflage.

Shuttle: Used to transport people.

Transport: A troop transport. Required for planet raids. Because of the amount of people it can hold it is also useful for piracy operations.

Bomber: Required to bomb planets. Does no damage in space combat.

Colonizor: required to colonize new places. Slow and only one weapon slot.

Miner: Mines asteroids and planets has no shields or weapons.

Infiltrator (spy) – this is necessary for sabotage and espionage missions.

Warfare:

Note: Warfare commands will leave you unable to cloak for 5 minutes. Also all the block range of the enemy ships will extend by one tile for 5 minutes. This means that you cannot move into a tile within 1 tile of an enemy.

Planet:

Bomb - Does maximum damage to structures. Only works on planets within 1 tile of fleet. You may bomb if there are fleets or defensive buildings. After your bombing run you will be attacked by enemy fleets if any exist.

Raid - This attack does no damage to structures but allows you to take prisoners that can be used to populate things such as planets and outposts. Must be on the same tile as planet. All defensive buildings and fleets must be cleared.

Space:

(Piracy) Plunder - The fleet sneaks close to the other fleet and boards the ships in the fleet stealing cargo and taking crew members hostage. First the hostages are applied to the ships crew if it needs any, the rest are stored in the cargo hold in stasis. Minimal damage is done to both fleets. There is a chance that the enemy may get one attack in before boarding. This chance depends on the fleet's visibility,level and speed. The ships are randomly matched. Spies start with more experienced piracy crews and have no chance of the enemy attacking before boarding. This pits crew against crew, most losses are in human casualties not ships. 

Attack – Standard attack. Can be used on planetary structures as well. Defensive structures must be destroyed before other ones can be attacked.

Convert (Diplomat) – The diplomat convinces the captain of the fleet that deserting to their cause is the best option. You have a .15% chance per level of the fleet and  minimum of a %1 chance of  conversion. Also for each difference in the levels there is a modifier of .3%. So if you are one level below there would be a modifier of -.3%. One level above would be a modifier of .3%.

Experience:

Leveling up your character can give you many benefits. There are various means to gain experience. Helping allies, trading, fighting in battles. You can train experience by spending gold. Also you gain an amount of experience based on the amount and type of tiles you own each day. You do not gain experience for your character from every battle, rather once a day the level of your fleets are taken into account for calculating experience.

Movement and exploring:

Grey tiles are previously explored tiles where you may see the tile type and resources but no ships, buildings, or any other information. Black tiles are unexplored areas. Tiles with no shade are tiles where you may see the full information of the tile.

Any member of your faction that explores an area will share the information with you.

Autopilot: Autopilot maps out a path for your ship to take and takes the path as far as it can with the amount of turns that you have.  It will disable upon running into or being attacked by any enemy fleets. They follow the shortest route possible and may run into hazards like stars,wormholes,blackholes and etc.

The autopilot will only use simple pathing. If it's first path will not work it will leave it to you to find an alternate path.

Approaching within one tile of an enemy fleet or defense will cause your ship to stop movement if attacked. You may only move out of the enemies influence area or attack while you are under fire, you cannot move further into any space that is one tile from an enemy fleet or defense. Exceptions to this rule are fleets that are camouflaged with a fleet from that faction or cloaked.

For more information search the online help files.

