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Introduction

In my point of view, a 2 player game should give approximately the same game play experience than a 
6 player game. The setup supplied in the original rule books increase the number of hexes per player 
when you have less players. This is actually annoying because players get penalized if they expand too 
wide and it does not incite players to attack each other because they each stay in their part of the 
galaxy. There is also too many technology tiles to be drawn which bring too much basic technologies at 
then end of the game and not enough advanced ones.

The setup suggested in this variant makes home worlds and the galactic core equidistant and makes the 
number of hexes per player is also always the same. In 2 and 3 players game, there will be fewer ring 
III hexes used, so in general players should have more planets, but this is a good thing, because they 
cannot reply on  diplomacy or other players in case of trouble. The number of technology tiles is also 
reduced when the number of players is reduced. This will control the drawing better and prevent 
getting 5 copies of a technology in a 2 player game.

Technology Setup

When playing with a low amount of players, you will remove X tiles from each technology. This will 
reduce the total pool of tiles while keeping the slope in their distribution.

2 players: remove 2 tiles from each technology ( Tiles Left: 3 common, 2 uncommon and 1 rare)
3-4 players: remove 1 tiles from each technology ( Tiles Left: 4 common, 3 uncommon and 2 rare)

The easiest way to do this is to take 1 copy of each technology and place them in a separate zip lock 
bag. If you play a 5-6 player game, add the zip lock to the bag. If you play a 2 player game, sort out 1 
tile for each technology.

Galaxy setup

Before we start with the setup plans, I just want to explain a few rules with theses new setups:

Discarding and replacing tiles: Some tile stack will be limited like the Ring III stack. If a player 
decides to discard a tile, he discard it to the box and add a new tile at the bottom of the stack to make 
sure the total number of tiles in the game stay the same.

No ring IV: Tiles cannot be placed 4 hex away from the galactic core. In a 6 player game, it can be 
possible that an area of the board is not connected to the rest of the map preventing players to explore 
this hex. In this case, no tiles maybe placed in this area. But the probabilities that this situation happens 
are very low. This rules will promote the idea of a back door and prevent players from being isolated.



Layouts

Here are the various alternate layouts, they should make players 3 move from each other and 2 moves 
from the core. I also tried to make sure that the tiles connected to the home world are balanced between 
players, but this is not always achievable. Some number of players offers 2 different setups, use the one 
you prefer. Most of the time, the 2nd setup is better. Once your layout is selected look in the next 
section to know how many tiles must be used.

5 Players - Layout A   5 Players - Layout B

4 Players - Layout A  4 Players - Layout B



3 Players   2 Players - Layout A

2 Players - Layout B

Number of tiles

Here is the number of tiles that should be used to make sure that each player always have access to 7 
tiles. Make a random selection of the number of tiles below and place the rest in the box. The tiles in 
the box will be used to replace discarded tiles.  It's a good idea to stack the exact same number of tiles 
for all rings, it avoid making errors during the game by drawing from the wrong stack of hexes. There 
will also be the “Branch” alternative which removes ring II hex to add more ring III hex. It creates a 
galaxy with branches rather than a round one and reduce the number of planets. So it forces players to 
pass though the middle of the galaxy, but it makes their branch easier to defend.

Ring III Ring II Ring I

6 Players 18 6 6
5 Players A & B 16 7 6
4 Players A & B 9 8 6
4 Players - Branches 11 6 6
3 Players 2 9 6
3 Players - Branches 5 6 6
2 Players A 0 7 4
2 Players B 2 5 4


