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1.0 Introduction

Congrasulstions, you have scgeired “Hope's End” the
first expansion for TWILEGHT IMPERIUM 2nd Editien (“TI127). This expan-
saon brings & number of new (ools and gamme oplions &0 yoar T pame.

11 Hope's End Contents

Thiis expansion el mcludes the Ralloemg:

Additional Cards (28 Pelitical & 28 Action Cardsh Feel free o mix these
pesw candd indo your curtent T1 set, These cards sdd addigional game experi-
ences and diversity 0 T12. Censin cands reguire the use of options] rules {like
the *Dasianl Suns’ nalis i the Baske TTE, or the ‘Lesders’ nales described here-
i) Sscl cards bave a keyword printed in their kower lefi-hand comner allow-
inp yom 1o easilly identify and remonee these cards if necessary hefome begin
ring play.

Mew Races (1 Race Stands and 13 Control Markers): Included in HOPE™S
EWD gre two sddivional player races: The Mentak Coalwtion amd the Ysaan|
Trahes. You can play with these races in the same way you play wwh the: aiher
mees in TEL

Deed Cards (58 perforated cards): Included in HOPE'S EMD are 38 useful
Diged cands cach representing & unsgque planet in TI2 and the new planets pro
vided m HOPE'S END. LUlse these in the followieg way: When o player suc.
pessfially invmdes o planet, he simply takes the cormespanding Deed cand for
thaat planes (Froen & ceniral pile of nevirsl planct Dieed cards - or from the
phayer whis has just lost that planet). Use vour Deed cands to easily identify
your current fevel of resoerces, mfluence, and mimber of planets cened. The
Desd cards are alse handy for selecting plansts at random (a8 direcipd by pav-
eral new Action cards in tyis expansian set}

Lesders (24 Leader Comntersk The Leader counien are wtilized with the
“Leaders” game option a3 doscribid (o this roles dhegl

Sheck Treops (B Coumters): These coumers ure wsed 1o slide over the plastic
Cirpaed Troop counters provided m TI2 o represent ‘Shock Troop” status. The
rudes for playing with Shock Troops can be found in this niles sheet.

Mew Techmnlogies (4 mew technologimlt Feel fror o inchsde thess echnoio-
gles im play as vou woudd any nonmal lechnodogy m the Bass TIZ. The new
techmalogies have been mcluded im the comprehensve tpckmalogy Mow-chast
Incafed on the heck cover of Swse naled.

New Hexes: Inchaded in this snpamsion wre |3 new heves, inchading
the I homesyssems for the Yssaril Tribes and the Mentk coafition.
Swppestiom for using skditional flkes in T12 can ke found later in these rules.

GENERAL YOTE: When flst using HOPE'S ENTR, gomtly soparate the cards
a0 counters. from their sheets. Be

especially careful with the per-
formted deed-cards 50 that 1hey
dic mai Rear
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2.0 New Rules
Folkowing are the optbonal rules for the new game elemenis provided in this
R panesn st

2.1 New Mapboard Hexes
The follpwing mupbaard types are new, and their mles of play are as Gallows

Tha MNabula

The gastcas ncbuls makes for dafficul space navigation. The great clouds are
& Frinudrance w0 galactic traffic, bur are still frequently traversed when they nep-
fesent this shortesd destance hetween two sysiems.

Ay ship that eniers 8 Mebula must immedistely @op i movement for the
turn. Mo techmnlogy can avert this hindrance. (17 a ship enters the Rebsals on
ihe lnst step af its movement, the Nebala has no effect!) Fightcrs havs mo
combat vabee in a Mebuby (bol may be luaken as casualises)

Tebrlas camnot be be placed next s anotber red-bordersd tile (unless there is
shisohutely po alber option for placensent)

The Gravity Rift
A smaller sibling of the devastating Sleck hole, and & much rarer anomaly thas
the mseful wonmholes, the Gravigy Rift poses hoth sllure and kazard for the

insxperienced space maveler

Any ship thai atsesnpis to et o Gravity Bafi mesi moll one die (Fighlers are
enempt from dhe effects of & Gravity Rift) 17 the resslt is 7-10, the ship may
exit the: bea through asy of the six sides. of the Gravity RifL 11 the masult Ia 1-
&, hirwever, the ship mest exit theoagh the hex side with the cormesponding
pinbered resuh a5 printed on the Gravigy Rift. Movemem out of & Gravicy
Rift mever counts towards the ship's movemment {gravity smply “whips' the
ship inlo an adjscent sysbem)

Meavemeni oul of Gruty Bills {5 always done cae ship ot o tine. Thas a play
er st roll for each shap individeally, snd nvest sove that ship before rolling
Toe the nawt ship

Whein a ship i foresd to exit through o partcular bex side (when rofling a -
&), the player may choose to et the ship stay (and end its movermend) in the
{rravity Hift rather than moving the indscated derection.

A Gravity Rift canmed be be pleced mext (o amsther red-boedered tile (unkess
there is ahsolutely no other option for placement 1.

Additional Tiles

The sddiconal tiles provided allow you 1o create a bargir galasy o the play-
rs in ronm. When adding the HOPE™S ENT maphaand tiles 1o weour original
TIZ tales, you showld Bave the fallowing:

B Homesysiems
| Mecansl Rex
il 43 repwlar parmstoend 1t

The new regular files allow wou #0 create some langer and mone nler-
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ectinig starting mapboard cossiellations. The setup disgrams on thes page ed hy the defensave P15 fire before the myvnsion hattle tsices ploce.

iBlustrme a few exnmples of how o utilize the pew tiles 1w create lesger come-
plex boards that provide for different game mechanics tham those desoribed = There can never exist more than 8 total Shock Troops on the board a1 any

in TIZ. [All these exarmples nse 42 tilex. Simply discard one mndom kle cme given fime. [T all § Skock Troops are in play, no sdditional Shock
befiore begimming thair schap). Wi recommaend thad you anly use these larger Troops may bo areated (until the number of existing Shock Troops again
maps with a & player pama, so that the required number of planets. drop below & due to casualines)

resources, and influence do B0 become oo eikily acqumed by the players @

arcder B win the gime

Feel free wo experiment with mber conseilaions snd sene waranis

2.2 Optional Rule: Shock
Troops

As an emgrire grows, o does nE need for
litg bhooms. i e cOurse of 8 galactic
engaadion, allor many sruggles and many
ware, velerans amsd eapecially kardened
troops emerge. Thess elvie ground fome
divisions are called *Shock Troops® and can
he wielded by players to more effectively
tring down enemy strongholds and poten-
tially conguer valuable bardware,

Acquiring Shock Troops

When s player olls @ unmodified resuls of
“10° (m hit} with & sonmal Ground Force unin
during Imasion Combat, roll the die once
ngnin. If the mew rodl results im 2“5 or e
10", inmedialely give that anit the *Shodk
Troap" siahes [place the Shock Force
pounter vver the flag).

Ruies for Shock Troops

Shoeck Troops are comsidiensd i be (eromnd
Foroes in that they exercise comtrol of a
planet and require Carrier units for tans-
parimtion. All other references to Grousd
Foroes | from cands, elc) would also apply 1o
Sheock Troops. The following sdditional
ruled apply b Shock Troog specifically:

* The ombal value of all Bhock Treop unss
1& 5" (& phdal mpnoyenenl over the Slan-
fard Usrokand Foroe: wniis)

* Afier & successhisl imvasian, i any Shock
Troop unsis have sorvived the barile, the
invadimg player may caplure enemy
Spacedack and P.OS. units oo the plamet
{ie., immediaiely, a1 no cost, replace the
eneny installations with mstallations of the
mivadling player). Mamally such msialla-
tioes wiuld bo destroged after & scoosshal

M AsICE

* [uring comsbat, Shock Troop wnils must be
eakcem as the firer casmice This does
mat apply 1o casmbties inflict-

2.3 Optional Rule: Leaders

Inchaded in this expansion are three lkeader conmiers for exch of the eight T1Z

races. Thess counters nepresenl exOaplional personslities thal assis) (heir mwcs
n Ihe struggie for galactic domisation.

Thete ane flve diffcrent tvpes of Leaders:
Generals, Admirals, Diplomats, Agenis,
anill Seientists, Fach Lesder oype has s
uenque ghilities described at the end of this
sacdicn,

Placing Leaders
A plaver’s three Lesders always begin the
pame cm & siegle planet in thesr Homesysiem
Lesders are alweys considersd to be bocated

oin & Triendly planet or on a space shap, ANY
shap type can tmanspart ome or severnl Leaders

(in the same fashics that Carmers transpart
Ground Fovces). Leaders do not coum
tewards the carrying capacity af amy shap
(including the Carmer]. A Leader does nid
mxercine confral pver a planet by ham'herself.

Movement of Leaders

Immedint=ly BEFORE the Movemen
Segment, a player may move Leadors from 2
planet cmie o specefic friendly shap in the
sam syglent, or from s specific ship
another ship in the same gy stem {Leadles
may ol change shaps at amy otser time and
may ol Hed on plisets Before thi Envision
Comnbal Seinmei)

During the [nvasion Combat Sepment
Leaders may move from & ship onm & firend-
ly planet im the sanse systemn. & Leader may
als aocommpany ome ar more friendly Ground
Forees onto an enemy planet in an invasion
atiempt. ff a Lender accompamies such an
invasiom, he'she partakes in the hetile and is
amtomatcally CAPTURED shoald the inva-
sion aflempl il [see below]).

Ellling &nd Capturing Leaders

If the ship on which & Leader is preseed is
desiroyed dunmg Space Combal, roll o die.
Om & result of 1-5 the Leader is kilbed and
memoved from play. On o result of &% the
destroyer CAPTURES the enemy Leader. Un
o mesaslt of 0 ghe Leader escapes and the
o mnary isningdiately place the Leader on
ary lnenadly plase

1T & ship carryieg & Leader s destroyed in any other aocurrence than Space
Combat, the Leader 55 automaticslly killed amd removed from pley




If & planist contaming a Leader & succestfally invaded by another player, rall
o die. Om = result of 1-5 the Leader is CAFTURED. On a result of 6-9 the

Leader escapes and the owner may immedsately place the Leader on any
iriendly planet. O a neeh of ‘07, the Lesder is killed and rermoved Snom it

Enims.

If & Leader |5 present om & planet whose comrol merker §5 desoroved by bom-
bardment {or the ﬁutwmmhmyQ}mmm
Invasion Combai) the Leader escapes and may immedistehy ke placed on
mather friendly planet.

Leaders cannot exist on Meutral or Enemy planets.

OFTION AL RULE: Play with the Leader counters face-down on the table.
‘Unly {temporanly) reveal & Leader to other players when that Leader is uls-
Iy e speecial eiills.

Captive Leaders

Llpon caphenmg o Lesder the capior places the captured lender by his playing
wren, indicaking that he holds this Leader captive, Duaring the Political Phase,
# caphor may freely temsfer & captive o ancther player, including the owner
{in whach case the Leader i FREETD and is immediately placed on any
fricedly planct in play). A caplor may chooss o execute & captive Lesder a1
sy Inme, Simply anncunie the execution and remove said Leadier from i
L LN

Rescuing a Captive Leadar

Every time & planet beid by ancther player is successidly invaded, if thas
playver halds sny captive Lesders, roll a dee. 1 #he nesall 15 2 °0°, a captive
Lesdier lias beeen fiumdl, and the invading plaver takes the Leader (randomly
if the tnvaded player hald seveml captivea). [ the Lesder 1 one of the
iitvaders oam, That Leadar iz FREED) and immedisely placed on sy frenidly
planet. If belonging 10 ancther race, the Leader bs mowe simply the captive of
the imveder (who, of course, may choose 1o rebem he Lesder o s owner
during the Polsticel Phase).

Leader Abilities
The effect of each leader type is described below:

Spirntise
= When a Scieefist i1 present oo any planct putside their
plaver’s homesysten, that player may use dowhle that plan-
et's resource wadue in credit iowands the purchase of technolo-
iy during the Techmology Phise,
* Each round & player may purchase ong FDLUS. sysem o a Spacedock for
onky 5 credils on & planed coatrining o Scientist.

[Hiplanusr
= A diphomat present of & plased aboi to be levidod may
firce the Envasion o be delaved one furm. The invading
Ground Foroes must retreat to their fleet, and may not attack
umtil the next tamn, {After 2 diplomast has used this shillity,
sl may i Use T AEAIN The BexT fum). A dplomai may nod use thic
ability on Mecatol Rex.
= A fleet containing o Diplomat may pass through systems comaiming
ships belonging 1o oppanents, but andy if the apponent grants his permis-
§i0m,

Creneral
* When a Gemeral participaies in a battle during the Invasion
Combat Segment, the contralling ph.].'u' may choose o ne-

FAX MAGHNIFICA BELLUM GLORIOSUM

rofl OME che rodl durimg every mound of the bafile. Mulisple Fiesdly
Grenernl Leaders can still only affect one moll,
* Dreadmoughis receive & -4 o dheir rall whes bombarding o planet that

containg &n emesny Cieneral.
E = Mo fleet may play o 'Skalled Retreat’ card when attacked by
u fleel containing am Admral (unless the retreating flee alsas
comiains an Adomral)l
*Lip to three Dreadrcsaghts that stan and end their movemen! with as
Aadrmral receive #1 m movemenl

dmiral
= When on Admiral partscipeies im s Space Hattle, the oomer
may mall cme additional die for the ship that the Admiral & o

Ageni
* [f an Agent participmies. in an isvesion combat sfiack,
esemy FD.5. may sol Ore 8 the invadiag Cround Forces.
= An Agenl may be scrificed 8 any lime bo acl a8 a

'‘Sabotage’ Cand. Remove the Agent from play afler noch use.

2.4 Event Cards

Certain cards among the mew Political Casds provided in HOPE™S END
wre “Event” cands, and are not trested as rogular Political Cands (2o they
cannot be Vetoed or otherwise inflsenced by Cards and Special Abilsties
that affict repalar Pofitical Cands),

When an Actbon rather than a reguler Agenda is drvon daring ibe Palitical
Phase, read itx effects out lond, and immeditely resalve the cand.
Thereafter draw another Foliacal Card and continue with the Political
Pleise &3 mormeal,
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