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Rl FTBORNE SOVEREI GNS - GAMEPLAY GUI DE / | NSTRUCTI ON BOCKLET

This guide is a player-facing reference for R ftborne Sovereigns (CLI edition).
It is witten to match the CURRENT | MPLEMENTED GAMEPLAY (what the code does),
not what menus/| abels mght inply.

MAI NTAI NERS / UPDATES ( REQUI RED)

If you update the ganme in any way that changes ganeplay, stats, rules, U flows,
or bal ance (shi ps/buil dings/resources/conmbat/routes/victory/etc.), you MIST al so
update the rel evant guide sections in this folder in the sane patch so pl ayers
al ways have an accurate reference.

Start here:
- ‘0O0_CONTENTS. txt* for the index
- ‘01_GAME_SUMMVARY.txt‘ for the big-picture overview
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Ri ft borne Sovereigns is a real-tine (no offline catch-up) sci-fi strategy/enpire
sim
You control one commander inside a busy galaxy full of Al commanders.

Core | oop:
1) Build up your base econony and storage
2) Train ships and formfleets
3) Use fleets for raids, attacks, reinforcenents, spying, and col oni zation
4) Use logistics (trade routes, raid routes, nmarketplace) to scale faster
5) Establish Mning Qutposts to mine rare nmetals and craft SPU augment chips
6) Use Noctmarks + the SPU market to buy/sell augnents and shape your enpire
7) Convert resources into "Visions" for your faction
8) Fight over the central "Core Nexus" zone and wi n the endgane

Codex & history:

- The Codex includes a "Wrld Hi story" feed of mjor events (big battles,
faction politics, mlestones, and Al war canpai gns).

- Sone events are also tracked as one-time "Firsts" nmedals (Hall of Fane) and
shown on player profiles and in Ranki ngs -> Medal s.
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Mai n menu:

- Continue: |oads your save and advances sinulation to current time (offline
pr ogr ess)

- New start a new campaign

- New (Debug): tine-warp friendly node i ntended for testing

VWen starting a new camnpai gn you choose a Cul ture:
- Astraean: stable energy econony, econony scaling, hiding resources
- Varkon: industrial tenpo, cheap pressure tools, upkeep reduction +
conscri ption
- Veil: shards-fromkills + Eldritch upgrades + fast transmnutation

Starting boost (current bal ance):
- Bvery commander (human + Al) starts with:
- Silo L5
- Solar Cell L5
- All 4 core resources filled to storage cap
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Ri ft borne Sovereigns is a console U. Controls are shown on each screen
f oot er/ header, but
the "house style" is consistent:

- Up/Down or WS: move selection / scroll

- Left/Right or A/ D: change colums / pages (screen-dependent)

- Enter: confirm/ open

- Esc (and usually Z): back / close

HUD shortcuts:
- When the right nenu is focused:
- WS (or Up/Down) noves the nmenu sel ection.
- Enter opens the sel ected page.
- AD (or Left/Right) cycles the bottom econom c ticker node.
- Direct hotkeys (open i mediately):
- EMPIRE: ‘1 Infrastructure, ‘2 Shipyards, ‘3" Colonies, ‘4' Factions,
‘5" SPUs
- MLITARY: ‘6' Radar, ‘7° Garrisons, ‘8' Logistics, ‘9' Conbat Log
- INTEL: ‘M Star Map, ‘G @Glactic Council, ‘L* Alerts, ‘C Codex, 'R
Ranki ngs
- SYSTEM ‘X' Save (and ‘D Debug Tools in Debug nopde)
- dobal overlays:
- ‘[* or “]' toggles the Hel p overl ay.
- /" toggles the Search overl ay.
- The bottomstrip is an Orbital Exchange economic ticker (informational).

Active Fleets (6):
- Enter on inconing attacks/reinforcenments opens the commander profile.
- Mjunps the map to the origin base for incomng fleets.
- ZI Esc steps back to the filter picker fromthe list view



04_TI ME_AND_OFFLI NE_PROGRESS. t xt

Ri ft borne Sovereigns runs a real-time simulation, but it only advances while the
gane i s running.

Cor e nodel

- Actions (builds, training, fleets, transfers, market trades) schedul e events
in the future.

- Between events, bases generate resources passively (production m nus upkeep)
and fill storage.

- The simul ati on advances i n whol e-second steps (1Hz), independent of
keypr esses.

No of fline catch-up:

- When you | oad a save, the gane resunmes at the saved sinulation tine.

- It does NOT fast-forward fromyour |ast session to "now'

- This neans your enpire does not produce resources or conplete events while
the gane is closed.

VWhat this changes tactically:
- Tiners only tick down while you play (fleet ETAs, build queues, training
bat ches, transfers).
- If you want sonmething to finish, you need to let the simrun (stay in-gane).

Aut osave:

- The game aut osaves roughly once per m nute.

- It tries to avoid saving while you' re actively pressing keys so navigation
doesn't feel sticky.
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Coor di nat es:

- The galaxy is a square grid with integer coordinates (X Y).

- Default map size is 300x300 with bounds roughly from (-149,-149) to
(150, 150) .

- The map waps at the edges (toroidal): noving past the max bound | oops back
to the mn bound, and vice versa.

Di stance (used for fleet travel time and sonme ETAS):
- Euclidean distance, but using the *shortest wapped* dx/dy across the nap
edges (toroidal distance).

Ti |l e bonuses:
- Each tile can provide additive bonuses to your base nultipliers.
- Bonuses are "additive to multiplier" (e.g., +0.35 nmeans 1.35x).
- Sone tiles can have negative bonuses.

Randomtile types (probability brackets are from map generation):

- Asteroid Field (~18%: Vul kron +0.35, Aurelite +0.20, Deuterium +0.05

- Nebula (~149%: Aurelite +0.05, Deuterium +0.30, Astra +0.10

- Terran World (~10%: WVulkron +0.10, Aurelite +0.10, Deuterium +0.10, Astra
+0. 10

- Crystal Belt (~10%: WVulkron +0.18, Aurelite +0.30, Deuterium +0.12, Astra
+0. 08

- Gas Gant (~11%: Deut eri um +0. 20, Astra +0. 15

- Sol ar Harvest (~5%: Astra +0.25

- Energy Spire (~5%: Astra +0.50, Aurelite +0.05 (al so a nanmed " Dor mant
Spire")

- Black Hole (~59%: Vul kron -0.50, Aurelite -0.20, Deuterium-0.50
Def ense -0. 20
- Enmpty Space (rest): no bonuses

Central "Core Nexus" zone (the endgane battl eground):
- Acircle around (0,0) with radius 10 tiles is nmarked as "central special"”
- Tiles in that zone becone "Special Wnder" and gain
Vul kron +0.25, Aurelite +0.20, Deuterium +0.20, Astra +0.50, Defense +0.30
- These tiles are used for victory conditions.

Seeded special energy sites:
"Anci ent Reactor": Astra +3.0, Defense +0.10 (very strong)
- "Lodestar Spire": Astra +2.0, Defense +0.05 (very strong)

M ni ng Qutpost Sites:

- Certain tiles are seeded as "M ning Qutpost Site" |ocations (shown as 'M on
the Star Map, highlighted).

- They provide NO standard tile bonuses (no V/Au/D/ Astra multipliers).

- Instead, each site is assigned a rare netal table (weighting summary shown
on tile inspect).

- Colonizing a Mning Qutpost Site creates a M ning Qutpost base (see Bases
section).
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Resour ces:
- Vul kron
- Aurelite
- Deuterium
- Astra

Addi ti onal resources (M ning Qutposts):
- Rare netal fragnents:
Echorite, Prismalloy, Xenocite, Vantium Radianite, Noctium
- Currency:
Noct marks (minted from Noctium used for the SPU market)

Not es:

- Rare netals and Noctmarks are not part of the main 4-resource econony.

- Storage caps (Silo/Solar Cell) apply to passive production of the 4 main
resources only.

Producti on (base starting val ues):
- Bvery base produces a base anbunt per hour for each resource:
Base: 200/ hour of each resource
- Then your Culture adds extra on top:
Astraean: +50 Astra/hour
Var kon: +100 Wul kron/ hour, +50 Aurelite/hour, +150 Deuteri uni hour
Vei | : +50/ hour of each resource

Mul tipliers:
- Tile bonuses and buildings nodify your nultipliers (see Buildings section).
- Passive production each hour is:
Produced(resource) = ProductionPerHour (resource) *
ResourceMul tiplier(resource)

St or age caps:
- Passive production is capped by storage capacity:
I f StorageCapacity(resource) > 0, passive production cannot raise you
above that cap.
- | MPORTANT: many ot her incone sources can exceed storage caps:
- Raid loot delivered by fleets
- Market trades (schedul ed transfers)
- Manual "Send resources to ally"
- Trade routes
St orage caps only cl anp passive production

Upkeep (Astra drain):
- Stationed ships consunme Astra each hour (upkeep is per ship type).
- Upkeep is paid by the base that is "feeding" the ships:
- Col onies: the hosting base pays upkeep for all stationed ships
(i ncluding reinforcenents from other players).
- Mning Qutposts: garrison upkeep drains Astra fromthe owning
conmander’ s econony (not the outpost’s own stock).
- Astra never goes negative: it clanps at O.
- Starvation: if the feeding Astra is 0, stationed ships at that base start
dyi ng:
- Bvery 10 seconds, 1 ship dies.
- Lowest-cost ship dies first (highest cost-per-resource |ast).
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A base is your colony site on a map tile. It provides:
- Passive production and storage
- Building construction queue (1 build at a tine per base)
- Training queue (1 I ane by default; can be 2 with a Veil upgrade)
- Garrisoned ships for defense and for |aunching fleets

Bui | di ng sl ots:
- Each base can have up to 15 "built building slots".
- A building counts as "using a slot" if its Level > 0.
- Upgradi ng an existing building does not consume extra slots.
- Sone buildings can have multiple copies, but only after you have at | east
one copy
at Level 20. Multiple copies still consune slots.

Expansi on (owning nultiple bases):
- You are locked to 1 base until you reach Central Spire Level 20 on ANY of
your bases.
- Once you have a L20 Central Spire, your "base cap" becones your comrander’s
BaseCapBase
(human default is currently 8 in the denp setup).

M ni ng out posts (special base type):
- Mning Qutposts can only be founded on special "Mning Qutpost Site" tiles.
- Requirenent: the founding base nust have Central Spire Level >= 5.
- Mning Qutposts do NOT count toward your base cap
- Mning Qutposts do NOT unlock the base cap; the base cap is still unlocked
by Central Spire L20.

Col oni zati on (foundi ng new bases):
- Must send a Col onization ship ("colony hull") on a Col oni se mi ssion
- Cannot col oni ze Bl ack Hol es.
- Consunes 1 colony hull to found the base.
- Any additional ships in the fleet becone the new base’s starting garrison
- New bases start with the standard base econony and starting storage
bui I di ngs.

Col oni zation rules (1 MPORTANT) :

- Colonies (normal bases) require Central Spire Level >= 20 on the founding
base.

- Mning Qutposts (only on Mning Qutpost Site tiles) require Central Spire
Level >= 5 on the founding base.

Destruction:

- Mning Qutposts can be sieged |ike bases.

- When the outpost’s fixed structures are reduced to Level 0, the outpost is
renoved.
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Bui |l di ngs are leveled structures on a base. Construction:

- Only 1 building upgrade can be in progress per base at a tine.

- Build time is reduced by the base’s Buil dSpeedMul tiplier

- Build costs are paid up-front when starting the build (unless in debug "god
node") .

Cost/tine scaling nodel (inportant for understandi ng progression):

- Each building has a base cost and an exponential growth factor

- Costs are paid in all 4 resources; the *resource mx is dynanic* (changes by
era, culture, and market conditions).

- Build tinme scales with the sanme exponential factor

- The U rounds displayed costs to whole nunbers; internally costs are doubl es.

Cul ture-specific buildings:
- Astraean only: Overcl ocker, Nano Storage

- Varkon only: Conscription Service, Drone Facility
- Veil only: Eldritch Conduit, Transnuting Void
Buil ding effects that directly nodify base multipliers:
- Extractor: +10% Vul kron i ncone per |level (additive)
- Synt hesi ser: +10% Aurelite income per level (additive)
- Conbi nat or: +10% Deut eri um i ncomre per |evel (additive)
- Sol ar Array: +10% Astra inconme per |level (additive)
- Dyson Sphere: +10% Astra incone per |level (additive), max |evel 200

Requires Solar Array L20 + Central Spire L20 to
bui | d/ upgr ade.

Overcl ocker: +10% to ALL resource incones per level (additive)
- Central Spire: +10% bui | di ng speed per level (additive)
- Dockyards: +10% shi p trai ning speed per level (additive)
+10% ship travel speed per level (additive)
- lon Shield: +10% base defense multiplier per level (additive)
- Nano Storage: Hi de 5% of resources per level fromraids (caps at 95%

- Drone Facility: -4%stationed ship upkeep per level (caps at 80%

St orage bui | di ngs:
- Silo: adds storage to Vul kron/ Aurelite/Deuterium
+500 * (1.28"(level-1)) for each of the 3 resources
- Solar Cell: adds storage to Astra:
+500 * (1.28"(level-1))

Interactive (nenu) buil dings:
- Orbital Exchange:
- Market pl ace (post/accept offers)
- Resource shipping to friendly bases
- Trade routes
- Merchant slots: you can run up to (Orbital Exchange |evel) concurrent
nmerchant runs fromthis base
(market trades + ally shipnents). Extra sends queue and depart when a
sl ot frees.
- SPU mar ket (buy/sell SPU chi ps using Noct marks)
- Oracle:
- Converts resources into faction "Visions"
- Supports one-off sending and an hourly "streanm rate
- Cost per vision (always):
Vul kron 10, Aurelite 10, Deuteriumb5, Astra 5
- Note: Oracle level currently does not cap the streamrate; it gates



access to the U
- Conscription Service (Varkon):
- Activates a tenporary +25% attack buff (global to your conmander)
- Duration: level hours
- Cost to activate: (200 * level) of EACH resource
- Eldritch Conduit (Veil):
- Spend Soul Shards (earned fromkills) on base upgrades (see Veil section)
- Transnuting Void (Veil):
- Converts selected input resources into a single output resource after a
del ay
- Duration depends on building |evel:
L1 ~ 6h, scaling down to L20 ~ 15m (smooth steps in between)

M ni ng Qutpost structures (fixed set):
- Mning Qutposts cannot construct nornmal buildings.
- They start with 2 special structures that are NOT manual | y upgradabl e:

- Drill
- Refiner
Drill (mning, mnute-based, offline-safe):
- Each el apsed mnute of sinulation tine, the Drill rolls for rare neta
fragnments.
- Chance per mnute depends on Drill Level

chancePerM nute = 0.05 + ((L - 1) / 19) * 0.95

(L1 ~ 5% per minute, L20 = 100% per ni nute)
- The mined netal type depends on the site’'s rare netal table (tile-specific).
- Auto-upgrade (unlocks by lifetine nmined at that outpost):

- Level 2 at 100 mi ned

- Level 20 at 10,000 mi ned

- Linear between those nilestones

Refiner (SPU crafting + currency mnting):
- Attenpts 1 SPU craft per hour (event-driven).
- Each craft uses a determnistic perrmutation of the 5 craftable netals:
Echorite (E), Prismalloy (P), Xenocite (X), Vantium (V), Radianite (R
- Inclusion attenpts are proportional to current hol di ngs:
- For each nmetal in the permutation, it rolls:
p = metal Count / total Craftabl eMet al Count
- On success, it consunes 1 fragment of that metal and adds it to the
SPU s I ncl udedCodes.
- If acraft ends with no I ncludedCodes, the SPU is "ERRORED' and provi des no
bonus.
- Aut o-upgrade uses the same mlestone nodel as the Drill, based on lifetine
SPUs produced.

Qut post delivery and currency:
- Bvery 24 hours (after the first SPU is produced), the outpost schedul es an
SPU del i very event to your enpire.
- Crafted (pending) SPUs can be viewed on the M ning Qutpost Infrastructure
page, and in Central Conmand whil e your active base is that outpost.
- Bvery 24 hours, the outpost mnts currency:
250 Noctium -> 250 Noctmarks (1:1)
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Ships are trained in batches at your base and used as fleets or garrisons.

Ship class list (npdern roster):

Intelligence, Drone, Skirm sher, Starfighter, Corvette, Frigate, Gunship
Crui ser, Bomber, Destroyer, Dreadnought (Capital), Carrier, Siege, Colonization

Legacy aliases (ol der names mapped automatically):
- SpyProbe -> Intelligence
- Interceptor -> Drone
- Col onyShip -> Col oni zation
- SiegeDrone / O bital Cannon -> Siege

Ship stats:
- Cost: cost per unit (paid in ALL resources equally;
per-resource anmount)

"Cost" is the

- Tine: training time per unit in mnutes (before training speed nultipliers)

- Upkeep: Astra consumed per hour while stationed at

a base

- Attack vs Light/Heavy: used for combat "attack power"

- Defense vs Light/Heavy: used for conbat "defense power”

- Speed: tiles per hour (fleet speed uses the SLOAEST ship in the fleet)
- Cargo capacity: used to determine raid | oot capacity

- Crit: "crit chance" value used as a power multiplier (see Conbat)

- Bvasion / Tracking: used as a +/-20% swi ng vs the opponent (see Conbat)
- Siege: used only for building damage during Attacks (not Raids)

Carrier aura (inportant):

- Each Carrier in a fleet provides a +0.01% aura to every OTHER ship in the

fleet.

- Formula: buff = 1.0 + (Carriers * 0.0001)

- Carriers thenselves do not receive this buff.

- This buff applies to attack/defense, speed, cargo,
and si ege.

crit/evasion/tracking,
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Fleets are ships in flight. A fleet always has:
- An origin base
- A target coordinate
- A mssion type
- A departure time and arrival tine

M ssi on types:
- Reinforce:
- Sends ships to anot her base; ships becone stationed there on arrival.
- Reinforcing a different-faction base increases their sentinment toward
your faction.
- Spy:
- Only Intelligence ships are allowed (no mixed fleets).
- On arrival: spies skirmsh vs defender spies; survivors generate intel
- Raid:
"Soft" conbat: casualties are reduced (see Conbat).
- Loot is limted by cargo capacity and hidden resources.
- Raiding allies is blocked.
- Attack:
"Hard" conbat: one side is forced to be wi ped out (see Conbat).
- If you bring Siege ships, you can destroy building | evels.
- Attacki ng non-enemes is blocked (nust be Enemy stance).
- Col oni se:
- Requires at |east one Col onization ship
- Found a new base if the tile is enpty and | egal
- Return:
- Automatically created after attack/raid/spy when needed.
- Returns surviving ships and any cargo to the origin base.

Stances and restrictions:
- Attack requires target faction stance = Eneny.
- Raid is blocked against Allies.
- Reinforce is bl ocked agai nst Enem es.
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Conbat occurs when fleets arrive on Attack/Raid mssions (and sone edge cases).
There is no "round-by-round” simulation; conbat resolves wth weighted power
mat h.

11.1 Light vs Heavy conposition
- Each side’s fleet is treated as a mx of "Light" and "Heavy" hulls.
- Attack and defense val ues are wei ghted agai nst the eneny’s mx
Wei ght edAtt ack(ship) = AttackVsLight * enenyLightShare + AttackVsHeavy
* enemnyHeavyShar e
Wi ght edDef ense(shi p) = Def enseVsLi ght * enenyLi ght Share + Def enseVsHeavy
* enemnyHeavyShar e
- Then summed across all ships (with carrier aura applied).

11.2 Attacker power vs defender power
Attacker:
- attackerPower = sun(ships * weightedAttack) * (1 + avgCrit/200) * (1 +
t racki ngEdge)
- tracki ngedge = cl anp((attackerTracki ng - defenderEvasion) / 200, -0.2, +0.2)
- If the Varkon Conscription buff is active: attackerPower *= (1 +
At t ackBuf f Percent) where AttackBuff Percent =0. 25.
- If Eclipse Ascension (War) was chosen at the |launch base: attackerPower *=
1.25 (and fleet takes fewer |osses).

Def ender :
- defenderAttack
- def ender Uni t Def ense
Def enseMul ti plier
- baseDef enseBonus and "wal |l Multiplier"” come from buil di ngs (see bel ow)
- def ender Power = defenderAttack * (1 + defender AvgCrit/200)
+ def ender Unit Defense * wal |l Mul tiplier
+ baseDef enseBonus * DefenseMultiplier
- defenderPower al so gets a trackingEdge nultiplier vs attacker evasion
def ender Power *= (1 + def ender Tr acki ngEdge)
def ender Tr acki ngedge = cl anp( (def ender Tr acki ng - attackerEvasion) / 200,
-0.2, +0.2)

sum(def ender ships * wei ght edAtt ack)
sum(def ender ships * wei ght edDef ense) *

11. 3 Base defense from buil di ngs
Conbat adds extra defense from
- lon Shield Il evel and Central Spire |evel
- There is also a "wall multiplier” that anmplifies defender unit defense.

| mpl enented formulas (current):

- baseDef enseBonus = (lonShi el dLevel * 50) + (lonShieldLevel * 30) +
(Central SpireLevel * 10)

+ (lonShi el dLevel * 5 * 25)

- wallMultiplier = 1.0 + (lonShieldLevel * 0.05) + (lonShieldLevel * 0.03)

- DefenseMultiplier (fromlon Shield, tile defense, etc.) multiplies both the
uni t defense

and the baseDef enseBonus.

11.4 Casualties (Raid vs Attack)

After power is conputed:
- total att acker Power + def ender Power
- fracAtt Lost def ender Power / tota
- fracDef Lost attackerPower / tota



Rai d:
- Both sides take only 50% of "normal" | osses:
fracAttLost *= 0.5
fracDefLost *= 0.5
- It is conmmon for both sides to survive.
- Overmatch rule:
If the defender heavily outclasses the attacker, raids become punishing:
- Tiny poke raids into strong defense can be w ped.
- Large overmatched raids typically | ose nost attackers (often ~95%).

Att ack:
- One side MJIST be wi ped out:
The higher loss fraction is scaled up to 1.0 and the other is scal ed
accordi ngly.

Ecl i pse Ascension (War) defense effect (fleet-Ievel):
- If the attacker fleet has DefenseMultiplier > 1.0, its fractional |osses are
reduced:
fracAttLost = fracAttLost / DefenseMultiplier

Loss application
- Each ship type | oses approxi mately round(count * fractionLost).

11.5 Loot (Raid + Attack)
Loot happens if the attacker has surviving ships:
1) Conpute fleet carry capacity:
total Carry = sum(shi pCount * cargoCapacity * carrierAuraApplied)
total Carry *= fleet.CargoCapacityMultiplier (Veil upgrade can make this
1. 20)

2) Compute defender resources avail abl e:
tot al Avai | abl e = sun{ def ender Base. Resources[rt])
maxSt eal able = mn(total Carry, total Avail abl e)

3) Raid multiplier (Veil Siphon upgrade):
if mssionis Raid and fleet.RaidLootMultiplier > 1
maxSt eal abl e = m n(total Avai | abl e, maxSteal abl e *

fleet.RaidLootMultiplier) (typically x1.20)

4) Hidden resources (Nano Storage / Shadow Hoard):
hi ddenFrac = cl anp(def ender Base. H ddenResour ceFracti on, 0.0, 0.95)
Only the (1 - hiddenFrac) portion of each resource can be stolen

5) Loot distribution:
Loot is pulled randomy in 1-unit chunks across avail abl e resources unti
t he maxSt eal abl e budget is exhausted or only hi dden anpbunts remain

6) Stolen Breath upgrade (extra raid siphon):
After normal steal, raids can siphon extra | oot:
desiredExtra = stolenTotal * 0.10
capExtra remai ni ngTotal * 0.05
ext r aBudget m n(desiredExtra, capExtra)
Extra is also pulled in 1-unit chunks, still respecting hiddenFrac.

Loot is stored in fleet cargo and delivered when the fleet returns.

11.6 Si ege damage (Attack only)
Si ege ships can destroy building | evels, but ONLY on Attacks.

Tar get buil di ng:
- If you specify a target building, siege will focus it.



- If you do not specify a target and you brought siege ships, the highest-I|evel
buil ding on the base is targeted automatically.

Si ege budget :

- rawSi ege = sun(siegeStat * count) with carrier aura applied

- siegeStatsTotal = rawSiege * fleet.SiegeMiultiplier (Veil upgrade can make
this 1.50)

- survival Scal e = max(0.2, survivingSiege / initialSiege)

- siegeBudget = siegeStatsTotal * survival Scal e

- If defender has Stasis Bastion upgrade: siegeBudget *= 0.75

Spendi ng si ege budget:
- Each building |l evel destroyed costs:
si egeCost = (sumof that level’s build cost across all resources) * 0.40
- Levels are destroyed one by one while siegeBudget can afford the next |evel
cost.

Base destruction:

- If ALL buildings on a non-spawn base are reduced to Level 0, the base is
renoved.

- Spawn bases (your initial base) cannot be renopved this way.
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Spy m ssions:
- Only Intelligence ships may be sent.
- Attacker and defender spies "trade 1 for 1" up to mn(attacker Spies,
def ender Spi es) .
- If attacker has survivors, they gain intel about the target base including:
- Resources (snapshot)
- Defender ship counts (snapshot)
- lon Shield |evel
- DefensePoints estimte
- Traps (currently a pl acehol der count)
- Hidden fraction
- Whet her conscription is active on the target comrander

Di pl omacy effect:
- Successful /attenpted spying reduces defender sentinment toward the attacker’s

faction.
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Routes run automatically over time and are a mgjor way to scale.

13.1 Trade routes
Trade routes nmove resources per hour froma source base to a target base.
Key properti es:
- RatePerHour: amount of each resource to attenpt to send each hour
- Shi pType: used ONLY to compute travel time for timng/ETA |ogic
- MnuteOHour: the minute within each hour the route triggers
- UseArrival Time: if true, the route schedul es departures so arrivals line up
to M nut eOf Hour

Rul es:
- Hostile (Eneny stance) trade is bl ocked.
- Each hour, the route attenpts to send up to RatePerHour of each resource,
but cannot
exceed avail abl e resources at the source base.
- Cross-faction trade increases sentinment for both sides by:
1 + (transferredTotal / 500)

13.2 Raid routes
Raid routes automatically launch Raid fleets every hour according to a ship plan
Key properti es:

- Shi psPer Hour: how nmany of each ship type to send per hour (limted by
stati oned shi ps)

- Next Departure: hourly cadence

- AlwaysSend: keeps a "due" queue itemarned so it fires as soon as ships
becone avail abl e

- LossStreak / SuccessStreak: used to pause/boost the route

Queue nodel
- If aroute is due but the ships are not available, the departure is queued.
- When shi ps becone available (including when fleets return or training
conpl et es),
gqueued departures are drained fairly (ol dest due tine wi ns per source base).

Aut o- pause:
- If aroute fails repeatedly, it can become inactive (loss streak >= 3).
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The Orbital Exchange provides:
- dobal nmarketplace offers (post/accept)
- Direct shipping of resources to friendly bases
- SPU market (buy/sell SPU chi ps using Noct marks)

Posting an offer:
- You input an "Offer"” and a "Want" (4 nunbers each: Vulkron Aurelite

Deut eri um Astra) .
- Your Ofer is removed fromyour base i medi ately and held by the market.

Accepting an offer:

- You pay the Want inmediately.

- Aresource transfer is schedul ed so BOTH si des recei ve the swapped resources
at the sanme arrival tine.

- If either base is at nerchant capacity, the trade is queued until a nerchant
slot frees (ETA increases).

Mar ket travel time (ETA):
- Market transfers use a sinplified speed nodel:
tradeSpeed = 5.0 tiles/hour * your base ShipTravel SpeedMul tiplier
- This neans inproving ship travel speed inproves market ETAs.

Merchant slots (Orbital Exchange |evel):

- Each base can have up to (Orbital Exchange level) nmerchant runs in flight at
once.

- Runs include: market trades + direct resource shipnents.

- If you are at capacity, new runs are queued and depart when a slot frees

(ETA includes the queue del ay).

O bital Exchange Economi c Ticker (HUD bottom strip):

- The bottom HUD strip shows a scrolling ticker with world aggregates:
- Wrld Total: sumacross all bases, all conmanders
- Market Supply: sumof all offered anmounts on the narket
- Market Denmand: sum of all wanted anmpbunts on the narket
- Strength Index: a scalar derived from supply/demand

- Strength Index fornmula (determnistic):
stabilizer = max(1l, WorldTotal * 0.02)
strengt hl ndex = (Market Demand + stabilizer) / (MarketSupply + stabilizer)

Interpretation:

- > 1.0 nmeans demand is high relative to supply
- < 1.0 means supply is high relative to denmand

SPU Mar ket (Noctmarks currency):
- SPUs are crafted by M ning Qutposts (see Buildings).
- The Orbital Exchange al so supports a gl obal SPU market:
- Post SPU offer: renpbves SPUs from your inventory and lists themfor sale.
- Accept SPU of fer: pays Noctmarks inmredi ately; an SPU transfer is
schedul ed and arrives by market ETA
- Seller receives Noctmarks at the scheduled arrival tine.
- SPU transfers appear in Fleet Mvenents as inconing deliveries.
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Soul Shards:
- Only Veil culture commanders earn Soul Shards.
- Each unit kill grants 1 Soul Shard (credited after battle).
- Shards go into a shared player vault (shared across ALL bases).

Eldritch Conduit:

- The Conduit is a building on a base. Upgrades are base-specific.

- Currency (shards) is shared on the player.

- Many upgrades apply to fleets launched from  THI S base, or to TH S base’s
econorny/ def ense.

Eldritch upgrade list (costs are in Soul Shards):

1) Shadow Hoard (46,000): Hi de +20% resources fromraids (caps at 95%.

2) Veil Siphon (60,000): Raids |aunched fromthis base steal +20% nore
resources.

3) \hisper Relay (48,000): Spy fleets launched fromthis base travel +20%
faster.

4)  Nul Il wake Drives (55,000): Al fleets |launched fromthis base travel +20%
faster.

5) Phase Foundry (50,000): Ship training speed at this base +20%

6) 4 oom Ward (52, 000): Base defense nultiplier +20%

7) Spectral Targeting (44,000): Fleets launched gain +5 tracking.

8) Shiver Screens (44,000): Fl eets | aunched gain +5 evasi on

9) Crit-Chain Doctrine (58,000): Fleets launched gain +10 crit.

10) Void Siege Rites (60, 000): Fl eets | aunched gai n +50% si ege.

11) Unbral Stockpiles (54, 000): +25% st orage capacity at this base.
12) Astra Suture Seal (56, 000): -20% upkeep at this base (after other

reductions).

13) (bsidian Overcl ock (50,000): +20% building construction speed at this
base.

14) Rift Cargo Manifolds (52,000): Fleets launched gain +20% cargo capacity.

15) Stolen Breath (57, 000): Successful raids siphon +10% extra | oot
(capped) .

16) Phantom Treaty (42, 000): 80% | ess diplomatic penalty from

rai ds/attacks |aunched here.

17) Stasis Bastion (48,000): Def endi ng: i ncom ng siege budget reduced by
25%

18) Tithe of the Fallen (59,000): Active: convert ALL shards into faction
visions (1 shard -> 1 vision).
19) Riftwal k Logistics (60,000): This base can train an additional batch
si mul taneously (2 |anes).
20) Eclipse Ascension (100,000): Capstone: choose one pernanent base path:
- War: +25% attack and +25% defense for fleets [aunched fromthis base
- Econony: +50% production at this base
- Espionage: spy mssions |launched fromthis base have (near) instant
travel
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Transmut ati on converts a chosen set of input resources into ONE chosen out put
resource.
Rul es:
- Input is 4 nunbers (Vulkron Aurelite Deuterium Astra).
- Total input (sumof all 4) becones the output anpbunt in the chosen resource.
- The input is spent imediately.
- The output arrives after the building s transmutation duration.
- Transnutation is per-base and is "one in progress at a tine" (per base).
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Faction stances:
- Ally, Neutral, Eneny
- These stances gate actions (trade/raid/attack/reinforce).

Senti ment :
- Each commander tracks sentiment toward other factions, in range [-100, +100].
- Conbat and trade adjust sentinment.

Maj or sentiment adjustnments:
- Reinforcing a different-faction base: recipient sentinment toward your
faction +3 (cl amped).
- Being raided/attacked: defender sentinment toward attacker faction decreases
by:
- Raid base penalty: 4
- Attack base penalty: 8
- Plus loot penalty: mn(1l5, resourcesStolen / 200)
(Phantom Treaty can reduce this penalty for raids/attacks |aunched fromthat
base.)
- Attacker sentinment toward defender faction changes by +2 if attacker wins,
el se -2.

Faction-w de votes:

- Once per day, each faction re-evaluates stance toward ot her factions based
on average sentinment.

- Sudden sentinent surges can flip stances to Enemy or Ally.

Rivalries & friendshi ps (player-vs-player)
Ri val ri es:

- Conmanders track per-opponent "rivalry" stats fromhostile actions (raids,
attacks, spying).

- Rivalries decay over tine but remain as a | ong-term signal of grudges.

Fri endshi ps:
- Conmanders track per-opponent "friendship" stats fromallied support actions:
- Reinforcements (sending ships to reinforce an ally base)
- Allied resource transfers
- These scores help surface long-termallies vs grudges in the Ul

VWere to view
- Player Profile screen includes a "Rivalries & Friends" section
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Your faction wins when ALL of the follow ng are true:

1) Your faction has at |east 1,000,000 Visions.

2) Your faction controls a majority (>50% of all "central special" tiles.

3) Your faction controls the base at (0,0) AND that base has a Central Spire
Level 20.

Central special tiles are the Core Nexus zone around (0,0) (radius 10).
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Bel ow are the current ship stat tables (from ships.csv).

Col um not es:
- Cost is the per-resource cost (you pay that amount of V, Au, D, As)
- Tine is mnutes per unit before training speed nultipliers
- UPKEEP is Astra per hour while stationed
- L/Hindicates "Light" or "Heavy"

=== ASTRAEAN ROSTER ===

Nane, Cl ass, Type, Cost, Ti ne, UPKEEP, ATTACK VS LI GHT, ATTACK VS HEAVY, DEFENCE VS
LI GHT, DEFENSE VS HEAVY, SPEED, CARGO CAPACI TY, CRI T, EVASI ON, TRACKI NG, SI EGE
Solar Wsp,Intelligence, Light, 35,2.8,0.8,0,0,12,10, 17,6, 0,55,70,0

Hal o Aut omat on, Drone, Li ght, 110, 1.2, 1.7, 85, 15, 28, 16, 12. 5, 18, 14, 30, 110,0
Conet Rapi er, Skirm sher, Light,70,2.1,1.1,75,12, 24,12, 10. 5, 28, 18, 32,85, 0
Nebul a, St arfi ghter, Li ght, 175, 4. 6, 3, 30, 125, 44, 78, 6. 2, 35, 10, 12, 55,0
Auric, Corvette, Light, 160, 3. 4, 1. 9, 65, 25, 22, 18, 12, 22, 20, 40, 95,0

Quasar, Fri gat e, Heavy, 255, 5, 2. 8, 60, 95, 120, 105, 5. 6, 140, 5, 8, 65,0

Phot on, Gunshi p, Heavy, 320, 6. 8, 3, 12, 160, 130, 40, 4. 6, 15, 6, 5, 45,0

Zeni t h, Crui sers, Heavy, 430, 5.7, 3. 6, 35, 70, 85, 80, 6, 75, 7, 10, 60,0

Oras Duster, Bonber, Heavy, 360, 12. 5, 3. 5, 15, 175, 22, 32, 5, 50, 12, 10, 55, 0

Radi ance, Destroyer, Heavy, 670, 13, 5, 100, 160, 105, 110, 4. 5, 150, 6, 5, 70, 0

Ser aph, Dr eadnought , Heavy, 560, 8, 4. 2, 80, 135, 90, 85, 4. 2,60, 12, 6, 65,0

Luren, Carri er, Heavy, 730, 9. 5, 5. 2, 20, 55, 75, 70, 4. 4, 130, 4, 8,80, 0

Br eacher, Si ege, Heavy, 950, 32, 5. 5, 0, 200, 60, 85, 3, 10, 4, 3, 55, 200

Ei dol on, Col oni zat i on, Heavy, 880, 40, 2. 1, 0, 0, 30, 30, 1. 2, 2200, 0, 6, 15,0

=== VEI L ROSTER ===

Nane, Cl ass, Type, Cost, Ti ne, UPKEEP, ATTACK VS LI GHT, ATTACK VS HEAVY, DEFENCE VS
LI GHT, DEFENSE VS HEAVY, SPEED, CARGO CAPACI TY, CRI T, EVASI ON, TRACKI NG, SI EGE
Menbr ai ne, I ntel li gence, Li ght, 32,3.2,0.9,0,0, 10, 10, 15. 5, 4, 0, 60, 65,0

Noct urne Sentry, Drone, Li ght, 100, 0.9, 1. 8, 95, 20, 18, 10, 12, 15, 18, 35, 75,0
Sabl e, Ski rm sher, Li ght, 75, 2. 2, 1. 3, 110, 18, 16, 10, 9. 5, 20, 24, 45,60, 0

Vex, Starfighter, Light, 170, 4. 3, 3. 1, 28, 150, 32, 60, 6, 30, 14, 18, 45,0

Void Prow er, Corvette,Light, 155, 3. 2, 2, 80, 30, 18, 12, 11. 5, 18, 22, 42,90,0

Si | houet te, Fri gat e, Heavy, 245, 5. 4, 3, 50, 110, 80, 85, 5. 2, 110, 8, 12, 75,0

Mur k Harrower, Gunshi p, Heavy, 310, 7. 2, 3. 2, 15, 180, 95, 25, 4. 3, 12, 10, 6,40, 0
Regent Caravel, Crui sers, Heavy, 410, 5. 8, 3. 4, 40, 90, 65, 70, 5. 7, 65, 12, 16, 55, 0
Ni ght gl ass, Bonber, Heavy, 350, 11, 3. 8, 20, 195, 18, 28, 4. 8, 45, 20, 12,45, 0

W ai t h, Destroyer, Heavy, 620, 13. 5, 5, 130, 145, 85, 95, 4. 6, 130, 12, 8, 65,0
Spect er , Dreadnought, Heavy, 540, 8. 2, 4. 4, 85, 155, 70, 75, 4. 1, 45, 18, 10, 60, 0
Raven, Carri er, Heavy, 710, 9. 4, 5. 4, 30, 70, 80, 75, 4. 3, 115, 8,12, 70,0

Chasm Si ege, Heavy, 880, 30, 5, 0, 180, 55, 70, 3. 3, 12, 8, 6, 50, 170

Cryo, Col oni zati on, Heavy, 820, 38, 2. 4, 0, 0, 24, 24, 1. 3, 1900, 0, 10, 20,0

=== VARKON ROSTER ===

Nane, Cl ass, Type, Cost, Ti ne, UPKEEP, ATTACK VS LI GHT, ATTACK VS HEAVY, DEFENCE VS
LI GHT, DEFENSE VS HEAVY, SPEED, CARGO CAPACI TY, CRI T, EVASI ON, TRACKI NG, SI EGE
Maul Tal on, Intelligence, Light,28,3,0.6,0,0,14,12,12.5,6,0, 25,55,0

Ri vet Locust, Drone, Li ght, 85, 0. 8, 1. 4, 75, 25, 40, 28, 10, 22, 8, 15, 100, 0

Skarn Fal conet, Ski rmi sher, Li ght, 65, 2,1.1, 70, 20, 35, 20, 7.5, 25,6, 12,75,0
Ranpart Lancer, Starfighter, Light, 190, 5, 3. 4, 35, 180, 70, 150, 4. 8, 45,4, 4,50,0
Bastill e, Corvette, Li ght, 155, 3. 8, 2, 55, 45, 30, 35, 9, 28, 10, 18, 80,0

Bul war k, Fri gat e, Heavy, 270, 5. 8, 3. 1, 60, 130, 150, 170, 4. 4, 160, 2, 3,50, 0

Harmmer , Gunshi p, Heavy, 340, 7. 5, 3. 4, 20, 190, 180, 80, 3.5, 25, 2,1, 40,0

Vanguar d, Crui ser s, Heavy, 450, 6. 5, 3. 9, 30, 85, 120, 140, 4. 8, 100, 3, 4,55, 0

Mech Pul veri zer, Bonber, Heavy, 340, 13, 3. 6, 12, 200, 30, 55, 4, 65,4, 4, 35,0



Ravager, Destroyer, Heavy, 700, 15, 5. 6, 120, 190, 160, 180, 3. 8, 200, 2,1, 55,0
El ement al , Dr eadnought , Heavy, 600, 9, 5, 90, 180, 130, 170, 3. 6, 70, 4, 2, 60, 0
Dr eadrock, Carri er, Heavy, 740, 10, 5. 6, 25, 80, 110, 120, 3. 9, 140, 2, 3,60, 0
Har vest er, Si ege, Heavy, 980, 36, 6, 0, 195, 120, 160, 2. 7, 18, 1, 0, 35, 200
Honest ead, Col oni zat i on, Heavy, 950, 45, 2. 7, 0, 0, 60, 60, 0. 9, 2400, 0, 2,12, 0
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These screens are the gane’s instrunentation: they tell you what the galaxy is
doi ng, who is ahead,
and (inmportantly) why nomentumis shifting.

Ranki ngs (R):
- Rankings are designed to be practical, not just decorative. Use themto
answer :
- Who is scaling econony/popul ation fastest?
- Who is winning wars (attack/defense kills)?
- Who is raiding effectively (loot per hour, loot totals)?
- Wiich factions are surging, and which are bl eedi ng out?
- "Al Players" is the fastest snapshot: sort by
Conbi ned/ Pop/ Power / Econ/ h/ Tot/ h and | ook for outliers.

Pl ayer profiles:
- Profiles are a deep read on one conmander:
- Current popul ation and power
- 24h deltas (growth/war/| oot)
- Lifetime totals
- Medals and "Firsts" (Hall of Fane)
- Use this to predict behavior:
- High Loot/h with nmodest Econ/h usually neans a raider econony.
- High Defense + | ow Attack often nmeans a turtle or a base that’'s being
hamer ed.

Wrld Hi story (Codex -> Wrld Hi story):
- Wrld Hstory is a curated feed built from
- Persistent |og records (events that can't be derived reliably later)
- Notable battles/raids derived frombattle reports (big ship counts, big
| oot, rmeaningful siege)
- It is meant for reconnai ssance:
- If a commander is repeatedly appearing in raid records, they have active
routes and targets.
- If you see mmjor siege events, expect weakened infrastructure and
foll owup vulnerability.

Alerts (L):
- Alerts are your "inbox" for things that demand attention:
- Incom ng attacks
- Conpleted training batches / build steps
- Market and delivery arrivals
- The intended use is to treat Alerts as a triage queue: open, resolve, return
to your plan.

TIP: Use Rankings to pick targets, and Wrld H story to validate your read.

- Rankings tells you who is strong.

- Wrld Hstory tells you how they got strong (and whether they are currently
conmitted el sewhere).
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Organi zations add an extra strategic layer on top of pure base-buil ding:

- They track turnover and "health" (a score derived from market activity and
contract conpletion).

- They issue shares with a dynamic price and a sell-order book

- They post contracts that pay out resource escrow to the commander who
conpl etes them

Organi zations directory:

- Shows mmj or organi zations, their ticker, health, turnover, share supply, and
price.

- You can open an org to see its contract board and share market.

Contracts (general):
- Acontract is a public objective with a resource payout.
- The payout is escrowed up front (split across resources) froma specific
base.
- A commander can accept a pending contract; progress updates as rel evant
battl es/events occur
- Contract types include (exanples):
- Destroy base / destroy building | evels (siege outcomnes)
- Destroy ships worth X Astra/hr
- Raid total resources / raid a single | arge anount

How to use contracts (practical):

- As a builder: post contracts to pressure a rival without comitting your own
fleets.

- As a warlord: accept contracts that align with what you were going to do
anyway (free upside).

- As a scout: the contract list tells you who is being targeted and what kind
of damage is being traded.

Shares and the order book

- Shares are traded i n Dol beks.

- The share nmarket is an order book of sell orders; buyers take the best
avai l abl e price.

- You can place your own sell orders, cancel them and buy from other sellers.

- Price + ?24h gives a quick read of sentinment/health. "Market cap” is price *
total shares issued.

TIP: Contracts and shares are not a side activity in |ong canpaigns.
- If you' re ahead, contracts let you turn surplus resources into pressure.
- If you' re behind, shares/contracts can be a catch-up lever (profit,

al i gnment, and opportunistic fights).
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This is a terminal game, so performance is nostly about two things:

- How much the sinulation needs to process per second

- How rmuch HUD work is being done per render (building lists, sorting,
formatti ng)

If navigation feels sticky in a big save:

- Prefer a nodern termnal (Wndows Terminal / iTernR / Konsole).

- Keep the wi ndow size reasonable; extrermely wide/tall w ndows increase draw
cost.

- Let the simrun at 1Hz: the clock and ETAs update once per second, and heavy
tabl es cache by sim second.

Where to ook for bottl enecks:
- The slowest screens are usually those that aggregate gal axy-w de data:
- Rankings, World Hi story, Markets, Garrisons, Logistics tables
- If you enabl e verbose HUD perf |ogging, you can spot "death by a thousand
cuts":
- Set environnment variabl e: SPACELEGENDS PERFHUD VERBOSE=1

Save files:

- Canpaign save is witten to: ./saves/galaxy.json (relative to the build
out put fol der).

- Scenari o saves are stored separately under ./scenario_saves/.

TIP: If sonmething feels wong, open the Codex and World History.
- These two views are the quickest way to verify if the simis doing what you
think it is.



