[bookmark: _7o7ajwp2zgj]Arborec
The “Plant”.
Rank: 25 (SCPT_dec-2022) 
[bookmark: _dtb46hrcccoe]Considerations
You will not win, so just have fun, see how many points you can get.
Needs a high resource slice and a good speaker position.
Needs a 14 point game to actually have a chance.
[bookmark: _slpz5xbkj4ea]Strength: 
You root well. (Once you get a planet, you are hard to be removed.)
Planetary Shield Mech ability. (Often forgotten and overlooked, but important.)
[bookmark: _5qs1cce499k4]Weakness: 
Worst start in game, slowest faction
No economic advantages - trade goods starved, token starved
Meta problem. (You root too well. You are a bully.)
Space combat.
[bookmark: _gbrlzfypiaes]Early game 
Begin setting up your “Hero strategy”.
R1 - build your production infrastructure, so get infantry and mechs first.
Most likely you won't be able to score and you won't be able to tech in R1 anyway.
R2 - switch focus to ships. (need capacity for Hero fighter production)
You can get both equidistance systems if you want. (most times)
[bookmark: _8x6blfcj0ngn]Strategy cards 
Warfare !!! 
· The primary is always good for you.
· While the secondary is almost always useless.
Diplo - is great for Arborec’s production waves, if you get a rich planet.
If not, take Trade, Tech, Leadership - anything to help your economy.
Must plan to take Imperial at least once to recover point tempo.
[bookmark: _dvdt2zvhyqp0]Mecatol 
Not a custodians faction.
But later, if you see an opportunity, get it. Once there you are hard to take out.
[bookmark: _6j4prytin656]Tech
Carrier2 - is essential for your “Hero strategy”. 
Sarween - only if you have Tech R1, and you get it first action of the game.
Don’t be tempted to get any green tech. 
Letany2 is not worth the investment. (Use Mechs for production capacity.)
[bookmark: _jiw1ntlwf8t]Tactics
Save some money for the Commander even after you pass. 
· Also keep at least a Mech in the reinforcements. (for their planetary shield ability)
Build only small ships to be upgraded with your Agent.
Flagship is largely useless, but its ability (produce 5 units after activation) can be useful:
· Quickly populate an important planet, like the HomeSystem, for defense.
· Invade a planet with extra 5 infantry after you take the sky. (rarely seen)
Don’t “risk it” in battles, you don’t have a way to recover if a battle goes terribly wrong.
· Other factions can quickly rebuild the entire army at their space docks. You can’t.
· Be sure to overwhelm your opponent. If you decide to attack, do it decisively.
[bookmark: _9syqzjbs6q8w]Game plan 
You are a slow “snowball” faction. The Hero is your only key to accelerating this effect. 
· His power is breaking the production capacity rule, 
· So you want to produce as many units as possible: fighters and infantry are the cheapest.
· Prepare: money/resources, decent fleet supply, and all Carriers on the board (upgraded). 
· Use your Hero at the beginning of the round 4 or 5, all you build will be unlocked.
Don’t rush the Commander unlock. It doesn’t help early, it is just a “snowball” progress indicator.
You don’t have many tools for negotiation other than bullying, so diplomacy is hard as Arborec. 
You can “eat” a neighbor if you have to.
You would like to push the game to R6, so try to slow down the fast factions.
You are bad at scoring most of the objectives, so if you see any scoring opportunity don’t ever lose it.
[bookmark: _n2tlurlzmqqo]
[bookmark: _m7ptwxo6qe94]Argent Flight
The “special Destroyers” faction.
Rank: 15 (SCPT_dec-2022) 
[bookmark: _eolxqf6am5cs]Considerations
Likes a high influence slice.
Doesn’t like empty systems near HS.
[bookmark: _jevxtz86vcov]Strength: 
Great start. Amazing early game.
Cheap fleets.
Good commander.
[bookmark: _m51oty16j0zv]Weakness: 
“Elect player” and PDS related Agendas.
No economic advantage.
Ground combat.
3 planet home system.
Weak in late game:
· Not good at stage 2 objectives.
· Not enough HP (health points) in battles.
· No win-slaying power.
[bookmark: _clkxx754q5ox]Early game 
Explore all planets in range. (You can take 7 planets R1)
Start building your PDS network.
[bookmark: _sqw3dohbts4]Strategy cards 
Love Politics - burn “Elect player” and any important Agendas. 
Also like Leadership.
If no one picks Construction R1, you have to take it R2.
[bookmark: _c8k196glnnsk]Mecatol
Must get Custodians. Not many free points elsewhere for you. R1, or R2 if you couldn't find the influence.
Might hold Mecatol for a while. Ideally enough for an Imperial point.
[bookmark: _7svgzy5v7g2r]Tech
Initial choice: Plasma + Sarween
Core: PDS2, Aerie Hololattice
Supplemental paths:
· Destroyer2, Assault Cannon
· DET, Dread2/Carrier2 (best route for your HP problem)
· Graviton, Integrated Economy, SpaceDock2?
· WarSun (only if you're swimming in cash)
[bookmark: _insc1b5o41bi]Tactics
You can solve your HS production whenever you want. (+ 1PDS + Aerie Hololattice)
You have no economic advantages, but you can: 
· Explore as many planets as you can early, sell the relics that you find.
· Sell your votes.
· Charge not to fire PDS2.
· Sell Speaker to your right.
Hero + Warfare = could be made into a convoluted offensive combo.
Destroyer2 is good defensive, because it kills infantry before invasion.
Can use dreads as an option: 
· With the commander each dread can bombard 3 times and take 1 infantry and all mechs at once. 
[bookmark: _1qqsb9figeev]Game plan 
You are good at sniping, not at sustained aggression. 
Win fast, you are not a final round swing faction.
Secure your slice with a PDS2 network.
Build a large fleet pool for the late game.
Don’t rely on stage 2 objectives. 
· You have to find the 10th point elsewhere (Custodians point / Imperial point).
[bookmark: _35pdxny150l]
[bookmark: _5bm3ltylulor]Barony of Letnev
The “Sustain Damage” faction.
Rank: 18 (SCPT_dec-2022) 
[bookmark: _ouflrzggaayw]Considerations
Needs a high influence slice.
[bookmark: _umdd4kcgu3oy]Strength: 
Great start. Early game faction.
Among the best Mechs in the game.
[bookmark: _98vbxaipx1jn]Weakness: 
Lack of influence.
Trading - you make your own money, but trading is not your thing.
Mentak.
[bookmark: _hv1pzgdp3m45]Early game 
Unlock the commander.
Double Dock your HS.
[bookmark: _l39ndv29dbp6]Strategy cards 
Love Leadership all game.
[bookmark: _trddafjw873i]Mecatol 
Can get Custodians if you find the influence.
Can get Mecatol if you want.
[bookmark: _3kboq57fnjgb]Tech
There are many good combos available for Letnev, this is just one of these:
· Gravity Drive, AIDev, Destroyer2, then in any order:
· NES (faction tech), Carrier2, Dread2
One other possible combo:
· NES (faction tech) + Self Assembly Routines + your Mechs = best ground defense
Duranium Armor is overkill - better invest in plastic.
[bookmark: _f4ijko7aioqz]Tactics
Very bad hero, use it only if you are certain to win that round. 
· Otherwise you will probably lose most of your ships in the next status phase.
[bookmark: _fiibxrworq3b]Game plan 
Keep your Mechs in reinforcements until you need them.
· Their potential power is a deterrent for others
· Always have at least one infantry on each of your planets.
· Always have trade goods ready for Mech (and for Munitions Reserves)
Overwhelm with plastic.
· Have many fleets all over the map rather than just a giant one.
· Keep your fleet supply advantage, don’t spend those tokens early.
· It’s all about keeping the “potential” power ready and flexible.
[bookmark: _xe58xe88hcww]
[bookmark: _1i6j0iddfzoy]Clan of Saar
The “flying Space Dock” faction.
Rank: 4 (SCPT_dec-2022) 
[bookmark: _ifarjrk5sz29]Considerations
Likes a map with at least one Asteroid Field in a good spot. (Ideally near Mecatol.)
[bookmark: _wwforlu8ro7]Strength: 
Best early game faction.
Mobil and economically efficient.
Opponents cannot block your victory by taking your home system.
[bookmark: _i2fygx5bdaf2]Weakness: 
Late game you lose your advantage.
Meta problem.
[bookmark: _jb4rna4sy482]Early game 
You can take more planets than any faction R1. (including Mecatol)
[bookmark: _sbuxto75e5rk]Strategy cards 
R1: Warfare > Construction > Leadership
[bookmark: _n6s2gx7msqmm]Mecatol
Can easily take Custodians almost every game, even R1.
If you don’t intend to take Custodians, at least sell your Agent to someone that wants.
Don’t hold Mecatol too much. Let others share the heat.
[bookmark: _e43y98natr4o]Tech
Core: Chaos Mapping, Carrier2. 
· This is all you need. Plastic is better for you than extra tech.
If you really have to:
· Any blue tech is good.
· or AIDev, unit upgrades: Dread2, Fighter2, Destroyer2
SpaceDock2 would be very nice to have, but it’s not worth 2 yellows.
[bookmark: _uchcjlaqn719]Tactics
Always have at least 2 SpaceDocks on the board. 
· You are the target of the “Reactor meltdown” action card in every game.
Offer your Promissory Note to save your ground forces.
Should be easy to convince/extort a SFTT swap with a neighbor and a CeaseFire with the other.
Your SpaceDocks ignore space cannon:
· you can snipe undefended systems, but evaluate the possibilities of counterattack
[bookmark: _spw9xtom5yye]Game plan 

Focus on plastic not on tech.
· In early-game, flood every planet you take with infantry. (4+ on each)
· Switch to fighters mid-late.
Remember, opponents cannot block your victory by taking your home system:
· the only option left for them is to eliminate you - and indeed, Saar is the most eliminated faction
· it’s easy to eliminate almost anyone if all players work together for this
· you need at least one planet to build a SpaceDock using Construction, even if yours live in space
Try to mitigate the heat:
· don’t take the lead, try to win from behind
· try to play in your slice if the objectives allow
· share Mecatol, create another target for the table to slay
[bookmark: _k8enruy0h9ik]
[bookmark: _dm3nz5ptj8ch]Council Keleres
The “Other Mecatol” faction.
Rank: 12 (SCPT_dec-2022) 
[bookmark: _53jw4esthp9c]Considerations
Needs a good planet for a forward SpaceDock.
Likes a yellow skip, but not a must.
[bookmark: _hsj5fwgo533d]Strength
Economic power from the beginning. Trading faction.
Agency Supply Network faction tech.
Stage2 objectives.
[bookmark: _ndh0gbr19ubw]Weakness: 
Stage1 objectives. 
Mentak will ruin your game.
Other Mecatol factions: Muaat, Cabal, Sol, Winnu.
[bookmark: _z3gxqkszth7w]Early game
At the start of the game 
· Pick a yellow (Sarween) tech and a blue tech if you have the option.
· Choose HS based on your slice and other factions in the game. (The Mentak option is usually better.)
Solve the infantry problem.
Get Custodians.
Get a forward SpaceDock.
Make a SFTT swap early, before you root on Mecatol.
[bookmark: _efihzznwhktg]Strategy cards 
R1: Warfare -> Politics/Construction
· Make sure Warfare is picked, most times you must take it yourself.
· If you have a shot at Custodians get Politics, else Construction.
No special needs, you can try to control the Speaker with Politics.
[bookmark: _sataz8n7d3ga]Mecatol 
You can take Custodians R2, depending on the speaker order.
You can root on Mecatol quite well, try to take it.
[bookmark: _6vu6x2d4ry9k]Tech
Agency Supply Network is central to your strategy.
Also get Gravity Drive, then go deep blue.
[bookmark: _jegi7z62yfzr]Tactics
Defend with all mechs either on Mecatol, or on HS.
Sell everything for cheap, like Hacan: Promissory Note, Agent, Alliance, Trade Agreement (in agenda phase).
Don’t lose your home space dock, so you can always build at your forward dock by activating at home.
· Even if you have a multi-planet HS you only need to defend the space dock planet, since you always have the ability to counter-attack with a fresh fleet from the forward dock.
[bookmark: _5r6xxu50ws6e]Game plan
The ability to produce unactivated units opens up many opportunities.
Focus on plastic and use those opportunities.
Secure your Mecatol bonus points as early as possible, you are not that strong in the late game, you might not be able to defend Mecatol in the last round.
Always keep an unactivated fleet until the last minute, ready to counter attack any potential aggressor.
[bookmark: _5ybgydmg0j4h]
[bookmark: _ycm2v28g65de]Embers of Muaat
The “WarSun” faction.
Rank: 24 (SCPT_dec-2022) 
[bookmark: _cr3gqoch6g29]Considerations
Playing Muaat in PoK feels more like an euro-style optimizing engine.
Very small chance of winning as Muaat.
Prefers a resource heavy slice.
[bookmark: _7259rvafncm7]Strength: 
Your deadly WarSuns threat (potential power). 
Unlocked plastic via Agent (...if you manage to get a good economy).
Stall potential.
[bookmark: _93w7ulc0n6e0]Weakness:
WarSun’s fragility (against retaliation).
Meta problem.
Very slow start.
Vulnerable HS early.
Too many needs: influence, resources, skips (yellow, but any color is great).
Structure objectives.
[bookmark: _unjwbxgkmwhc]Early game 
Use your Agent to solve the missing carrier problem, ideally you would also like a mech if you can find 1TG.
Try to sell your alliance R1 with the Trade person to solve your start money problem (make him come to you).
Need to be careful of a HS grab R2.
Try to rush second WarSun.
[bookmark: _g51pmnhjkogt]Strategy cards 
R1:  ideally Warfare (stall it and go towards Mecatol, take it R2 with Imperial), else Tech / Trade / Politics (to take tech R2).
All game: love Leadership, Politics (for agendas), Trade.
[bookmark: _xv5m4jzgsnbe]Mecatol
Not a custodian faction, but certainly a Mecatol faction, park a WarSun there and stay there all game.
[bookmark: _2pipj2c0zj3q]Tech
WarSun2, Destroyer2 and/or Cruiser2, X89?.
Magmus Reactor only if you have a Supernova and/or plan on using NovaSeed early, but usually don’t.
If low resource slice go blue: Gravity Drive, Carrier2 and build a forward SpaceDock.
[bookmark: _iw1wuvdiri3c]Tactics
Combo starforge and mechs as much as possible.
Always have your HS in range of at least one of your WarSuns (ideally both).
Because of your commander you can follow even the secondary of Trade if you must.
Nova Seed is very useful as a deterrent, but sometimes can also be used in R4 to set-up a winning move in R5.
Try to sell your alliance for an early point, preferably to one of your neighbor slices.
[bookmark: _h1jbrn5l2cad]Game plan 
Use your WarSuns as mobile production centers (you don’t need any structures).
Never lose your advantage, that is your deadly potential.
· Don’t activate your WarSuns until your very last action (don’t lock them early).
· Don’t use Nova Seed, keep the threat real until you win.
Remember, WarSuns are very fragile and need a large support fleet (health points) at all times.
You have to play more risky than other factions, you’ll probably lose anyway.
- - - - - - - - - - - - 
A good in depth guide: Muaat Guide
[bookmark: _yu7b7too5rof]
[bookmark: _hbovxlqn9sci]Emirates of Hacan
The “Trade” faction.
Rank: 6 (SCPT_dec-2022) 
[bookmark: _ffg8wiev4tt6]Considerations
Must get a yellow skip.
Makes the game longer. (More transaction discussions from the start.)
[bookmark: _7c1871z8cnx7]Strength: 
You are rich.
Very flexible, many tools to manipulate the table through trading.
Quantum Datahub Node faction tech.
[bookmark: _lkwybbcmzkqu]Weakness: 
Slow tech path (tech hungry).
3 planet HS (hard to defend).
Production capacity.
[bookmark: _xp8x61ttxwwh]Early game 
Can get Custodians R1 but not always worth the heat. Depends on the available public objectives.
Focus on tech.
Prioritize scoring public objectives over other bonus points.
Begin fixing your production capacity problem.
[bookmark: _f020zh86icrn]Strategy cards 
R1: If Custodians -> Warfare or Tech
Else -> Trade, maybe Tech
All game: Tech / Trade / Politics
[bookmark: _7kysdk2i298f]Mecatol 
Easy Custodians - buy Warfare or Tech
Tech option is harder -> need to double tech R1 to Carrier2, and manage to also get the influence.
[bookmark: _3r31zeiae6n7]Tech
If Custodians -> need GravityDrive R1
Core tech: Quantum Datahub Node with either Carrier2 or WarSuns
Dreamland: SpaceDock2
[bookmark: _vwbabvb5xk7u]Tactics
Can use your mech ability:
· to move your forward SpaceDock in your HS (late game), then maybe use your Hero to help defend HS.
· to sell victory points (offer to invade and sell planets required for objectives)
Try to buy all Promissory Notes for cheap, maybe resell them for a gain.
Buy action cards:
· War Machine to patch your production capacity
· Focused Research to patch your tech tempo 
[bookmark: _xwv5tywss4ah]Game plan 
You can plan to use your Hero early to quickly put all your dreads on the board, or late to get 2 WarSuns for free.
Score public objectives as fast as possible, so in the case your HS gets invaded late game, you can still win by scoring secret objectives, Mecatol points or other bonus points.
[bookmark: _r9dmv8aybm64]
[bookmark: _gpguakbv5qmz]Empyrean
The “Space Exploration” faction.
Rank: 10 (SCPT_dec-2022) 
[bookmark: _e4ap61x3uxr]Considerations
Needs a map with many anomalies spread out in every slice.
Loves the slice with Hope's End.
Likes Cabal presence because its space docks are anomalies.
[bookmark: _utl13y1tap0v]Strength: 
The most “nice guy” faction.
The best trading faction, next to Hacan.
Mobility.
You don’t rely on tech to solve any problems like most factions do.
[bookmark: _jfc70hpwesh8]Weakness: 
Wrong map configuration.
Construction and Tech objectives are not on your optimal path.
Other people getting DET.
[bookmark: _z5qgbwob6j9j]Early game 
Make neighbors with the strongest “muscle” faction near you.
· Give (not sell) them DarkPact and ensure early to mid game security on that flank.
· Don’t give DarkPact to an already rich faction.
Start spreading your Mechs.
[bookmark: _w8iuskc3zinr]Strategy cards 
Love Trade and Leadership all game.
Speaker control is an easy option.
[bookmark: _8u5isee2fe6y]Mecatol 
Get Custodians R2 and leave.
[bookmark: _vhuuzrizsxbt]Tech
With the right anomaly setup, you can ignore all unit upgrades thanks to Aetherstream:
· AntimassDeflectors, Aetherstream, Lightwave
Without the right anomaly setup:
· Aetherstream, Lightwave, Carrier2, Fighter2
Special mention for:
· SlingRelay (solves production cap problem, extra stall and potential mobility)
If Muaat is in the game, always buy WarSuns.
[bookmark: _2d6wtgvw57pv]Tactics
Don’t overstretch to maximize the Hero, focus on points
· 3 or 4 extra explores is a nice bonus already, don’t turn the Hero into a strategy.
Try to give BloodPact to a high influence partner.
Advertise selling Aetherstream, AetherPassage, Mech ability. (and Flagship rarely)
· 1TG - for non VP
· 2TG + smth-extra, or a SFTT - for a VP
Careful about who you are selling your Alliance to. You might give them the victory.
[bookmark: _pdwtcseh7ems]Game plan 
You win through superior positioning not through superior firepower.
· Have many small fleets all over the place and a big fleet supply.
You are not good at fighting, set up protection against win-slaying.
· Your flagship is good defensive - have TG ready for it in the late game.
· Get Mechs adjacent to all player’s units by the time you get into the late game.
· Make sure you have the commander unlocked.
· If you set up all this correctly you are one of the few factions that can “win from ahead”.
NOTE: Exploration is fun, but the game is about the objectives. Focus on that.
[bookmark: _4jzyn9jglai]
[bookmark: _4s1zegphyakz]Federation of Sol
The “high capacity” faction.
Rank: 14 (SCPT_dec-2022) 
[bookmark: _j0tdvpug6fun]Considerations
The most vanilla faction, quite good, very straightforward.
You defend well what you have, but it’s harder for you to take stuff from others.
Likes a heavy influence slice (you build cheap units).
[bookmark: _js8b1o8kebos]Strength:
High capacity ships. 
Good economy.
Fast tech path. 
Resilient.
[bookmark: _i90i5qa4a2ug]Weakness
Space battles.
Meta problem.
Control objectives.
[bookmark: _8p68c2dkoi6q]Early game 
Expand as fast as possible.
[bookmark: _94zrp97ktvw2]Strategy cards 
R1 
Politics - if you think no one takes Custodians R1.
Leadership - get action cards, secure R2.
Warfare - could open an opportunity for Custodians R1 if Diplo is also taken.
[bookmark: _8afq2ih4fhhj]Mecatol
Always try to get Custodians, but difficult for you R1.
If you need to take Mecatol you can hold it better than most factions.
[bookmark: _u7n1hjhkxjky]Tech
Only need GravityDrive and Carrier2. 
Anything else, based on the objectives.
Fun combos:
Fleet Logistics + Orbital Drop / Hero
Sling Relay + Bio-Stims + Promissory Note / Hero
Scanlink + forward SpaceDock
Predictive Intelligence + Promissory Note / Hero
[bookmark: _tii565cjl2eu]Tactics
Defend HS with Flagship and 12+ fighters.
Sell your Promissory Note at the start of each of your turns, after your strategy tokens run out.
Hero allows to build and defend HS first action, and unlock that force later when needed.
[bookmark: _a5x3q1m5pxjm]Game plan 
Overwhelm your opponents with fighters and infantry.
Hoard command tokens for the last round, to use after you play the Hero. This makes many stage 2 objectives accessible.
[bookmark: _i3rntdagv9q4]
[bookmark: _s2ph0hz0jx54]Ghosts of Creuss
The “Wormholes” faction.
Rank: 20 (SCPT_dec-2022) 
[bookmark: _k430yq82dz4r]Considerations
To play this faction requires a bit of mental load. 
· You always have to know where you can reach, where you cannot reach and with what force.
Low tier faction. (Consistently gets to 9 points, needs some luck for the 10’s point.)
Needs a wormhole in the slice.
· You can pick a slice without wormholes if you think you can convince neighbors to place your faction wormholes in your slice. This would be better but requires more work.
[bookmark: _7t8t7ditzxs0]Strength:
Your only strength is mobility.
[bookmark: _9s09bmc49zna]Weakness: 
Being always too spread out -> plastic problem.
A lot of Agendas can shut you down.
[bookmark: _h0dfyzhippvj]Early game 
Make neighbors with the Trade holder -> solve the missing carrier.
Focus on getting the Custodians.
[bookmark: _86kov4wmx64z]Strategy cards 
Need Politics all game to protect against agendas. Also love action cards.
R1: if you think no one can get custodians R1, consider taking Politics, and grab custodians R2.
Otherwise you would really love Trade or Tech R1.
[bookmark: _mc7canx1jgwr]Mecatol
Not a Mecatol faction, but get Custodians if you can get good initiative R2.
[bookmark: _sw1ae7b5l84u]Tech
First get Sling Relay or DET depending on how Warfare gets played R1.
Then Carrier2 and then Lightwave. 
The rest is supplemental.
Fleet Logistics - good for an Imperial point snipe and for Hero
Fighter2 - if green skip, combo with Commander 
Wormhole Generator 
· Can be powerful late game, and it is a stall, but you might only use it once
· Unless you see a point opportunity, it might be better to just have more plastic
Dimensional Splicer 
· Maybe a deterrent occasionally, but not worth the investment. 
· Red path is a trap for Creuss.
Remember, on some maps you just have to get Antimass… and that’s ok. :)
[bookmark: _uydmby9ks0bs]Tactics
Agent - can take Malice R1, so +2 trade goods, need 1 more to get that carrier out
Commander - needs a bit of planning, but it can spawn a lot of fighters.
· Helps with your plastic problem.
· Offer your alliance to someone that already has a wormhole, to help you quickly unlock the commander (using your Promissory Note)
· If used properly it grants a free fighter-screen anywhere you go.
Hero - quite bad, but here are some possible moves:
· You can either move your giant unactivated fleet next to a target, or move the target next to you.
· The target should preferably be accomplishing an objective, but sometimes it’s win-slaying.
· Get your Mech in someone’s home system (ability works even if in the space area). Then win-slay.
· Get Mecatol in your slice, but make sure you also have Imperial when you do that.
· You might consider stalling out the other players before doing some of those moves.
[bookmark: _jlan613dtp8s]Game plan 
Be friendly, get people to use your Promissory Note.
Prioritize plastic over tech, you already have the movement solved. 
You win through superior positioning not through superior firepower.
· Have many small fleets all over the place and a big fleet supply.
· Place wormholes and Mechs in key positions.
· Remember: a new wormhole means not only new adjacencies, but also +1 movement 
“Gum” while you score points.
[bookmark: _afnjt7drbqoz]
[bookmark: _bystdpjzxr5s]L1z1x Mindnet
The “Bombardment / High capacity Dreads” faction.
Rank: 16 (SCPT_dec-2022) 
[bookmark: _b4zu8xdyj25u]Considerations
Situationally very good, often very bad. Unlikely to win.
Must get a blue and/or a yellow skip. 
Needs influence heavy slice.
[bookmark: _5d680xg8yiuk]Strength:
Home system.
Harrow.
[bookmark: _f6qcbli4khk1]Weakness:
Spend objectives.
Lack of versatility.
Trade goods, command tokens.
[bookmark: _3rt2p7fmbt3w]Early game 
Don't rush early expansion. You can take any planet you want later, when it matters.
Focus on building your plastic advantage, so that by R3 you can bully anyone.
[bookmark: _gzpa7zmxqpv5]Strategy cards 
Tech > Diplo / Trade > Leadership 
[bookmark: _lzov8tl17ais]Mecatol
Custodians point is almost impossible.
Maybe take Mecatol mid game and score one Imperial point.
[bookmark: _5ar0fky3980f]Tech
Tech hungry, you need to double-tech at least once.
Core: Gravity Drive, Dread2, Carrier2.
Then try Lightwave.
If blue skip, use it every round. Combo with AIDev.
If yellow skip, start with Cruiser2, then get the core.
It is better to ignore Inheritance Systems.
[bookmark: _nybvdpx55z4n]Tactics
Hero is good for win-slay, but try to use it for a point.
You have the best Flagship in the game, use it.
You are good at taking planets, not at defending them. Sometimes it’s better to retreat and re-conquer.
Extortion is very tempting, but avoid this option unless it's really necessary. With only 5 dreads it’s hard to fight on multiple fronts, so try to avoid an open war.
[bookmark: _7tf22cch1kl]Game plan 
Your only advantage is your “potential aggression”. Don’t lose it. 
Always have the most plastic unlocked, ready to strike.
Save your plastic and your hero for the last round. 
Most games you’ll have to win from behind, by win-slaying multiple opponents.
[bookmark: _u4n7cofztxy1]
[bookmark: _us0ud4tqih9]Mahact Gene Sorcerers
The “Command Tokens” faction.
Rank: 3 (SCPT_dec-2022) 
[bookmark: _39bcon2z7uif]Considerations
Not the meanest faction, but it is in that category.
Complex abilities, not easy to orchestrate and focus.
Likes a heavy resource slice. (Got influence in HS.)
Likes some skips (the richer the better). Ideally blue and/or red.
· Or at least some good industrial planets (maybe explore a lucky skip)
[bookmark: _4swz3g7rbsjn]Strength: 
Flexible and unpredictable.
Hard to be win-slayed. Very good at win-slaying.
Good at scoring stage 2 objectives.
Good at winning from behind.
Love Control and Battle objectives.
[bookmark: _fxja9q2yob1v]Weakness: 
Both faction techs are bad, really useless.
Not the worst start, but not great either.
· Only 3 infantry
· Only 3 resources in HS
· Bad trading start: only 3 commodities, no good Promissory Note in early game
Resource hungry.
Construction, Spend and Tech objectives are not on your optimal path.
[bookmark: _epdk1eo6py4]Early game 
Get more plastic.
If you don’t go the blue path, get a forward SpaceDock.
Need to find/get a decent tech skip planet for Byo-Stims: to enable an economic recovery engine.
[bookmark: _hxtoad5wefwq]Strategy cards 
Early game: Trade, Tech, Diplo
Late game: Trade, Leadership
[bookmark: _f2qxb21exn1l]Mecatol
Difficult to get Custodians, but not impossible.
· With a red skip, the TechSC (or 4TG) to get Cruiser2 and your HS+1TG to pay for the Custodians in R1
· With a blue skip, GravDrive - standard
· Most times it is better to focus on plastic and tech early.
Mid-late game try to score one Imperial point.
[bookmark: _egckwnzcvghl]Tech
Optimal path: blue core plus some extras, based on the available skips.
· GravDrive -> Dread2/Carrier2, then Sling Relay / Fleet Logistics (combo benediction)
· If red skip: R1 Cruiser2 is possible, but not always worth it
· If yellow skip: consider Transit Diodes to move mechs around, and SpaceDock2
Alternativ path: AIDev -> Cruiser2, Destroyer2, WarSun
Other considerations: 
· You can smash through people's stuff over and over, no need to overinvest in lightwave. 
· Spend it all on plastic and unit upgrades.
· Also consider what other Commanders are available.
· Dread2 - is even better with L1z1x or Letnev in the game.
· Fighter2 - is more viable if Cabal is in the game.
· PDS2 - only if Argent and Jol-Nar are in the game.
· Infantry2 - only if Sardakk is in the game.
· Genetic Recombination - only if at least 2 of Argent, Xxcha, Hacan, Nekro are in the game.
[bookmark: _4zpq3wf81mvp]Tactics
To sell your Agent, you need to talk to people early in the round, so they can plan accordingly.
· Agent combines great with the Construction SC (when building a SpaceDock).
Your Promissory Note has a timing window that makes it hard to sell. Remember to sell it in the Agenda Phase (for 2-3 TG’s).
Don’t rush the Commander unlock. (It’s too expensive to use it early anyway.)
Other Commanders that you would like in the game: 
· Nomad, Letnev, Titans, Muaat (all the economic ones are good for you)
· NRA, Nekro, Yssaril, Winnu, Argent
[bookmark: _9m8r0y98gybz]Game plan 
Your abilities encourage aggression, but you have no combat advantage. 
· So, you need to always have more plastic and more unit upgrades.
Prepare for an epic last round. 
· Tons of plastic and tons of tokens for your Commander.
Benediction can be used offensive or defensive. Wait for the stage 2 to decide its use.
Place mechs in key positions for defense. 
[bookmark: _xeqau1jr4vt9]
[bookmark: _fj713d9wrdwv]Mentak Coalition
The “Pirate” faction.
Rank: 17 (SCPT_dec-2022) 
[bookmark: _bu2y7w7u2ida]Considerations
MUST get a yellow skip. And ideally a green or a blue skip.
Also a wormhole in your slice would be great.
Prefers opponent factions that have a high commodity count or abilities that generate trade goods.
One of the factions that require building the strategy on the fly and constantly adapting. 

[bookmark: _rfgnx8b1bvyt]Strength: 
Faction techs
Hero
[bookmark: _poffopwwqgqj]Weakness: 
Big meta problem.
Plastic. (board presence)
[bookmark: _6kvvdpuxafhd]Early game 
R1, sell the Promissory Note 
· to fix your bad single Carrier start 
· to make a friend 
Make neighbors asap - wormholes
Get skips asap
[bookmark: _mmjt24i8dmf0]Strategy cards 
R1: Tech > Warfare > Diplo (for skips)
[bookmark: _qsnle3pjx63i]Mecatol
Not your thing but sometimes Custodians is possible, if you can get the influence.
[bookmark: _lit0vp3rjqqu]Tech
Tech hungry, try to double-tech early.
Core: Mirror Computing
· before PoK was the best tech in the game
· now it’s still good, but occasionally can also be a “win more” trap
Options:
· if yellow and green -> Cruiser2 (but only if you get it R1 - Diplo the green skip)
· if yellow and blue -> DET + Carrier2 + Dread2 
· if yellow, or no skip -> AIDev + WarSun or the above blue path
Special mentions: 
· Psychoarchaeology combos with Mirror Computing
· Either build a forward SpaceDock or research SpaceDock2
[bookmark: _m3yoghi8s8tz]Tactics
Don’t forget about your mech ability, it’s very strong against factions that rely heavily on their mechs.
Don’t forget to use your commander.
Pillaging is a balancing act, so don’t pillage every transaction:
· Don’t pillage the transactions you are participating in.
· Consider not pillaging both people, sometimes.
· Don’t sell the agent, rather use it to soften pillages that you are anyway making.
· If you already have more money than you can use, stop for a while.
· Offer not to pillage as part of a deal. (for a number of transactions, or time period)
· Try to use pillage to influence what deals are made:
· pillage might discourage deals you don’t want to happen 
· offer not to pillage to encourage deals that you would prefer instead
· maybe get into deals that otherwise would not have been offered to you
[bookmark: _3nnvp474sho4]Game plan
Pillage is very meta dependent 
· High economy variance, hard to plan ahead
· So, be flexible and adapt based on the objectives
Focus on trade goods
· If spend objectives, easy win
· If not, switch to plastic / WarSun
Don’t ever take the lead, you won’t be able to defend 
- - - - - - - - - - - - 
A good in depth guide:Rough Mentak Guide
[bookmark: _q35hvabtc35j]
[bookmark: _8skxzbe5bzg2]Naalu Collective
The “special Fighters” faction.
Rank: 2 (SCPT_dec-2022) 
[bookmark: _abxkpq32lzoc]Considerations
Strong faction, but quite boring to play.
· Mostly stay in your slice and wait to score first in the last round.
You need a high influence slice or you will be stalled out.
[bookmark: _p8mfl3ngnmei]Strength: 
The zero token will bring you a win most times.
[bookmark: _r6ngaomxs4j3]Weakness: 
Vulnerable early game.
Vulnerable to counter-attacks.
Vulnerable to win-slaying.
Slow economy.
[bookmark: _h1z0zdc7w8cv]Early game 
Get a second Carrier asap.
Focus on plastic.
Get a forward SpaceDock.
[bookmark: _mzz2ooytrpx4]Strategy cards 
Love Diplo all game (you have an economic problem).
R1: Trade > Diplo > Warfare
[bookmark: _drhtk2vzsy8g]Mecatol 
Even if you can get Custodians, don’t do it, you can’t take that much heat.
Get Mecatol and Imperial in R4 or R5.
[bookmark: _v5lw3euyl9c7]Tech
Neuroglaive is not worth the investment, forget about it.
2 options for tech path:
· Fighter 2, Gravity Drive, Carrier2, Fleet Logistics
· AIDev, Fighter 2, SpaceDock2, Cruiser2
[bookmark: _9kl678q2yf1l]Tactics
Don’t forget that you need at least 1 ground force for the Flagship ability to work.
Always have a Mech with your Flagship for protection against AFB.
Versatile Agent 
· Produce at your forward SpaceDock (keeping units unactivated).
· Double attack first action with Fleet Logistic.
Use your Hero as early as possible.
[bookmark: _rt3me0e8z12e]Game plan 
You want everybody to think they have a chance of winning in R4, help them (by taking Diplo for example).
Never take the lead, stay in the pack, make sure somebody else takes the heat.
Score your “free point” as late as possible.
DON’T give your Promissory Note under any circumstances.
If you go blue tech, search for an extra secret objective using DET.
You win through superior positioning not through superior firepower.
“Gum” while you score points.
[bookmark: _rfm45m7vmeu]
[bookmark: _ajs10nqn77k6]Naaz-Rokha Alliance
The “Relics / Exploration” faction.
Rank: 7 (SCPT_dec-2022) 
[bookmark: _7ma4mg8te0qx]Considerations
You need to know the relic and planet exploration decks to play this faction well.
Likes a forward high resource two planet system. (ideally on the path to Mecatol)
Likes a slice with all types of planets in it. At least one should be hazardous.
Prefers not to have legendary planets. (in case you get Shard of the Throne Relic…)
[bookmark: _flac3y15pywv]Strength: 
Tech flexibility (2nd best, next to Jol-Nar)
Easy to sell Promissory Note (2nd best, next to Jol-Nar)
Great use of fragments - easy Relics / great stall potential.
Exploration (free stuff)
[bookmark: _k3srapj20z9f]Weakness: 
HS production capacity.
Early pressure from stronger factions.
Vulnerable to PDS2. (if Cruiser2 path)
[bookmark: _1gtk2i38rs4g]Early game 
Ideally double-dock a forward two planet system.
· You want a production center that is also your re-exploration mining field.
· You want to do as much as possible with just one activation.
Get as many relic fragments as possible (buy them all if you can).
Focus on hazardous/cultural explorations first. Get mechs there asap.
[bookmark: _erbhke41bdcy]Strategy cards 
You might have to take Construction early to solve the production capacity problem. (See what other factions are in the game.)
Love Tech all game. (if you can get your hands on it)
Like Trade early and Warfare (re-explore) late.
Buy the Speaker rather than taking Politics yourself?
[bookmark: _uf2v79o0i8a1]Mecatol
Can get Custodians if you take the Cruiser2 route and you get the influence, but it’s not really your thing. 
Not a Mecatol faction. (Mecatol cannot be explored.)
[bookmark: _il8oiyfplsnv]Tech
Scanlink, Gravity Drive. Then let your skips guide you.
Deciding Dread2 vs Cruiser2 vs Carrier2 depends on the objectives and PDS2 factions.
Cruiser2 only if
· No PDS2 neighbors
· Early control objectives and/or Custodians opportunity
Fun combos:
· Integrated Economy + Cruiser2 + Mech + Commander = SnipeCombo
· Supercharged + Flagship + 4 Mechs = win almost any battle
· Assault Cannon + Carrier2 + 2 Mech = SnipeCombo
Special mention: Transit Diods = flexible Mech placement 
[bookmark: _q985n48wwham]Tactics
Have a Mech on each type of planet, so you can re-explore flexibly.
You don’t want anybody to have 3 fragments.
· Offer your Promissory Note for cheap whenever somebody has 2 fragments.
[bookmark: _7bh5aoy7sdc0]Game plan 
Hoard fragments, then convert them to Relics or tokens, whichever gets you more points.
Plan to score your secret objectives late.
The available objectives should shape the path you take:
· Stay in your slice, accumulate plastic while you’re re-exploring and getting attachments
· Or,  go deep blue + unit upgrades + Commander = explore other people’s slices
NOTE: Exploration is fun, but the game is about the objectives. Focus on points.
[bookmark: _mod7rnx84haq]
[bookmark: _4nccp7sekcyb]Nekro Virus
The “Copy Tech” faction.
Rank: 9 (SCPT_dec-2022) 
[bookmark: _xlnbupsif3pb]Considerations
Very strong in experienced hands. Very bad if not.
[bookmark: _sk3m0dthn80n]Strength: 
Good economy. 
· Can play totally independently if you want.
· Swimming in tokens.
Gets more tech than everybody, by the end of the game.
Flagship + Mechs and cheap Infantry are impenetrable.
[bookmark: _u1kba6ugbo4z]Weakness: 
Slow start
· 2 Infantry is very bad, might be Warfare stalled-out
· First techs are hard to get
Meta problem.
[bookmark: _9i547snw76c8]Early game 
Solve the Infantry problem. 
Priorities plastic. Fill your slice.
Don’t get behind on points.
[bookmark: _c4zecgdiuboh]Strategy cards 
R1 you need someone to take Warfare, otherwise you must take it yourself.
Love Politics 
· You consume a lot of action cards.
· You love to have the Speaker in the agenda phase.
· You want to avoid any VP agendas. Keep only low impact “For or Against” type of agendas.
If no one takes Tech you should, so you keep growing your options.
[bookmark: _cau7chf6jn9j]Mecatol 
Difficult to get Custodians.
If you take Mecatol you can secure it (with the Flagship).
[bookmark: _z72eqfcuh147]Tech
Unit upgrades.
Destroyer2 is the most cost efficient way to gain tech.
Look for broken good faction tech combos.
[bookmark: _ua461wakepch]Tactics
Compensate people for the tech that you get. Pay so they don’t retreat.
You like to have the speaker and have the final word on deciding agendas.
About the Hero 
· You can keep it for the last round and take the exact tech that will win you the game.
· Or, you can use it asap for an incremental gain over multiple rounds.
The Flagship can be used offensively, but on the front line it’s much slower and less flexible than a regular fleet.
· It’s best for defending at home. You don’t need any other ship there, if you have enough ground forces.
[bookmark: _l488gh8ozg8h]Game plan 
Build up early. Unleash mid-late.
Late game faction
· You could win from ahead, but you rarely can get ahead
· Depends on how many bonus points you can find.
· Most times win with a stage 2 objective.
Need to slow down the fast factions.
[bookmark: _h8q6o36ow0nn]
[bookmark: _ln9nw4mt1q3e]Nomad
The “Flagship” faction.
Rank: 8 (SCPT_dec-2022) 
[bookmark: _o9blsjsc5sn9]Considerations
Good at many things, but without being the best at any. 
Very fun to play, sneaky faction.
Needs a yellow skip. Would also love a green skip.
[bookmark: _m5egsmpah9m3]Strength: 
Great start.
Great economy.
Mobility.
[bookmark: _qif9lbmxhonz]Weakness: 
PDS2.
Cabal.
Structure objectives.
Loses some steam late game.
Ground combat.
[bookmark: _q38vlzbxml9x]Early game 
Unlock the Commander asap.
[bookmark: _756neoxtb9tx]Strategy cards 
Early game: Trade, Diplo
Late game: Leadership, Politics
[bookmark: _xmeqnr9g942]Mecatol
Custodians grab is possible. (Need to get Politics in R1, so you can get Leadership in R2.)
Not a Mecatol faction. Usually get Custodians and leave. Depends on your secret objectives and factions in game.
[bookmark: _lnuhrm2a3ws]Tech
Required: Gravity Drive, Carrier2 (to fix the ground combat), Dread2 (better than Flagship2)
Beyond that you are very flexible. 
Flagship2 is situational 
· Most  times it’s not worth the tech investment, can be a trap
· If you have a skip you can consider getting it, depending on the game state
You might have to double-tech in R2 or R3.
NOTE: Integrated Economy would help a lot with your Hero (... if 2 yellow skips)
[bookmark: _js5mfgj6tzm0]Tactics
Would love a forward SpaceDock at some point.
Commander + Sling Relay + forward Dock = may play very risky with your Flagship
Stall and block other people's points while you score.
[bookmark: _5mjdh18j24cs]Game plan 
Hero can be situationally very good, but it affects only one ship, so don’t bet everything on just this.
Have many small fleets, all over the map, ready to join your Flagship.
Have Mechs in key positions.
Have a ton of tokens.
You are not a "muscle" faction that can swing a late punch. You need to keep a good tempo and coast into victory.
[bookmark: _gi2d19vqerm7]
[bookmark: _1ahmanubiqhi]Sardakk N’Orr
The “ground combat” faction.
Rank: 21 (SCPT_dec-2022) 
[bookmark: _fwfsksfmnsf]Considerations
Needs a very specific slice:
· 5 planets (so you can unlock your commander)
· High value land bridge multi-planet systems in at least one equidistant or near Mecatol
· Tech skips (blue > green > yellow > red)
Unlikely to win as Sardakk. (Consistently gets to 9 points, but not above.)
[bookmark: _xmeuv7bp2rti]Strength: 
Your only strength is ground combat.
[bookmark: _wsk7119br9es]Weakness: 
Slow start.
No economic advantage.
Tech objectives.
[bookmark: _d3obamf2s17a]Early game 
Rush commander unlock.
[bookmark: _3lbsacqvjhoy]Strategy cards
Anything to help your bad economy: Tech / Leadership / Trade / Diplo.
[bookmark: _895c8sg98fn5]Mecatol 
Impossible to get Custodians.
Maybe get Mecatol late game (using Hero?)
[bookmark: _m8h73ll4yyor]Tech
If blue/green skip:
· DET (push your luck), GravityDrive, Carrier2
· Then Fighter2 or FleetLogistics
· Dread2 is expensive to research and to use - but situationally good against specific factions.
If yellow skip, and if good land bridges, play shipless Sardakk:
· Rush Transit Diodes
· Then AIDev and unit upgrades OR Integrated Economy
[bookmark: _e3efeqaxnrs5]Tactics
Agent + Commander + Mechs = killer combo
[bookmark: _wzjsplpe5cg]Game plan 
You are in a very bad position from the start, you have to take more chances and hope to get lucky.
Get the best equidistant and extort your neighbor, or push further into that slice?
[bookmark: _1aym3z3ur46]
[bookmark: _w0319i18jeni]Titans of Ul
The “special Cruiser / Sleeper Token Hell” faction.
Rank: 11 (SCPT_dec-2022) 
[bookmark: _23klcodrh9cv]Considerations
Most defensive faction.
Micro-managing your slice, all game long.
Needs a high influence slice.
Loves multi-planet systems.
Loves red skip. Likes green skip.
[bookmark: _3oj4k9v5jzqd]Strength: 
Easily score many objectives.
Very good special units (versatile and cheap).
Re-explore planets very well.
Production versatility.
[bookmark: _dybv47cqhuzo]Weakness: 
Slow start.
Token starved.
Hard to take defended planets.
No trading potential.
No sneaky potential.
[bookmark: _sggbqw31wl3m]Early game 
Focus on building a cruiser fleet asap.
Spread those sleeper tokens.
[bookmark: _5m22i2drd6bb]Strategy cards 
Need money R1, so Trade. (If not available you can combo Construction + Mech ability.)
Leadership all game.
Also love Warfare to speed up your tempo.
[bookmark: _ikqmtzj7p79i]Mecatol
You don't have the "tempo" for Custodians. Better set-up sleeper tokens in your slice.
Get Mecatol and try to keep it for the influence. Also score 1 Imperial point.
Remember to swap SFTT before rooting on Mecatol.
[bookmark: _bglw90ehne1m]Tech
Cruiser2 asap. (best unit in game)
The rest is situational, you're not tech dependent:
Fleet Logistics, Lightwave, Carrier2
Duranium Armor, Assault Cannon, WarSun
Hyper Metabolism
Graviton, Transit Diods (to move pds and possibly combo with mech ability)
PDS2 - situational
[bookmark: _tkptme4k3w1j]Tactics
It's ok to spend TGs on tokens.
Wait to sell your Promissory Note when it’s worth a point so you can also get maybe a point for it. But if you don't have Trade R1 you might consider selling it to the trade player for x+1, so you can boost your start.
[bookmark: _61ledjna351]Game plan 
Just focus on the objectives. You should be fine.
Don't be afraid to slay the leader(s) when the time comes.
[bookmark: _rfvl1gt40cxs]
[bookmark: _eqtekvcxss9c]Universities of Jol-Nar
The “Tech” faction.
Rank: 1 (SCPT_dec-2022) 
[bookmark: _75b8qzggkc3c]Considerations
Solid defensive faction with no hidden flashy tricks.
Fun to play, likely to win.
[bookmark: _7yi17n3u7rkg]Strength: 
Can play anything you want - super flexible.
Most objectives are easier for you, both public and hidden ones.
Best Promissory Note in the game.
[bookmark: _1cfw8k8z4trp]Weakness: 
Ground combat.
Production capacity.
[bookmark: _chae3345f60j]Early game 
Fix the starting Infantry problem.
· Make sure you are not stalled out of Warfare!
Begin fixing the production capacity problem.
[bookmark: _pvxesqd2e61t]Strategy cards 
R1 - Trade > Tech
[bookmark: _a8volf4jw7pm]Mecatol
Can take Custodians even R1.
· But better take it R2 and fill your slice R1
[bookmark: _fxqnedfjfae8]Tech
No need to rush late game tech. Instead get those when needed using the hero.
Prepare for “2 in 4 colors” and “3 unit upgrades” stage 2 objectives.
Unit upgrades:
· Dread2, PDS2, Destroyer2 combo very well with your commander.
· Destroyer2 is situational though… 
· Carrier2 or SpaceDock2 are often more useful alternatives.
· You can go WarSuns path, but it’s not the optimal one.
[bookmark: _coh0w0i04s9c]Tactics
Sell the Promissory Note twice per round if you can, and ask extra money again for specific tech.
Produce tons of infantry and spend it to pay for the tech (via Agent).
Your Flagship can be a deterrent when parked in your HS.
[bookmark: _m29va2kbdo7n]Game plan
Many stage 2 objectives are easy for you, prepare to just score them when they pop.
· Tech, structure and spend objectives - know them and be ready.
· Don’t stretch to thin for the stage 1 control objectives, better to lock your slice.
Use your hero in the final round to tailor the exact tech you need to secure the victory (Magen?).
Make sure you have the speaker in the final round. 
· You have no slaying power like other factions do.
· Stay in the pack and coast into victory with a strong defensive position.
[bookmark: _rl3t8d6rzhec]
[bookmark: _t5oc9ly6xv7i]Vuil’ Raith Cabal
The “Capture” faction.
Rank: 19 (SCPT_dec-2022) 
[bookmark: _ooqn9o7x53gr]Considerations
Not fun for anybody because you have to be aggressive all game.
Don’t pick unless you have a very heavy influence slice (at least 2 tokens/round).
Most times it gets to 9 points, but needs luck for the 10’th.
[bookmark: _84pa17kg01k6]Strength: 
Very good mobility.
You don’t need a resource rich slice (build for free).
Tons of plastic late game.
R1 speaker order is not relevant for you.
Hard to stop on the rare occasions you luck into the 10’th point.
[bookmark: _3aa30z5hfiet]Weakness: 
Token problem -> because Devour is a costly ability.
VP tempo problem -> because you have to pick Construction early.
Meta problem.
Hard to get TG’s.
Hard to get secret objectives -> because you rely on Mecatol points.
Slower start.
[bookmark: _1oxaiimq3e7]Early game 
Place all your SpaceDocks asap.
[bookmark: _j9ie71ztve5]Strategy cards 
To make sure Construction gets picked R1, you must always take it yourself.
You have to get Construction, and Imperial all game, but you would love Leadership.
[bookmark: _p0yup29qtfax]Mecatol 
Hard to get Custodians (you have to prioritize setting yourself up).
Must take Mecatol R2, and must keep it all game.
Your only chance at winning are a few Mecatol points.
[bookmark: _xhv4kcnsorrz]Tech
Vortex almost always R1
Then just focus on unit upgrades: 
· Carrier2, Fighter2, Dread2, Destroyer2
Could consider sometimes:
· DET, Sling Relay, Light wave
· Bio-Stims - maybe if green skip
· Fleet Logistics - if you fear space dock blockade
Forget about SpaceDock2	
[bookmark: _jb9632sjognl]Tactics
Placement of the 3rd SpaceDock is important 
· 3 SpaceDocks highway to Mecatol is always a strong and safe option
· Your Carriers can get from Mecatol to Home and back taking units along the way 
· Other good options:
· Mecatol, Malice, equidistantes
Influence and Tokens are vital to you
· If you have a “2 resource /1 influence” planet, the influence is more valuable if it gets an extra token
Focus on fighters but don’t forget you also need infantry.
[bookmark: _pgfdimwkukvg]Game plan 
Stage 2's are hard, focus on stage 1's and secret objectives.
Early game
· Score without overinvesting and most importantly without being noticed, try to be nice.
· Save as many tokens as possible for stalling in R4.
Late game
· R4 - stall everybody out, only then unleash your plastic.
· Enter R5 with good initiative order and more plastic than everybody else.
[bookmark: _qam47qdn1ysb]Alternate thinking:
Setting up your game requires aggression. While you aggressively build up, deny points for others. Bet on a long-term strategy and a lucky stage 2.
[bookmark: _9yvhxafd47nh]
[bookmark: _14du6hqldzr7]Winnu
The “Mecatol” faction.
Rank: 22 (SCPT_dec-2022) 
[bookmark: _snrxb4l6eie1]Considerations
You are the “Mecatol” faction, but many other factions are also good at this.
High risk - high reward faction. (Unlikely to win.)
Doesn’t need an influence heavy slice, prefers resources.
Loves legendary planets.
[bookmark: _a03evnmrxmjm]Strength: 
Commander & Hero.
Hard to stop late game if rooted properly.
Better “scoring tempo” than other factions.
[bookmark: _6xngngwnbhv5]Weakness: 
One of the worst starts in the game.
Very vulnerable early - often gets cripled or eliminated.
Easy to block from scoring public objectives.
Predictable.
[bookmark: _4bcw8corwt5a]Early game 
Don’t stretch for Mecatol early.
Custodians would be nice, but an almost certain death sentence.
Focus on plastic and fill your slice. 
[bookmark: _3l6f6zp8kpm1]Strategy cards 
Economic value early, Imperial late.
[bookmark: _ej8paz32hd04]Mecatol 
You are “THE” Mecatol faction, so get it. (Ideally R3)
[bookmark: _o4ozkcd9ow6]Tech
DET, GravityDrive, Carrier2 
This is all you really need, invest in plastic rather than tech.
Useless faction tech, ignore.
[bookmark: _z7n1cdhasij]Tactics
Use combo: Flagship + big fighter screen + Commander (offense or defense).
Make sure you always have enough plastic that it's not worth it for the others to attack you.
Hero + Imperial = 1 free point.
[bookmark: _an9wfhgobjmg]Game plan 
Not many options for Winnu, just a simple, boring two parts plan: 
· Secure your HomeSystem and overall slice
· Don’t focus on scoring R1 - R2
· Don’t overstretch.
· Don’t rush tech because you don’t need much.
· Don’t focus on a PDS network - no time.
· Just focus on plastic and how to get Mecatol when you are strong enough to hold it.
· Recover point tempo later using Imperial
· Take Imperial mid game to recover a bit
· Use Hero with Imperial to win in the last round
[bookmark: _rfs906q7efhy]
[bookmark: _59pqjsstxtwz]Xxcha Kingdom
The “Agenda Phase” faction. 
Rank: 13 (SCPT_dec-2022) 
[bookmark: _n2xjajco3kwc]Considerations
Needs 2-3 planets with high influence+resource sum next to the HS.
Late game faction.
[bookmark: _vg7n8w9s2nzb]Strength: 
Hero (the Ω version)
[bookmark: _loytw6gz4fsx]Weakness: 
Slow start.
Early aggression.
[bookmark: _wzykat7ch16d]Early game
Unlock hero asap (R3).
Explore fast, get attachments.
[bookmark: _j270gunboreg]Strategy cards
Love Diplo all game.
[bookmark: _e5v9nct91hyh]Mecatol 
Not at all.
[bookmark: _9hcqwfsm2rpx]Tech
Cruiser2 + WarSun 
Destroyer2 - maybe
PDS2 - situational
[bookmark: _6tys8guk6x21]Tactics
Flagship - still a good deterrent.
[bookmark: _wlqda6vt6v4l]Game plan 
Slow everybody so you might win in the extra round with a stage 2 objective.
Secure 2-3 ultra rich systems (attachments) with Flagship/WarSuns.
Plan to use Quash a lot - to fish for good agendas (have many tokens ready)
[bookmark: _8ubrk1lwzd1m]
[bookmark: _kdx9izw070yf]Yin Brotherhood
The “Indoctrination / Kamikaze” faction.
Rank: 23 (SCPT_dec-2022) 
[bookmark: _fexulxw7mji1]Considerations
One of the weakest factions in the game. 
Needs a slice with wormholes.
[bookmark: _j6btzldvfalb]Strength: 
A good defensive flagship. That’s it.
· Nothing to help you make points.
[bookmark: _x5zyfg4ewds3]Weakness: 
Bad faction abilities, bad faction tech.
· All are too expensive and have little to no impact.
Slowest economy in the game (next to Arborec)
· Money starved all game.
Mobility problem.
[bookmark: _fwjffyxsrdc]Early game 
Unlock commander asap.
Make trade partners - wormholes?
[bookmark: _jvvv1r4h0ztp]Strategy cards 
Take Trade as often as possible.
[bookmark: _92t5wxaqz643]Mecatol 
Hard to keep, so it’s not worth taking it.
Maybe steal it (via Hero) and score one Imperial point with FleetLogistics.
[bookmark: _os29elppc6d3]Tech
DET, Carrier2, Lightwave
maybe SpaceDock2 (you don’t need Dread2)
? Yin Spinner - situational
[bookmark: _gc74al5mhr6b]Tactics
Agent 
· Sell it with every opportunity, money is more important for you.
· After you destroy your flagship you can spawn 2 fighters and still win the combat.
Hero 
· Use it for a point: control objective or Mecatol+Imperial.
[bookmark: _j287ktqsladq]Game plan 
Slow everybody so you might catch up and win in the extra round.
Make a buddy to help your economy.
Explore space, you might get lucky.
· You have to take more risks, you already lost anyway.
Game style: Carrier2+Lightwave Snipes.
[bookmark: _o3zvab9p0rpb]
[bookmark: _e52zkabt7z6h]Yssaril Tribes
The “Action Cards / Stall” faction.
Rank: 5 (SCPT_dec-2022) 
[bookmark: _b9xmx9uwj1ng]Considerations
Likes a green and/or a blue skip.
Needs a resource heavy slice (you have influence in HS and love to take Leadership).
Makes the game longer, and it can become boring. You stall and wait for everybody to finish their actions, and then they have to wait for you to play yours. 
[bookmark: _ql1nw8k7dj]Strength:
By the late game you control almost all the action cards in play.
You can easily stall out everybody when you want.
[bookmark: _5l5qkyauispk]Weakness: 
Meta problem. (one of the most annoying factions in the game)
Early game plastic.
[bookmark: _383rxe7y7tdt]Early game 
You might not be able to get tech R1, or you might not be able to build R1, no problem, you’re good.
Use your mechs ability to secure your position: either on Mecatol, or take both equidistant systems.
Spend your HS on Leadership for a command token, you will also need the secondary of politics.
[bookmark: _xt0tcl1wa9uy]Strategy cards 
Love Politics and Leadership all game.
[bookmark: _5vte0kdlerby]Mecatol 
Get Custodians if possible and hold Mecatol long enough for an Imperial point.
[bookmark: _s6bwbkgnhwea]Tech
Tech hungry: deep green and blue.
Bio-Stims + Mageon Implants = broken good 
DET, Gravity Drive
Don’t need unit upgrades, except maybe Carrier2.
[bookmark: _oz6r53wowu2f]Tactics
Your flagship can be situationally very good.
Remember: if someone gets the "junior" agent from the relic deck - you have access to it too.
One of the few factions that affords to pay a token for the secondary of Trade when needed.
[bookmark: _e9xodxll7gq]Game plan 
Gather as much plastic as you can for the end game, you will be win-slayed otherwise.
Stall Leadership midgame and last round, starve other players.

