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Galactic Warlords: Battle for Dominion is a card-driven game of tactical deployment and planet control. In this game, you play as one of the Warlords, 
with purpose to establish your dominion over the galaxy and score the most points at the end of the game. You will do this by playing your hired 
Mercenary cards from your hand in your Command Area. Each of the Mercenaries will come with their own units and actions such as Deploy Troops, 
Recon, Assassinate and many others. By using these units and actions, you will be able to assert control over the planets in the contested galactic 
region. At the end of the game, you will score points for completing Missions of the Mercenaries you have played during the game as well as other 
bonus points. Whoever has the most points at the end of the game is the Great Warlord and winner of the game!

400 YEARS AGO, THE GALAXY WAS FINALLY UNITED.

After a long and tiring negotiations, the Preiakka Galactic Federation was born. Six major galactic factions, the Altorans, the Oku’Nar, the Remmen, 
the Fellerians, the Praxis and the Kiithos were united under a single idea - to bring peace to the galaxy - after years of hostility and aggression.

And for all that time, the galaxy prospered in peace. Trade and cultural exchange flourished, people travelled and explored the wonders that the 
galaxy of Preia had to offer. The Federation colonized countless worlds, and welcomed others as equal-rights members.

But 78 years ago, all of that came into an end.

It was the year of 4596 when Aniur Lankhom, a high representative of the Fellerian Republic, was assassinated. Members of the Praxis delegation 
claimed the responsibility of the assassination. People were shocked, hell broke loose, panic and terror grew as tensions between the Fellerians 

and the Praxis increased each day. 

After a fleet was sent to Praxis space to apprehend the killers, the Fellerians were met with aggression from the Praxis. Their fleet, brutally 
destroyed, marked the birth of the Galactic Civil War, which shattered the foundations of the Preiakka Federation and claimed the peace that 

lasted for centuries. 

NOW, AFTER ALL THOSE YEARS, THE GALAXY LIES IN RUINS. 

The worlds that got caught in the war were so weakened, one can barely see any traces of the wonderful civilizations that once made up the 
Federation. 

And from the massive conflict and chaos, powerful warlords arose.

They would lead the galaxy into a new time of war, as their new factions seek to control the vast spaces and the rich worlds that were once the
biggest pride of the Federation. Even in this exhausted shape, the battle-scarred worlds still have plenty to offer. From the crystal blue oceans of

the Remmen Expanse, to the beautiful deserts of the Altora Region, each world will now have to suffer the
DOMINION OF THE GALACTIC WARLORDS.

STORY

overv i ew
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COM PONENTS

1X
GALAXY GAME BOARD

4X
PLAYER BASES

4X
SHIP STANDEES

3X
BATTLE DICE

17X
RECON AND ACTION MARKERS

6X
PLANET MARKERS

8X
PLAYER MARKERS

8X
WOUND MARKERS

80X
INFANTRY MINIATURES
20X PER PLAYER COLOR

12X
TANK MINIATURES
3X PER PLAYER COLOR

8X
AIRCRAFT MINIATURES
2X PER PLAYER COLOR

40X
MERCENARY CARDS

16X
SUPPORT CARDS

24X
PLANET TILES
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MERCENARY ACTIONS
The main driver of the game. You will use these 
actions to deploy units, bombard planets, 
assassinate mercenaries etc.

UNITS
Each mercenary comes with his number of units. 
So, when you play a mercenary card, he will give 
you control of these units over to you so you can 
use them in the game. When you gain units, you 
place them in your Launch Pad, ready to be used.

GALACTIC SECTORS
This is where the planet tiles are 
shuffled and put on the board. The 
sectors are also divided as Outer 
Sectors (Dark Blue) and The Core 
(Light Blue).

MERCENARY MARKET
The place where the mercenaries 
from the galaxy gather and wait to 
be hired! Players will hire (draft) 
the Mercenary Cards from this 
designated area.

REPUTATION TRACK
Players will advance the Reputation 
track and gain bonuses and more 
power as their faction’s influence 
grows stronger.

PLANET TRACK
Battles will influence the state of 
the planets, so this is where the 
players will be able to keep track.

MERCENARY MISSIONS
By deploying units from your Base and maintaining 
control of the planets of the appropriate type, you 
will accomplish the Mercenary Missions, which 
will give you power  at the end of the game.

SKILLS
Each mercenary has a pair of skills. When placed 
next to another mercenary with the same skill, 
you can place a Guard on the now fully-colored 
skill circle. If it is your second guard on a skill circle 
of the same color (for example your 2nd Guard 
placed on a red circle) you can play that skill action.

concepts

MERCENARY CARDS

GALAXY BOARD AND TRACKS
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THE OBJECTIVE IN GALACTIC WARLORDS: BATTLE FOR DOMINION IS TO HAVE THE MOST POWER 
(VICTORY POINTS) AT THE END OF THE GAME. THERE ARE 3 WAYS TO GAIN POWER:

DEPLOYMENT REPUTATION MISSIONS

The power symbol

When you deploy units on planets, you will gain 
power  according to the position of that 
planet’s marker on the planet track.

EXAMPLE: The red player decides to deploy 
his units on a yellow planet. Because at the 
moment, the yellow planet marker is at the 
last spot on the track, he or she will gain +2 
power  immediately for deploying there (the 
bottom value at the track marked “Deploy”).

EXAMPLE: The red player gained 1 reputation 
through playing an action. He or she can 
choose to either gain +1 Infantry in his base 
or gain +2 power  immediately.

EXAMPLE: At the end of the game, the red 
player controls 2 blue planets and 1 yellow 
planet. Because he or she controls 2 blue 
planets, he or she gains +2 power  per 
mercenary with the blue planet symbol, so the 
blue planets will give him or her 8 power  
total.

Because the red player also controls 1 yellow 
planet, he or she will gain +2 power  for 
each mercenary and because he or she has 3 
mercenaries with the yellow planet symbol, he 
or she will gain +6 power  total.

Each time you gain Reputation, you will be able 
to gain either a game bonus or power .

At the end of the game, you will gain 2 power  
 for each planet you control that matches 

the symbol in the upper left corner of each of 
your non-wounded mercenaries in play.

object i v e
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Some of the setup rules will have an additional rules for 2, 3, 
and 4 players marked by these symbols:

setup

32 4 2 vs 2

2. UNITS IN BASE: Each player then places two Infantry units 
from his or her reserves in the Mission space in his base. 
Additionally, each player places all of his Tank and Aircraft units 
into the Launch Pad space in his base.

3. SEED PLANETS: Separate 2 planets from each color and set them aside. Then shuffle the rest face down and take 7, 8 or 9 planets for 2, 
3 or 4 players accordingly and shuffle them together with the ones previously set aside.  You should now have 19, 20 or 21 planets depending 
on the number of players. Shuffle these planets again and put them on the galaxy map randomly face down, 2 in each Outer Sector and 1 + 1 
planet per player in The Core, then reveal the planets in the three middle sectors as shown below. Put the rest of the planets back in the box.

EXAMPLE: Because at this setup example 
2 white planets were revealed, the planet 
marker representing the white planets would 
go 2 spaces forward. Do this for all planets 
revealed during setup. Remember, each time 
a new planet is revealed, the corresponding 
marker goes 1 space forward on the track!

1. ASSIGN FACTIONS: Each player chooses a faction and takes 
all of the components associated with that color: Base board, 
units, ship marker and other markers. Each player places his 
power marker on the 0 space on the power track and the units 
in a dedicated space beside his base called reserves.

7X

8X

9X
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6. DEAL MERCENARY CARDS: The deck is arranged differently 
with different number of players:

7. DISCARD MERCENARIES: Each player must choose 2 
mercenary cards to discard from his hand (leaving the remaining 
3 from step 5 in his hand as a starting hand to begin the game 
with). Shuffle the discarded cards from every player, back into 
the mercenary deck. Then, reveal the top 4 cards from the 
mercenary deck to form the mercenary market.

4. PREPARE REPUTATION TRACK: Shuffle the Reputation action 
markers face down and then place them randomly on each slot 
on the Reputation Track face up. Put the leftover token back in 
the box.

In a 3-player game, shuffle all of the 40 mercenary 
cards instead and then remove 7 cards at random 
to form a deck of 33 cards. Then deal 5 to each 
player.

From the mercenary deck, separate the 30 cards 
marked with 2 in the lower right corner. Shuffle the 
cards and deal 5 to each player.

In a 4-player game, shuffle all of the 40 mercenary 
cards instead and then remove 4 cards at random 
to form a deck of 36 cards. Then deal 5 to each 
player.

3

4

2

5. DEAL SUPPORT CARDS: Shuffle the support deck and deal 1 
card to each player face-down to his hand.

1X

5XMERCENARY DECK

SUPPORT DECK

DISCARD 7 AT
RANDOM

DISCARD 4 AT
RANDOM

DISCARD 2 
FROM HAND

SHUFFLE DECK  
AND THEN:

DEAL TO 
PLAYERS

DEAL TO 
PLAYERS
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The player moves his units one step towards the 
Launch Pad space in his base in this order:

1. All units from the Decon space move into the 
Launch Pad space.
2. Then all units from the Mission and Medical 
Bay space move into the Decon space.

IMPORTANT: During the next phases of the turn 
a player will only be able to use units that are on 
the Launch Pad space!

In this phase, the player may recall any ONE 
INFANTRY UNIT from anywhere on the board 
back into his Launch Pad.

Please note that you cannot return a Tank or an 
Aircraft unit this way to your Launch Pad.

gameplay

Each round the players take turns in playing the game. Each player must take all the mandatory phases of a turn. Here’s an overview of a player’s turn:

RECOVERY

RECALL



9

The player moves his Base Ship on the board into an adjacent sector, following 
these restrictions:

REVEALING PLANETS

If you move the ship into an unexplored sector (it contains face down planets), you must reveal 
the planets immediately. Then, for each planet type revealed, move its corresponding planet 
marker on the planet track as previously explained.

MOVE BASE SHIP

For two players, only one Base Ship can be in the Outer Sectors 
and The Core can accommodate any number of Base Ships.

For your first turn, place your Base Ship in any revealed sector following the 
above restrictions.

For three and four players, two Base Ships can 
be in a single Outer Sector and The Core can 
accommodate any number of Base Ships.

2

outer  s ectors

The  core

3 4
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After you play a mercenary card from your hand in your Command Area, place the number of assets (Infantry or other) shown in the bottom left 
corner on the mercenary card from your reserve onto the Launch Pad space in your base.

g a i n  un i t s

THE MERCENARY CARD YOU 
PLAYED THIS TURN

RESERVES

PLAY A MERCENARY
In this phase, the player MUST PLAY ONLY ONE of his mercenary cards from his hand into his Command Area. Each mercenary card that is played 
after the first one in the next turns must be played on one of the sides of the cards already into the Command Area:

TURN 2
EXAMPLE

TURN 3 
EXAMPLE
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If the Mercenary card you just played formed a full skill circle with the Mercenary card next to it, you can place an Infantry unit from your Launch Pad 
space in your base onto the circle. This unit now becomes a Guard. A mercenary in your Command Area is considered “guarded” if it has at least 
one guard on either of its sides.

WHAT ARE GUARDS FOR?

Guards protect both of the Mercenaries they cover from the Assassinate action. An Assassinate action may target either a Guard or an unguarded 
Mercenary. Guards can also be used to play the skill that your mercenaries possess.

If you decide to place a guard, it must be placed on the full skill circle that you completed during the current turn, as you cannot place a guard on 
that full skill circle in later turns.

place  a  guard

Guards can also be used to play certain skill actions that your mercenaries posses. The next time you place a Guard on full circle of the same color 
(when you have 2 Guards on 2 circles of the same color), YOU MAY PLAY the Skill Action of that color. Each skill can be played once per game per 
player.

You can also use the guards you have to defend planets you control when you are being invaded. (See Deploy Action, page 13).

p lay  a  sk i l l  a c t i o n

G uards  as  r e i n force me n t s

HEAVY ASSAULT ORBITAL BOMBARDMENT CALL FOR SUPPORT COVERT OPS

Wound an opponent’s unguarded 
mercenary or kill one opponent’s 

guard.

Destroy all units on a single 
planet.

Draw 2 support cards. Play a Deploy action on any planet 
on the board.
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g a i n i n g  r eputat i o n  w i t h  act i o n s

Some of the actions in the game will let you gain reputation. When you play an action that corresponds with the RIGHTMOST reputation action 
marker that is the BEHIND your player marker on the track, gain 1 Reputation (move your playr marker one space to the right of the track).

EXAMPLE: This reputation track marker arrangement shows that in order to advance the to the first two 
spaces of the reputation track with an action, the red player must play one Bombard action for each of the first 
two spaces of the track. Once his player marker gets to the 3rd and 4th space on the track, he would need to 
play Recon actions to advance his reputation, for the 5th a Subterfuge action etc.

You may choose to play any or all of the actions on the Mercenary card played this turn during 
this phase, in any order, if able. However, when you choose to play one of the actions, you have 
to resolve that action first before continuing to play the next action. During this phase, you 
may also play at most ONE Support card from your hand.

ACTION PHASE

In order to play most of the mercenary actions, you will need to put an Infantry unit or other 
type of unit from your Barracks into your Mission space as an additional cost to play that 
action. These costs are written for each action in the action section of this rulebook.

Mercenary  Act i o ns  co s t
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g a i n  r eputat i o n  bonu s

After you have gained reputation from playing the action, proceed to resolve that action.

+1
FOR THE CAUSE:
Fighters join your cause. Immediately put a Infantry unit 
from your reserves to your Launch Pad space.

NEED A HAND?:
Repair one of your Tank units that was removed out 
from the game. Put that unit in your Launch Pad space.

RECOVER UNITS:
Immediately perform a recovery of all of your Infantry 
units.

NEW FRIENDS:
Immediately draw a support card.

GAIN MISSION:
Immediately draw a new mission card.

One of the Aircraft’s abilities, 
Dropship lets players deploy 
the group of units with the 
Aircraft on any planet on 
the board with the deploy 
action.

EXAMPLE: The red player decides to deploy on a yellow planet by 
using the Aircraft together with 2 other units even though his Base 
Ship is not in the sector of that planet.

THE AIRCRAFT’S DROPSHIP ABILITY

Deploy up to 3 units from your Launch Pad on a planet in the sector where your Base ship is currently located. 
ESTABLISH PLANET CONTROL: If you deploy the units on an empty planet, you gain control of that planet and gain power  
according to the Deploy value where that planet marker is at the moment on the planet track.

INVASION: If you deploy units on a planet containing other player’s units, an invasion occurs. For the rules regarding Invasion and 
how to resolve it, see page 14.

PLANET UNIT LIMIT: A planet cannot contain more 
than 3 units of a single player.

You can deploy units on planets already containing your 
units, but as written above, you cannot go over the limit 
of 3 units per planet. 

DEPLOY

After the player that gained reputation moves his marker to the next space on the reputation track, if that space contains bonuses he may choose 
to gain one of the available bonuses on that space. Here’s an explanation of the bonuses:
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Send one Infantry unit from your Launch Pad space to your Mission space and choose an opponent to take one of his or her 
mercenary cards at random. Then either:
A: Keep the card and give one of your Mercenary cards to him or her, or;
B: Play one of the card’s mercenary actions, resolve it and then return the card to him or her.

If you choose option B, it is important to note:
1. You cannot Initiate invasion with a deploy action.
2. You cannot play another Subterfuge action with the opponent’s mercenary card.
3. You do not gain Reputation by playing a corresponding action on the Reputation Track.

SUBTERFUGE

Send one Infantry unit from your Launch Pad space to your Mission space to put a wound marker on a unguarded opponent’s 
mercenary card if that opponent has at least two mercenary cards in his command area or kill an opposing guard. If you kill a 
guard, put that unit to its owner’s Medical Bay. IMPORTANT: Wounded mercenaries do not score power  at the end of the 
game!

EXAMPLE: You can either kill the red player’s guard and return it to his or her Medical Bay or you can wound the mercenary on 
the right because it doesn’t have a guard protecting it.

ASSASSINATE

WOUND 
MARKER

OR

OR
OPPONENT’S

 HAND

PLAY ONE
ACTION

Same as the Deploy action, only you CANNOT initiate invasion with this action. This means, the units you deploy with this action 
symbol, MUST be deployed on an EMPTY planet or a planet containing your units, in the sector where your Base Ship is, or a 
remote empty planet with the Dropship ability in any sector if possible.

DEPLOY ONLY
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Send one Infantry unit from your Launch Pad space to your Mission space to kill an opposing Infantry unit on any planet, or; 
Send one Aircraft unit to the reserves to kill an Infantry unit on any planet. Then roll 2 dice. For each hit, remove an additional 
unit from that planet.

Send one Infantry unit from your Launch Pad space to your Mission space to draw a Support card.

Send one Infantry unit from your Launch Pad space to your Mission space.  Choose a sector with unrevealed planets, look at 
them secretly and return them face-down. Then you may place one of your available recon markers in that sector face-down.

During your Move Base Ship phase, instead of moving your Base Ship to an adjacent sector, you may move it to a sector where 
one of your recon markers is located (Note: Base Ship restrictions still apply).

Play an 
Assassinate 

action.

Play a Recon 
action.

Play a 
Subterfuge 

action.

Play a Deploy 
Only action.

Play when a 
player plays a 
support card 
and block it.

TACTICAL DROP
When you enter this sector, you may turn this marker face-
up and then play a Deploy only action on a single planet in the 
sector. Then, return the recon marker to your supply.

TACTICAL INVADE
When you enter this sector, you may turn this marker 
face-up and then play a Deploy/Invade action on a single 
planet in the sector. Then, return the recon marker to 
your supply.

At the end of the action phase, if your Base Ship is located in a sector where you have a recon marker, return that marker to 
your supply, regardless if you played its action or not.

Support cards represent the lesser mercenaries and guilds in the Galaxy that either want to help you with your cause, or they simply owe you a favor. 
These cards can be played as bonus actions during the Action Phase on your turn. A Support card can be played either before you play a Mercenary 
action or after. Some cards, like Blockade, can be played on the opponent’s turn. 
NOTE 1: You may play only one support card per turn.  NOTE 2: Actions that you play with support cards do not advance you on the reputation track.

BOMBARD

SUPPORT

RECON

s upport  cards
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1 . planet devastation

2. defender reinforcements

EFFICIENT TARGETING
After the roll, the 
defender may reroll 
any amount of dice.

FIRST STRIKE
Invader rolls -1 die.

FORTIFY
Defender gains an 
additional die.

BOLSTER
The invader hit die roll 
counts during your 
first roll.

As mentioned before in the Deploy action section, if you deploy units on a planet already containing opponent’s units, an invasion occurs. Follow the 
next steps to resolve the invasion:

Massive battles taking place on the surface of the planets can really harm the already devastated planets of the galaxy. Move the Planet token that 
corresponds with the type of planet being invaded at the moment one step backwards on the Planet track.

If the defender has fewer units than the invader, he or she may reinforce the defending units with 1 additional infantry unit only before the start of 
the battle. The defender can do this by taking a Guard from a Mercenary in his or her command area to place it on the planet that is currently under 
invasion. If the defender does this, that unit will add an additional die for the defender roll as if the unit was already there when the invasion was 
initiated.

Additionally, if the guard was placed from a Mercenary that matches its Mercenary Mission with the planet being invaded at the moment, the 
defender can perform an additional Defending Maneuver that only counts for the first round of the combat depending on the color of the skill that 
the guard was deployed from:

Example: The red player decides 
to Invade the blue player’s 
yellow planet. Because of the 
destruction invasions cause, 
the yellow planet marker is 
moved one space backwards, 
thus reducing the Deploy and 
Domination values of the planet.

INVASION AND COMBAT
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3. Combat - players roll

4. casualties

5. Check for victory and gain reputation

During this step, both players roll dice to determine the number of hits they will inflict on the opposing units. Regardless of any combination of units 
that the player may have in the battle, a player can roll maximum of 3 dice per battle.

Each die has 3 combat results: A hit         , an invader hit         , and a miss         .

If all units from one of the players are destroyed, the other player is the winner of the combat. If the Invader won the battle, he or she gains +1 
Reputation. If there are still left units from both players on the planet, another invasion round begins.

Evacuate: Additionally, if there are still units left from both players and the defender has an Aircraft present on the planet, he or she may Evacuate his 
or her units from that planet by using the Aircraft’s Evacuate ability. If the defender does this, he or she puts the units from the planet onto the Launch
Pad space in his or her base.

After both players involved in the battle rolled their dice, each player calculates how much hits that player gives to the other player’s units. Invader 
calculates how much hits he or she has given to the defender (regular + Invader Hits, only if the invader has a Tank present in the battle, as ex-
plained above). The defender needs to remove that many defending units from the planet. The defender also calculates how much hits (regular hits 
only) he or she has given to the invader, and the invader removes that many units from the planet.

Tank Special Ability - Heavy Siege:

If the invader has at least one 
Tank in the battle, it unlocks the 
“invader hit” side of all of the 
invader’s dice during the combat 
rolls, as long as a Tank is still 
present in the battle.

This means that if the invader 
rolls an invader hit during battle, it 
will count as a normal hit instead 
of a miss.

NOTE: When destroyed, Tanks and Aircraft do not go back to your base. Instead, place them in your reserve pile.
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4  p layer  t eamplay  f r e e  act i o n s

HIRE A MERCENARY
In the last phase of the turn, you need to choose whether you will draft a card from the Mercenary Market, or choose to draw the top card of the 
Mercenary deck.

In 4 player games, where you play in teams of 2 vs 2, each player can perform one free “Team Action” of the three Team Actions offered on his turn.

Take a card from the revealed Mercenary cards. After taking 
the card, reveal the top card of the Mercenary deck and place 
it in the empty slot.

Exchange one Mercenary card with your 
teammate at the same time. Your teammate 
must give you a card if you choose this action.

Switch control of planets in adjacent sectors 
with your teammate by moving all of your 
units to his planet and all of his units to your 
planet.

Remove X Infantry units from your Launch 
Pad to your reserve. Your teammate puts 
that many Infantry units from his reserve 
into his Launch Pad.

If you choose to draw a card from the top of the deck, remove 
the 4 face up cards in the Mercenary Market from the game. 
Then, simply add 4 new cards to the Mercenary Market from 
the top of the Mercenary deck, face up.

ORdraft  a  mercen ar y draw  a  mercenary

1
1

2

2

X X X X

In a 3 and 4 player game, if you draw a card from 
the top of the deck, YOU DO NOT remove the 4 
cards in the Mercenary Market from the game.

3

4
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Gam e  end

SCOR I N G

A game end is triggered when:

After the game ends, each player gains additional power  for the following:

Each player gains 1 power  for each of his or her guards present on his or her mercenary 
cards at the end of the game.

LAST CARD IS DRAWN/DRAFTED A PLAYER REACHES END OF 
REPUTATION TRACK

A PLAYER PLAYS HIS 4TH 
MERCENARY WITH THE SAME 

PLANET SYMBOL

The last card of the Mercenary Market is 
drafted/drawn, after which each player plays 
one more turn and the game ends.

A player reaches the last step on the 
Reputation Track. The active player finishes his 
turn and the game ends.

A player has 4 Mercenaries with identical 
missions in his command area. The active 
player finishes his turn and the game ends.

GUARDS
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Each player that has a majority of units on a planet type (most units on planets of that planet type), gains power  equal to the Domination value 
of that planet type.

EXAMPLE: Even though the red player controls more white planets than the blue player, the blue player still has majority of units on that type of 
planet (3 vs 2). So the blue player will gain +4 Power , because that planet token is on the last space of the planet track where the Domination 
value is +4 Power .

As previously written, each player gains +2 power  for each planet he or she controls that matches each symbol in the upper left corner of his 
or her mercenary cards.

This rulebook and any new versions and FAQ’s 
may also become available on our website in the 
future. Scan the QR Code on the left or enter the 
following address manually for info:
www.archonagames.com/rulebooks/

Game Design: Babis Giannios
Art: Mihajlo Dimitrievski - The Mico 
Graphic Design: Damjan Mihailov
Developed and published by:
Archona Games

UNITS MAJORITY

MERCENARY SYMBOLS (MISSIONS)

After calculating the total power, the player with the most power is the winner and proclaimed the Galactic Warlord!
In case of a tie, the winner is the player who gained more power from his Mercenary Missions than any other player. In case there is 

still a tie, the winner is the player who is furthest on the Reputation Track.

THANKS TO ALL BACKERS THAT SUPPORTED THIS GAME!

EXAMPLE: At the end of the game, the red player controls 
2 blue planets and 1 yellow planet. Because that player 
controls 2 blue planets, he or she gains +2 power  
per mercenary with the blue planet symbol, so the blue 
planets will give him 8 power  total.

Because the red player also controls 1 yellow planet, 
that player will gain +2 power  for each mercenary 
and because that player also has 3 mercenaries with the 
yellow planet symbol, he or she will gain +6 power  total.


