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Starting a New Campaign 
 
When you have selected a new campaign you will be presented with the campaign screen.  It 
is here you will set up the game, and select the faction you with to play.  There are various 
game settings that can be tweaked and descriptions of these are as follows. 
 

Level of Advice 
 
How much advice you want to 
be presented with while 
playing the game.  A high 
level of advice means all 
advice will be shown when 
needed, a low advice level 
means you will need to select 
the advice before it is played. 
 

Victory Conditions 
 
How do you want to be 
classed as the ‘Winner’? 
 
Conquer All Factions: To win you need to destroy all other factions within the game.  A 
difficult choice for all players as military might is your main weapon. 
 
Own 90% Of the Galaxy: You need to have conquered most systems within the know galaxy.  
Even with factions remaining, you will be recognised as the galactic master. 
 
Peace For 25 Turns: The most difficult condition to win, you need to coerce your galactic 
partners to live with each other in peace for 25 turns straight.  
 

Faction Selection 
 
Which faction will you play with?  The difficulty level is calculated from the start position, initial 
resources and limitary power and various other factors. 
 
Each faction also comes with a brief background description which gives you an insight into 
the faction, allowing you to understand and follow their motives. 
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Main Game Screen 
 
The main game screen is where you will spend the majority of your time playing Space: 
Absolute War.  Following is a description of all the options available to you on the main map 
screen. 
 

Advisor 
The advisor, whose portrait is displayed in the top left of the screen, is the main guide in your 
galactic quest.  Depending on the level of advice, your advisor will inform you of new features 
and actions you can perform as you come to them. 
 
Hopefully, you will agree with what your advisor has to say. 
 

The News Ticker 
 
The galactic news ticker continually 
informs you of events and actions that 
you and your galactic partners 
encounter throughout the game.  
Construction, research and military 
outcomes are all displayed, and you can 
click on every headline to get more 
detailed information. 
 

The Overview Map 
 
The map overview, in the bottom left 
corner gives you a galaxy wide view of 
what you can see, and which faction 
owns what.  Click on the map to zoom to 
that area. 
 
 

 

The Main HUD 
 
The main HUD is the control centre for you to control your faction.  The HUD is split into 
various sections that give you absolute control. 
 
 
Faction Control 
The first four buttons allow you to monitor and control your faction, and are described below. 
 
Diplomacy: Allows you to monitor the current diplomatic standing of your faction, and all 
known factions. 
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Military: Allows you to monitor the current state of your military, from the current number of 
military leaders, and military fleet sizes. 
 
Finance: Control all aspects of your finances from tax levels and research.  Also allows you to 
monitor per system resources. 
 
Trade: Current trade routes, and allows you to create and cancel trade routes you are 
interested in. 
 
 
Training and Construction 
Icons allowing you to control your system constructions and military fleet size. 
 
Construction: Brings up the construction screen to allow you to build new constructions in 
your current systems. 
 
Train Units: Brings up the train unit’s screen, which allows you select new fleet units to train. 
 
Destroy: Destroys the currently selected unit or construction. 
 
 
Selected Information 
The right hand side of the HUD displays information on the currently selected unit or 
construction.  The name of the current unit or system, along with the resources of the current 
system are displayed, and can be changed using the left and right arrows. 
 
 
End Turn 
The end turn button should only be pressed when you have finished all your actions for the 
current turn.  Pressing the end turn button will allow all other factions to take their turn. 
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Units 
 

Moving Units 
 
Units can only be moved between linked systems.  
To move a unit, you press and hold the mouse 
cursor over the unit the unit’s icon is displayed.  This 
means you have picked up the unit.  Move the icon 
to the system you wish to move the unit, then drop 
the unit.  The unit will then move to the system you 
selected. 
 

Carrying Out Actions 
 
Units can interact with each other by picking 
them up and holding them over the unit to carry 
out an action.  Various icons will appear, 
showing what actions can take place.  Drop the 
unit to carry out the action. 
 
Depending on the unit, different actions can take 
place. 
 
 

Unit Properties 
 
Unit properties can be viewed in one of two 
ways.  To view detailed information on a unit, 
right click the unit.  For a quick synopsis, hold 
the mouse cursor over the unit. 
 
Command Rating describes the influence over 
their sub-units.  High loyalty means the unit will 
be hard to bribe.  Reputation describes their 
reputation throughout the galaxy. 
 

Training Units 
New units are trained using the new units 
screen.  Open this by selecting the option on the 
main HUD, and select the unit you wish to train.  
It is possible to train five units are once, but of 
course this will cost many resources per turn. 
 

Destroying Units 
 

To destroy a current fleet unit, select the unit in the main HUD, then click the destroy unit 
button.  This will destroy the current unit, and if necessary, promote a new fleet commander. 
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Constructions 
 

Building System Constructions 
 
Constructions are built on a per system basis, and 
can only be constructed when the required research 
and pre-requisites have been completed.  All 
systems need to construct a Space Platform 
before any other construction can take place. 
 
Select the Build Construction icon on the main HUD 
to bring up the construction screen.  Select the 
constructions you wish to build, and it is possible to 
build up to five constructions at once.  The build 
queue will show the current state of construction. 
 
 

Construction Properties 
 
To view various properties of all the currently 
built constructions, select the system you are 
interested in and right click the construction to 
view the requested information. 
 
 
 
 
 
 
 

 

Destroying Constructions 
 
To destroy a current system construction, select the construction in the main HUD, then click 
the destroy construction button.  This will destroy the current construction, and if necessary, 
update the possible build queue.  If a construction is destroyed, all constructions that were 
made obsolete on the initial building will also be destroyed. 
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Galaxy Systems 
 
The systems making up the galaxy are the main areas of play within the game.  It is the 
control of these systems that mainly dictate how powerful your faction is. 
 

Controlling Systems 
 
Each system must be delicately controlled within the game, from keeping the native 
population happy, to making sure the resource production in the black.  To view systems 
properties, right click on within the system, or on a system body and a system/body property 
screen will appear. 
 
The property screen will differ slightly depending on the type of information it is displaying, but 
something are the same across both screens. 

 
System Property Screen                                                System Body Property Screen   

 
Both screens will show you a visual representation of the selected object.  This should give 
you a quick idea of the type of body, and any general information.  Along with this, a short 
description will inform you of any special features, along with the any population benefits you 
might receive. 
 
Both screens list the general population count, along with the populations’ happiness and 
loyalty.  A happy and loyal population will give increases in resource production and tax 
revenue, but unhappy populations will loath working for you, and resources will decrease. 
 
The system screen gives you two extra options. 
 
System Tax Level: The tax levee applied to your citizens.  A high level will increase your 
revenue, but your population will not be happy about the increase, and their overall level will 
fall. 
 
System Bodies: The list displays all the system bodies within the solar system.  Clicking on a 
body, then selecting ‘Show System Body’ will take you to the relevant system body property 
screen. 

Capturing Systems 
 
To capture an enemy or independent system, you must first move your military unit to the 
system and right click it, to bring up the unit property screen.  Selecting the ‘Invade System’ 
button will launch an attack.  Any enemy forces present will defend the system before you 
become the new ruler.  Events will take place when all factions have played their turn. 
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System Finances 
 
The system finance screen is a detailed, but simple screen that shows you exactly what is 
going on throughout your faction. 
 

Current Resources 
 
The current resources display the 
resource stock pile and resource 
change per turn of the entire faction.   
 
This allows you to have a full view of 
all your systems combined, and if 
you need to being large stock piles 
of a particular resource into your 
faction. 
 

Faction Research  
 
Research within your faction is an 
important element of your 
advancement.   
 
Offensive, defensive, entertainment 
and production research are all 
important elements, which will 
change your faction based on the 
amount assigned to each section.  
Each section will lead to different 
outcomes, which will be unknown to 
you until your scientists discover 
something new. 
 
The research investment is a % 
based value of the Gross Domestic 
Product (GDP), and can be set low 
or high.  The higher the investment, 
the quicker breakthroughs will 
come, but this will require much 
more money. 
 

Per System Breakdown 
 
The per system breakdown gives you a detailed overview of each system, showing where 
your resources are being used, and how much is being generated.  This will give you much 
more control regarding the construction and trade within a system. 
 
Each icon represents a different section, such as military cost, research, trade etc. and can be 
controlled within the system. 
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Trade 
 
Trade is a vital part of your faction management.  Each system is self contained and 
generates its own money and resources, which may lead to some systems having large 
deficits.  Trade between faction systems and allied systems allows you to make amends for 
this. 
 

Trade Routes 
 
The trade route forms the backbone 
of trade with either inter faction trade 
or trade with allied factions. 
 
The trade screen allows you to set-
up, modify and cancel trade routes 
between the currently displayed 
system.   
 
Scrolling between systems shows 
that systems current resource deficit, 
and the current trade income 
(yellow). 
 
The current trade offer allows you to 
specify the resources you wish to 
send to the destination system, and 
the resources you want in return. 
 
Once the resources have been 
calculated, you can offer the trade 
routes.  Inter-faction trade routes will 
automatically be set up, but trade 
between different factions will have to 
be agreed with by the destination 
faction. 
 
Trade routes that have been set up 
can be cancelled or modified. 
 

Trade Ships 
 
Once a trade route has been set up, a trade ship 
will automatically start the trade route.  This will 
give you a good idea of what your trade routes 
are, and the systems that are linked to trade. 
 
It is not possible to select these units, as they 
act independently of your control. 
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