Guideto Building a Guardian
Empire

Empire Name: Knightex
Empire ID#: 278288
Game Speed: Real Time
http://uc.gamestotal.com/?in=278288

This guide is for players that have finished thterial and is
somewhat familiar with how the game works. Thougime parts
of it comply with other races and in general, ifmestly meant for
those who have recently restarted to Guardian amd hnished or
skipped Act 1. In order to restart to Guardianaal@ccount is
required. This guide works best when you re-distelall your
infrastructure levels to housing.

Sections:

Research (Projects and Technology Tree)
Research (Infrastructure Levels)

Systems Management

Stacking

Ministers



Researching Tech. Treeand Projects

If you have minister(s) with level 50 or highex @ollecting,
| suggest you to research Minister Office followsdMinister
Training. Even if you do not have ministers, | webstill advise
you to and get one so you can invest credits imtontto help
prepare your empire for when you leave newbie ptms.
Minister will be discussed further in the sectidhinisters. After
that, research Upgrade System and Destroy Systdrfirash
investing in them as you will need them if you ptanfollowing
this guide.

Once done researching your ship class until th taro left
are the two K class ships: Hun-Li and Hun-Xe (yall mot see
Hun-Xe under your tech. tree menu until Hun-Liufiyf
researched), you must decide if you want to spetotbhof 34
ours of non-stop research for the 38 k turns reguimore hours if
you are not paid) or leave newbie protection. Realy, | find it
boring to spend all that time researching so Inefivbie protection
but did not go past 5 mil Pr. If you do the sanmay ysually won't
get attacked unless someone experienced has atdlye
restarted. Try to get them as soon as possibledgtur
subscription expires (if you bought a one monthsstiption).
When both ships have been successfully researodsehrch the
first 2 Space Programs and the first System Defe3isee
Guardians are not good miners, | wouldn’t get ainhe temples
unless your’s is already 100,000 meters or higher.



Resear ching Infrastructure Levels

As you advance in Pr, you will have less and less to do
infrastructure research due to that you will havexplore back
losses, build and rebuild your fleet, and manage ggstems more
often. It is suggested you research infrastruataté you have 50
or more levels before going past 15 mil Pr. Trkeéep the total
number of planets in your empire below 25 k undilijhave
finished. Here are 4 rules to help guide infragtrteeresearch:

1. Research only housing.

2. Research only in DP.

3. Research outside of DP only when you are fisdktéacking
or waiting for DP.

4.  90% of the turns earned in DP should be foasthucture
research and the rest on managing planets and orexgpback
losses.

Though your population will add on to your Prsit’
inconvenient to level up housing systems, loya#es a while to
get to 5 k, and food can sometimes be a problermgas still the
best source of income. Guardian has no income &ayarover
other races, but its tax from population is alnasgood as other
races. Not concentrating on only one type infrastme research,
will not give you your possible maximum possiblepui.



Systems M anagement

While still researching infrastructure, all plasnef your Sol
should be assigned to housing and loyalty shoulalt 5.
Whenever you log on, buy about 75 mil food andhdudd last the
whole day, depending on how long you play a dayyand total
planets. Whenever you go below 10 mil food, buyerfood
before you forget. Once you research to your desirgastructure
level, build 680 s.lapiz (a paid ship, which is wthg faster you
finish researching K class ships, the more timellyba able to
explore with them) and explore on Sol until you &0k planets
while you are in DP with at least 3 hours of it lahd assign the
planets to agriculture. Make sure you have at3ddst before
doing this. One disadvantage to being Guardianatyou will
only be able to create 6 systems without havingutpLost System
projects.

Once done, decrease your population on Sol to®'(d
worry about loyalty), free all but 100 planets, ameate an Eden.
Assign all the planets on Eden to anything but hrmpand then
move your scouts from Sol to Eden and destroy$alv, this step
requires more than 10 bil credits so | advise yoget a lord at
least 75 days old, more than 100k planets (foutelpurposes) and
promises to send you tribute(s) everyday. Keepxptoeing and
upgrading Eden until is level 6 and you have attléQ k planets.
Build another 6.8 k s.lapiz. and upgrade Eden agathkeep
exploring and upgrading until Eden is level X.

Note: Most of the above paragraphs may not be saced the
Guardian missions have come out and an Orion erpddble from
doing them.

After Eden, the next 5 systems should be Darkpldf& on
and upgrade 1 Dark at a time whenever you haweaat B hours of
DP left and 10 bil. Whenever you finish levelingaipark to level



X, create another system from it with all but 1@@h& planets so
your total planets will be less and you will ex@daster. The top 4
Darks should have more than 8 k planets each amdane than 10
k planets. The bottom-most Dark should have a femasand more
planets than other Darks to act as a decoy for KFden.

When done, your Eden should have 30% system defans
31% if you used the first System Defense. From naywonly
explore on your top 4 Darks when they are belowpBakets. For
ever 15 k planets you have on your Eden, 1 k plsinetild be
added to your bottom most Dark. The top 3 Darksikhbave
their planets assigned to Industry, and the bofamssigned to
Farming. If food is insufficient, assign all theapkts to all 5 Darks
to agriculture. You may, however, want to assigamiho
commerce and buy your own food. This may proveuwlsetien
the market is selling food below 14 and in largargities.

Sometimes, you can still win several invasionyour Dark
with extra planets when OP is adequate. To help,might want
to post Strafez runners or fodders whenever yologgang off
with 6 or more DP tokens and at least 2 stackskbe@ch equaling
at least 35% of your Pr is provided.



Stacking

In general, the more stacks you have in your fkaet better.
If your total stacks outnumber your enemy's totatlss, your
stacks without another stack to fight will flankdagave you an
upper hand in combat. Of course, the way you diten can
make a huge impact on if you win or lose and haghlihe
casualties are. | know of two good combination$ ktisee
sometimes. One balanced for defense but can mgked
offensive fleet for those below 125 mil Pr is:

k.Hun-Xe

L.Topaz
g.Corundum/g.Fluorite
L. Emerald

K.Hun-Li

This one is from someone-who-wishes-not-to-be-rthme
Since it only has 5 stacks, you may want to addranrestack
between Hun-Li and Topaz, preferably g.Fluoritedgira
firepower, or [.Quartz for extra defense. You daedlly need to
add more to help defend your systems as long asigoea a good
number of Hun-Li (in other words, enough so theynivbe wiped
out in two battles) and you don’t meet anyone $ipams the
bottom 3 stacks and/or has Strafez Queens astdipestack.

The second one | know is:

L.Ruby
k.Hun-Xe

L. Emerald
g.Corundum
k.Hun-Li
L.Topaz



It's for players above 125 mil Pr. So far, | hawdound anything
it does extremely bad to.

When designing your own stacking combination feirayle
purpose such as for defense or for attacking g tesethe UC
Ship Lists and compare the ships you are usinglandhips your
target may be using. For offensive fleets, thedmottwo stacks
should be with high damage/Pr ratio and defensise-versa. To
avoid being flanked against, have at least 6 stankishave ships
with high hull/Pr ratio at the bottom stack wheghfiing against
Collectives for attacking and when you are suspgiof an attack
form them.



Ministers

Obviously, the first minister you want would beeonith Tax
Collecting. Ask your lord (if you don’t have onestgone that you
know is experienced and can send you at leastlE0day) for a
few bil and if possible, while in DP. Sack everynister that
doesn’t have Tax Collecting, Farmer, or Manufaatdepends on
what you assign planets to on your Darks). If yeaide to keep
any minister that doesn’'t have Tax Collecting, jestve him in
HQ and keep looking. For me, it takes around 4t get what
you want. Do not worry if the other 3 traits ar@lba

Once you get one, invest all your credits on hima emove
his bad trait(s). Every mil invested gives you 0 and every turn
invested gives you 48 xp. Before working on his Catlecting
trait, “teach” him another income trait or war teaiRemove all the
traits you know you will not need even if they am bad. Only
give him another income trait if you have a systgguad for
multiple uses (systems that can go past leveluddh as Titan and
Parthenon). Depending on if you wish to attackrotiad ignore
losses for a while, or just sit and wait for DPuyshould try to
focus the traits on one category. It's also gooddadalanced, and
just take whichever war trait you get. If you wishbe one of
those who stay below 25 mil Pr with only one systerd high
infrastructure (such as OdinsSpear), you may wahate 3
offensive traits. Always work on the war traitssfirand then the
Income traits, as it only takes 30 levels to maixawar trait, and
999 levels for an income trait.

Taking advantage of the hull of Guardian shigs,best to
have a second/third minister with the followingtsaEngineer,
Defensive, Anticipation, and Defensive. Move thisister to
Eden when you are logging out and you are notry&R. When
doing this, make sure at least 4 of the ship stgoksare have a
high hull to Pr ratio (check the ship lists). Ifywish to make this
your permanent minister on your Eden, get all hem except



Defensive.

Overall, Guardian is one of the worst races to playf you are
trying to raise vassals that they demand high tedkuHowever,
what it lacks in its income, it's for sure madekbafth it's ship's
high hull/Pr and low upkeep/Pr, which makes it ohéhe best
races when it comes to defense. Additionally, v@tardian
populations consuming less food that other ratesancome from
taxing is generally higher than average, as foaltbde
bought/grown decreasing the actual total incomaldbxing
empires, making the Guardian race without excebeivantages.



