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Å Title: Sins of a Solar Empire II

Å Developers: Stardock / Ironclad Games

Å Steam Release Date: August 15, 2024

Å List Price: $49.99 Standard / $99.99 Premium

Å Platform: Windows 10 / 11 (64-bit)

Å Language Support: English, French, Italian, 

German, Spanish, Portuguese-Brazil, Russian, 

Simplified Chinese, Indonesian, Japanese, Korean, 

Polish, Thai, Vietnamese

Å Players: 1 to 10 (Internet or LAN)

Å Website: www.sinsofasolarempire2.com

Key Facts



Sins of a Solar Empire II is the sequel to the critically acclaimed space 
strategy game that seamlessly blends real-time battle tactics with the 
depth of 4X. As both emperor and battle commander you must lead one of 
six playable factions to victory against the threat of extinction!

Sins of a Solar Empire rncegu"rnc{gtu"kp"c"icncz{"yjgtg"vjgtgǉu"dggp"c"uvcvg"
of war for 35 years between three empires:

Å The TEC were a loose civilization of peaceful traders, but their tranquil 
lifestyle vanished when the Vasari Empire arrived.

Å The Vasari Empire was once vast, controlling hundreds of systems. 
However, after some unknown cataclysm their civilization fell and the 
survivors have been fleeing for the past 10,000 years until arriving in 
TEC space.

Å The Advent ygtg"hqtekdn{"tgoqxgf"htqo"vjgkt"jqog"rncpgv"d{"vjg"VGEǉu"
ancestors 1,000 years ago for being deviants. Now they have returned 
seeking revenge!

Game Overview



Sins of a Solar Empire II delivers sprawling empires, huge fleets and completely new and exciting 
icogrnc{"oqogpvu"{qwǉnn"qpn{"hkpf"jgtg0

Vjgtg"ctg"pq"vwtpu0"Vjgtg"ku"pq"dcvvng"oqfg0"Vjgtg"ku"pq"uvtcvgike"oqfg0"Kvǉu"cnn"qpg"oqfg"cpf"kvǉu"
all in real-time.

Instantly zoom in to control tactical engagements where every missile, turret and ship is fully 
simulated and an important part of the battle. Instantly zoom back out to manage your empire 
where every asteroid, moon and planet orbits its parent in a slowly evolving strategic landscape.

Real -Time Tactics 
Meets 4X Depth



Just a handful of possible moments you can experience.Sins of a Solar Empire II delivers sprawling empires, huge fleets, and 
completely new and exciting gameplay moments that can only be found in Sins II.

Å The Back Door Surprise: Build a secondary fleet on a rogue asteroid and launch a devastating surprise attack as its orbit 
brings it behind the enemy's back line.

Å The Body Block: Stall an enemy's home planet bombardment by using your massive titan to body block swarms of missiles 
attempting to knock out your starbase and its critical planetary shield.

Å The Screen: Advance a screen of point defense flak frigates to protect your fragile long-range cruisers by intercepting 
incoming bombers and missiles.

Å The Swarm: Maneuver your faster moving ships to pick apart unescorted larger ships. Their powerful but slow-moving 
turrets simply can't track your agile strike force.

Å The Influencer: Influence a hostile expansionist Minor Faction to secure your border while reserving enough Influence to 
win an auction for a powerful item to install on your best capital ship.

Å The Backstab: Protect yourself from a backstab by establishing a time locked alliance. But pay attention to the time - your 
"ally"may move his fleet to your doorstep just as the lock expires!

Unparalleled Gameplay Experiences



Å A Dynamic Galaxy

Å 3 Unique Races and 6 Playable Factions

Å Combat Simulation

Å Empire Management

Å Fleet Management

Å Unit Customization

ÅMinor Factions

Å Diplomacy

Å 10-Player Multiplayer Support

Å In-Game Mod Workshop

Key Features



Å Planets orbit their stars in real-time causing the galaxy's structure 
to slowly change, creating new battle fronts and new 
opportunities. 

Å Players can view the state of the galaxy up to an hour in the 
future to prepare their strategies.

Note the pirate planet is currently on the 
north side of the star.

Key Features: A Dynamic Galaxy



60 minutes later , the pirate planet 
is now to the east of the star.

Å To create this screenshot, we used the Future 
Orbits button to view the state of the galaxy in 
the future.

Å Players can also drag their mouse back and forth 
on the scrubber to view various points in time.

Å The blue arcs indicate the speed and 
orbit direction of the planet.



Å The desperate Vasari, emergent TEC, and vengeful Adventreturn more asymmetric than ever.

Å Each race features unique starting conditions, gameplay mechanics, units, abilities, items, and 
technologies. The Vasari don't even start with a planet!

Å The parent races are further differentiated by unique sub-factions each with their own unique 
features and play styles that reflect their motivations and goals.

Å The introduction of Empire Systems brings a new level of distinct strategic capabilities tailored to 
each race.

Key Features: 
3 Unique Races and 6 Playable Factions



Å TEC Trade: The new TEC trade system enables them to dynamically adapttheir economy by 
adjusting the allocation of traded resources ondemand.

Å Vasari Phase Resonance: Strategically placed structures collect PhaseResonance allowing the 
Vasari to customize their global phase masteryeffects.

Å Advent Unity: Enables the Advent to harness the collective will of theirpopulation, unlocking the full 
potential of the Unity's global abilities.

Key Features:
Empire Systems



Key Features:
Combat Simulation
Å A detailed combat simulation adds incredible depth 

to tactical gameplay.

Å Turretswith their own pitch and tracking speeds 
make firing solutions important inbattles.

Å Fully simulated missiles can be blocked byships or 
destroyed by point defense.

Å Newmechanics around shields, armor and hull 
points give greater depth to unitsandtactical 
decisions.



Every capital ship, titan, and starbase, can be 
customized from the fleet manager.

Every planet can be customized from one screen 
using the empire manager.

Å All planets and ships can now be easily analyzed, customized, and upgraded in one place 
without the tedium of finding and clicking through all units in your empire.

Å The Intelligent Construction system will queue up the entire chain of prerequisites to fulfill 
any item, research, or unit build request.

Key Features: Empire Management



Å The new fleet system includes the ability to request specific reinforcements on the fly. Requested units are 
automatically queued from the optimal factory and rallied to the fleet.

Å Combined with Intelligent Construction (see previous slide) this allows you to focus on the important tactical decisions 
and big picture strategy.

Å Classicrally points and control groups are also available.

Å Theare also a number of newadvanced Fleet actions available in theAdvancedAction window.

Key Features: Fleet Management



Unit Customization
Å Planet surfaces can now be customized with special items that vary by race and 

planet type. Capital ships, titans and starbases can also be customized with race 
specific items to fill gaps in the fleet's composition or target specific strategies.

Minor Factions
Å Numerous minor factions now inhabit the galaxy offering trade, auctions for rare 

items, and with enough influence, access to their most powerful abilities. 

Diplomacy
Å New features include a new offer / counteroffer system, the ability to give or demand 

planets, and the game changing time locked cease-fires that prevent your 'ally' from 
backstabbing you until it expires - but keep on eye on the time!

10 -Player Multiplayer Support
Å A cloud based online system supports both 'join codes' and lobbies to make it easier 

than ever to play with others. Games can now be rejoined in progress if a player drops 
or has to leave; humans can even take over for AI players if a friend joins late.

In-Game Mod Workshop
Å Mod support has been integrated into the game, making it easy to discover, install, 

and share mods. Custom maps are automatically shared for multiplayer games, 
preventing the hassle of everyone downloading ahead of time.

Additional 
Key Features



Å Create a New Game by clicking on Single Player and 
then selecting a map.

Å Pgzv."{qwǉnn"ugvwr"{qwt"rnc{gt"cpf"cp{"qvjgtu"{qw"ykuj"
to play against.

Å Select the races for your match (Random, TEC, Vasari, 
Cfxgpv+"cpf"yjkej"hcevkqp"{qwǉf"nkmg"vq"rnc{"cu0

Å Mousing over parts of the UI will display a tooltip with 
additional details as you can see on the right.

Å Left click on the colored face icon (next to the faction 
dropdown) to set the difficulty for each non-human 
player.

Å [qw"ecp"hwtvjgt"tghkpg"vjg"CKǉu"rnc{"uv{ng"d{"enkemkpi"qp"
the icon next to the chevron.

Kh"{qwǉtg"pgy"vq"Sins of a Solar Empire, we recommend 
starting with only a couple AI opponents. You can also 
create a game with pre-set teams to give yourself an 
advantage.

Game Setup: Players



Å D{"enkemkpi"qp"c"rnc{gtǉu"pcog."{qw"ecp"dtkpi"wr"
the player customization window.

Å Vjku"uetggp"ngvu"{qw"rkem"vjcv"rnc{gtǉu"hcevkqp"
portrait and logo, pick primary and secondary 
colors for units, and gives you a preview of what 
the selected color scheme will look like in-game.

Å For those who prefer more color for their units, 
just click on the Minimal Color button to switch 
to Full Color mode.

Game Setup: Player Customization



Å On the Options tab you can fine tune your game with various options (and more in 
the works).

Å [qw"ecp"ugv"{qwt"qxgtcnn"Icog"Urggf="kh"{qwǉtg"pgy"vq"Sins of a Solar Empire you 
may want to start Slow. You can always adjust game speed in-game by clicking on 
the game time in the upper-right corner if you change your mind.

Å Orbiting Planets ku"gpcdngf"d{"fghcwnv."dwv"kh"{qwǉf"nkmg"vq"vwtp"qhh"vjku"hgcvwtg."
you can do so here. This will make all of the gravity wells static.

Å Home Planet Victory ǆ Yjgp"gpcdngf."{qwǉnn"fghgcv"cp"qrrqpgpv"kh"{qwǉtg"cdng"
vq"fguvtq{"vjgkt"jqog"rncpgv0"Pqvg"vjcv"kp"vjg"ecug"qh"Xcuctk"Gzkngu."{qwǉnn"pggf"vq"
fguvtq{"vjgkt"ǈecrkvcnǉ"ujkr"kh"vjg{ǉxg"iqpg"oqdkng0

Å Colonization Victory ǆ This condition gives you the win if you manage to control 
a super-majority of the gravity wells on the map.

Å Speed Settings ǆ The remainder of the options give you finer control over game 
speed, orbital speeds, research rates and more.

Game Setup: Options



Multiplayer Setup
Multiplayer/LAN games are created similarly to 
single-player with a few notable differences.

Å Game Type: Lets you set a general 
description for the type of multiplayer 
icog"{qwǉtg"etgcvkpi0

Å Public Lobby: Determines if your game 
shows up in the lobby browser or can only 
be joined via code.

Å Human Hotseat:  Similar to the above 
but allows a human player to take over a 
ftqrrgf"jwocp"rnc{gtǉu"gorktg0

Å Infinite Pauses: If disabled, players can 
only pause the game 5 times.

Å AI Hotseat: This option allows a human 
player to join the game and takeover an AI 
empire.

Å AI Takeover: If a player drops out for a 
period of time (~5 minutes), the AI will take 
over their empire when enabled.

Å Reveal Map on Lost: If enabled, 
players can view the entire game map 
after losing and become an observer.



Å Qpeg"{qwǉtg"fqpg"ykvj"vjg"kpkvkcn"ugvwr."{qwǉnn"
arrive at the online lobby (or come directly 
here when joining a multiplayer game.

Å As with single-player, each player will pick 
which race/faction they want to play. The 
host can also add AI players and set their 
factions and difficulty levels.

Å You can quickly setup Teams as well if you 
choose. Team players are allied at the start 
of a game.

Å To invite others to your game, send them 
the Game Code shown in the upper-right 
corner.

Å Game Codes also make it very easy for new 
players to take overAI or humans that have 
left.

Multiplayer: Lobby



Å Qpeg"{qw"igv"kpvq"vjg"icog."qpg"qh"vjg"hktuv"vjkpiu"{qwǉnn"
see is the in-game UI. Since this is the heart of every 
gorktg."kvǉu"yqtvj"iqkpi"qxgt"yjcv"ku"dgkpi"ujqyp0

Å Theoptions may also differ slightly depending on the 
race you have selected.

In-Game UI



Fleet / Bookmark Bar
Å The fleet bar is where you can keep track of fleets and 

planets.

Å To add a planet, select it and then right-click over the 
blue + symbol that will appear near the last entry in the 
list.

Å Vq"etgcvg"c"hnggv."ugngev"vjg"ujkru"{qwǉf"nkmg"vq"kpenwfg"
and right-click on the + button.

Å To add more ships to the fleet, select the ships you'd 
like to include and right-click thenewly created fleet 
icon.

Å Remove planets and fleets by draggingtheir icons out 
of thebar.



Å The top bar gives you access to a wealth of information. 
Å From left to right we have:

Å Civilian Research
Å Military Research
Å Diplomacy
Å Minor Factions
Å Fleet Management
Å Planet Management



Å Directly in the center you can see:
Å Credit
Å Metal
Å Crystal

Å By mousing over each item, you can 
see their income sources and any 
upkeep deductions.



On the right end we have (in order from left to right):
Å Trade Markets
Å Faction Unique Mechanic
Å Trade Management (for TEC)
Å Phase Resonance (for Vasari)
Å Unity System (for Advent)

Å Exotic Supply
Å Game Time
Å Future Orbit Control ǆ displays a slider that lets you view 

the movements of the planets over the next hour
Å Also allows you to adjust game speed in single player

Å Cinematic Mode
ÅMenu



Context Bar
Å This area shows you all unit information in the 

gravity wells where your camera is focused 
andwhere your selected units are.

Å This system makes it very easy to 
analyzeand manage multiple situations 
withoutjumping around themap.

Å There are a variety of specialcommands and 
actions you cantake here (such a focus fire 
vs distributed fire). Examine each 
element'stooltip for the details.



Tooltips
Å [qwǉnn"pqvkeg"vjcv"lwuv"cdqwv"gxgt{vjkpi"kp"vjg"icog"jcu"c"vqqnvkr"

that will give you more information at-a-glance.

Å This is just one example, but if you ever want more detail on 
something, just mouseover it.

Å This is especially useful for the Credits/Metal/Crystal area, 
sinceyou can see all your rates and sources of income/loss.

Å In some cases, pressing ALT will give even more detailed 
information and will be indicated as such in the tooltip window.



Å The bottom part of the screen is where you can control 
kpfkxkfwcn"gngogpvu"qh"{qwt"gorktg."dcugf"qp"yjcv"{qwǉxg"
selected.

Å In the view below, we see the home planet of a TEC Primacy 
player.

Å Regardless of which race you play, the layout here will remain 
the same although the specific content contained in the 
layout will differ by race and sub-faction starting conditions.

In-Game UI



Å Player Icon
Å Planet Survey
Å Planet Items

Å Resource Income Information
Å Planet Name, Level, and Health
Å Planet Special Indicators (e.g. home planet)

Å Construction Menus (top left)
Å Advanced Actions (top right)
Å Planetary Infrastructure (bottom)



Player Icon
Hovering over this will show you your combat, 
economic and research rankings.



Surveying
Planets and asteroids can be surveyed to try and 
discover special planetary bonuses, artifacts, or 
precious exotics.



Planet Items
Å Planets can be customized with special items that are built on 

the surface. Many ships can be customized like this as well.

Å Your home planet may start with a unique structure 
depending on your race and sub-faction, as shown here.



Orbital Structures
Å This button opens the build menu for orbital structures. 

Å Civilian structures require Logistics infrastructure to build.

Å Military structures need Defense infrastructure to construct.

Å Kh"{qw"ncem"vjg"vgejpqnqi{"vq"dwknf"uqogvjkpi."{qwǉnn"ugg"vjg"
beaker icon. Just mouse over the button to see what you need.

You can see the build queue of the 
selected planet above the build panel.



Ship Build Menu
Å This button opens the build menu for ships. 

Å The number of units you can field is based on your Fleet Supply (which can be increased via 
research).

Å More powerful ships, like capital ships and titans, gain XP when enemies are destroyed.

Å As they level up, you can unlock or enhance powerful abilities (up to level 10).

Å These units also require Exotic resources to build. Thes are acquired from excavation, derelicts, 
and ultimately your own refineries.

Å Mouseover each unit to display a tooltip with more information about it.

Å When playing as TEC, your first capital ship is free and comes with an insurance policy that grants 
{qw"dcem"kvu"gzqvkeu"kh"kvǉu"fguvtq{gf0

Å Note: [qw"ecp"cnuq"qtfgt"tgkphqtegogpvu"hqt"{qwt"hnggvu"d{"enkemkpi"vjg"hnggvǉu"keqp"kp"vjg"Dqqmoctm"
bar. The new units will be built at optimal factories and automatically move to join your fleet.



Planetary Infrastructure
Å Vjku"tqy"qh"dwvvqpu"cnnqyu"{qw"vq"kpetgcug"vjg"ngxgn"qh"{qwt"rncpgvǉu"

infrastructure.  The maximum levels for each area vary per planet type and 
may be affected by other special modifiers.

Å The first icon is for Logistics infrastructure which increases the number of 
civilian orbital structures you can have at the planet.

Å Military comes next and increases how many defense structures you can 
uwrrqtv="rnwu"kpetgcugu"{qwt"rncpgvǉu"jgcnvj"ukipkhkecpvn{0

Å Commerce which will increase the credit income your planet generates each 
second.
Å Pqvg<"Xcuctk"fqpǉv"wug"etgfkvu"cpf"uq"fqpǉv"wvknk|g"Eqoogteg"

infrastructure.

Å Mining is the next icon and is the primary method for generating metal and 
crystal income from your planets.
Å With research, you can also build extractors on resource asteroids 

around your planet (if any).

Research 
Infrastructure
Å The last button is for 

civilian and military 
research infrastructure.

Å By upgrading in this area, 
you can gain a bonus to 
research speed for your 
empire. 



Å Wpnguu"{qwǉxg"vwtpgf"qhh"qtdkvkpi"
planets, at some point your carefully 
placed defenses are going to be 
pointing the wrong way.

Å The best way to deal with this is to 
click on the Advanced Planet menu 
and rotate your buildings.

Adjusting Your 
Structures


