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TACTICAL CARDS

(1)
ACCIDENT IN SPACE

Select a hex containing one or more ships.

Randomly pick one of those ships.

It has a disaster that destroys it.

(2)
AVOID CONFLICT

Your forces in one hex, and enemy units in that hex, do not engage in combat in this turn.

ONLY USEABLE vs PLAYER UNITS.

(1)
BENEVOLENCE
During New Units Placement Phase receive two free CAs, and select opponent to receive one free CA.  Appear at a Shipyard; do not

count against Construction Limit of the Shipyard.

(1)
BOLDNESS

Play when Stimulus Card INTERLUDE drawn.

You are immune to its effect.

(2)
CELESTIAL FIND

Nominate a fleet of yours.  At start of Exploration Phase it finds in hex it is in an alien ship that you can use.  It is the equivalent of a CA and can travel invisibly.  Use rules for invisible ships.  Use Invisible CA counter.

(1)
CHIMERA

Enemy fleet thinks a fleet of yours is one of theirs. All your units in that hex get one only free first strike shot each. [Eg A Frigate can fire one shot only at a chance to hit of 4-]. Then each side gets its normal combat attacks, except for units destroyed in the surprise attack.

(2)
CONVERSION
<>

An enemy ship defects to your cause.

Replace one enemy ship with same ship of your own.

Play when your units and enemy units in same hex.

(1)
COSMIC LUCK
#

Play during Tactics Card Draw Phase.

Do not draw a card; instead go through Tactics Card Deck or Discard Pile and choose any one card you wish.  Do NOT show it to other players.


(2)
COUNTER-AGENT
#

When an opponent plays a card with this logo - <> - in its top right corner, you may cause that player to discard that card without it having any effect.

(2)
COUNTER-AGENT
#

When an opponent plays a card with this logo - <> - in its top right corner, you may cause that player to discard that card without it having any effect.

(2)
COUNTER-AGENT
#

When an opponent plays a card with this logo - <> - in its top right corner, you may cause that player to discard that card without it having any effect.

(2)
COUNTER-AGENT
#

When an opponent plays a card with this logo - <> - in its top right corner, you may cause that player to discard that card without it having any effect.

(2)
COUNTER-AGENT
#

When an opponent plays a card with this logo - <> - in its top right corner, you may cause that player to discard that card without it having any effect.

(1)
DEPLETION
#

Halve the Stellars received by one opponent in this turn’s Income Phase.

Play immediately before Income Phase.

(1)
DIPLOMATIC MANEUVER

You get a Diplomatic Coup Chit.

In any turn can surrender this chit to treat one Neutral World as a Free World.

(1)  ELITE DROP TROOPS        UNIQUE

Whenever your MIs attempt an Emergency Planetfall, they get a +1 bonus, ie on a 1 - 3 make it to planet,

       4 - 6 die.

(2)
DUPLICATION

For any Special Hex already in play, place a Duplication Hex next to it.  This has the same effect as the original Special Hex.

(2)
DUPLICATION

For any Special Hex already in play, place a Duplication Hex next to it.  This has the same effect as the original Special Hex.


(2)
ENTRY DENIED

Play before Exploration Phase.

Select any hex not controlled by an opponent, and a selected opponent.

That opponent cannot move units into that hex this turn.

(2)
ENTRY DENIED

Play before Exploration Phase.

Select any hex not controlled by an opponent, and a selected opponent.

That opponent cannot move units into that hex this turn.

(1)  EXCHANGE IN

FREEZE

       EQUILIBRIUM
Select an opponent.

Look at his Tactics Cards.

Take one or more of his cards, and give him an equal number of your cards.

(2)
FAVOURITE SHIP

Play when one of your ships is destroyed. It is not destroyed, instead it is teleported randomly up to 3 hexes away [roll 1d6 for direction; 1d3 for distance]. Previous damage is retained by ship, but not damage incurred in same round as it was “destroyed”.

(1)
FINANCIAL WIZARDRY

Play only when Stimulus Card FINANCIAL DEFICIT is drawn.

You are immune to its effect.

(1)
FLEXIBILITY

You can place one unit of any type you have built/obtained, in Secondary Placement Phase instead of New Units Placement Phase.

(2)
FORBIDDEN PLANET

Play before Exploration Phase.

Use “FORBIDDEN” HEX.

Select a planetary hex of yours or a neutral one.  Other players cannot move units into it this turn.

(1)
GALACTIC SPIRIT
<>

Counter a STIMULUS CARD.

That STIMULUS CARD is discarded

without having an effect.

(1)
GALACTIC SPIRIT
<>

Counter a STIMULUS CARD.

That STIMULUS CARD is discarded

without having an effect.


(2)
GREAT BLUFF
<>

The other empires all fear that you have a hidden force ready to strike at one of their prize possessions.

No other player may attack you during this turn, unless you first attack them.

(1)
HEDGED PRODUCTION

Play only when Stimulus Card ECONOMIC GLOOM is drawn.

You are immune to its effect.

(2)
HIDDEN RESOURCES
      #

Only useable after third turn.

A planet settled in the previous turn is found to be richer than general survey showed.  Add 3 to its Resource Value.  Can not use on Capital worlds.

(2)
HIGH TREASON

An enemy Grand Admiral defects to you.  Select an opponent.  They must tell you which of your hexes they intend attacking in this turn, and of your hexes can only attack those hexes, and must attack those hexes they nominate.

(1)
ICEBERG EFFECT

One of your Frigates is actually a Battleship with a special prototype disguise.

Replace a Frigate with a Battleship for free. [use counter -special Spd 3 BBX]

Playable at any time.

(1) IMPROVISED TROOPSHIP
UNIQUE
During New Units Placement Phase, nominate one of your new  non-fighter units that is of a type that normally can carry no MI units.

That one ship can carry 2 MI units, due to special one-off modification.

This ability is permanent for that ship.

Use Special Counter.

(1)
INCREASED FLEXIBILITY

You can designate one class of unit.

You may delay placement of one unit of that type in each turn to the Secondary Placement Phase.

[Special units belong to their class, eg a BBX is of the BB class].

(1)
INTERSTELLAR FLUX

You can increase the Speed of one of your fleets by one this turn.

Play prior to first movement segment.

Use special  [IF +1 SPD] counter.


(1)
INTERSTELLAR FLUX

You can increase the Speed of one of your fleets by one this turn.

Play prior to first movement segment.

Use special  [IF +1 SPD] counter.

(1)
I WANT IT NOW

You may transfer an in-play UNIQUE card to yourself.  Original user loses its benefits [if SUPERWEAPON put it on one of your planets.  If IMPROVISED TROOPSHIP then user must replace it with a standard ship.  MIs on it to nearest unit/planet].

(1)
INTERNAL INTRIGUE
   <>


 HARMS THE ENEMY


Political maneuvering has put a less than brilliant commodore in charge of an enemy fleet. 

All units in that fleet are –1 on their attacks during this turn.

(1)
MAJOR MALFUNCTION

During an encounter, choose an opponent ship.

It cannot use offensive weaponry in this combat.

(2)
MALFUNCTION

Select an enemy ship.

Whenever that ship does a hex of movement, it must be in a randomly chosen direction.

Lasts for one turn.

(1)
MASTER SPY

Select an opponent.

Look at that opponent’s Tactics Cards.

(1)
MASTER THIEF
FREEZE

Select an opponent, look at his Tactics Cards, and take one for yourself.

Play after Tactics Card Draw Phase.

(1)
MIXED BLESSINGS

All players except you  roll a D6, & in Unit Placement Phase get free units corresponding to D6 roll:

1 – 1 BB
   2 – 1 CA       3 – 1 FF

4 – 2 FFs    5 – 2 CAs     6 – 3 FFs

You get what one other player got [your choice].

(1)      NECESSARY REINFORCEMENT

When a fleet of yours encounters an enemy fleet that is more powerful than yours[its total value is greater] you are glad when a BB of yours suddenly appears to provide you support.  Put a free BB in that fleet.

(1)  PIRACY PROTECTION
UNIQUE
For the rest of the game, whenever a fleet of yours encounters Pirates, roll 1D6 twice and choose the roll result that you prefer.

(1)  PLANETARY TARGETING
UNIQUE  <>

Nominate any one of your ships.

That ship has special targeting equipment that enables it to do 3 attacks versus MIs in any combat.

Permanent ability for that unit.

Play during New Unit Placement Phase.

(2)
POLITICAL UNREST

Play before NEW UNITS PLACEMENT PHASE.

Select an opponent.

Selected opponent cannot invade any of your planets during this turn.

(2)
PRECISION OPERATION

Select any one enemy ship.

You have secretly captured it.  Move it to join one of your fleets in movement phase. That enemy cannot fire on their former ship until it becomes part of one of your fleets.

THIS SHIP HAS NO ENCOUNTERS.

(2)
PRESERVATION

When conquered by an enemy, your Shipyard is not destroyed in battle nor scuttled.  It is useable by enemy but if you reoccupy planet later then it is yours again. ie. that player can not destroy or scuttle it.

Your SY counter stays there.

(1)
PROTOTYPE SUPER BB

Play during New Unit Placement Phase.  You receive one free Super BB [BBX], as per available counter.

Can appear at one of your Capital Worlds or one of your Shipyards.  Does not use any Shipyard capacity.

(1)
SUPER BB

Play during  New Unit Placement Phase.  You receive one free Super BB [BBS], as per available counter.

Can appear at one of your Capital Worlds or one of your Shipyards.  Does not use any Shipyard capacity.

(1)
RESOURCE RESERVES

Play when Stimulus Card STRATEGIC RESOURCE DEPLETION is drawn.

You are immune to its effect.

(1)
SECRET POLICE

Play when Stimulus Card GALACTIC UPRISING is drawn.

You are immune to its effect.

(1)
SECRET RESOURCES
UNIQUE
NOT USEABLE ON STARTING WORLDS.

One of your planets has a secret resource.  Adds 3 to its Resource value for you, but not for anyone else who may conquer that planet.  Increase its Resource value by 3.  

USE SPECIAL COUNTER.

Is flipped if someone else conquers that planet. When you retake planet it is then flipped again.

(1)
SHARPNESS OF MIND

Play when Stimulus Card CONFUSION is drawn.

You are immune to its effect.

(2)
SPACE DISCOVERY

You may place one Special Hex in any one vacant hex on the map.

(2)
SPACE DISCOVERY

You may place one Special Hex in any one vacant hex on the map.

(2)
SPACE DISCOVERY

You may place one Special Hex in any one vacant hex on the map.

(2)
SPACE DISCOVERY

You may place one Special Hex in any one vacant hex on the map.

(2)
SPACE DISCOVERY

You may place one Special Hex in any one vacant hex on the map.

(2)
SPECIAL AGENT    #


When an opponent plays a card with this logo - #  - in its top right corner, you may cause that player to discard that card without its having any effect.

(2)
SPECIAL AGENT
#

When an opponent plays a card with this logo - #  - in its top right corner, you may cause that player to discard that card without its having any effect.

(1)
SPECIAL EXPENSES

Play when Stimulus Card ECONOMIC BOOM drawn.

Nominate a player.  That player does not receive the benefit from Economic Boom.

(1)
STRIKE FORCE           <>
<


Ộ
<>

Your attack force of fighters [&/or SFtrs] in one hex ambush enemy. Roll and resolve effects of their attacks before any other units [including GBDS] get their attack for that round. This only useable in the first round in that  combat.

Fighters still only 2 attacks each in that round [SFtrs 4 attacks each as usual].


(2)
SUBVERSION
<>

If you conquer an enemy planet with a Shipyard, you do not destroy that Shipyard but it becomes yours – replace with one of your Shipyard counters.  The opponent can not scuttle that Shipyard.

(2)
SUICIDAL DEFENSE

On one of your planets that is being attacked its GBDS have been put into overload mode. 

They now have an attack of 6 and a defense of 5.

At end of Exploration Phase they self-destruct.

(2)
SUICIDAL DEFENSE

On one of your planets that is being attacked its GBDS have been put into overload mode. 

They now have an attack of 6 and a defense of 5.

At end of Exploration Phase they self-destruct.

(1)
SUPERIOR MANEUVERS

Nominate 3 ships in a fleet of yours; this turn in one battle they will have +1 on their Attack rating.

(1)  SUPERWEAPON

UNIQUE

Place Superweapon Hex under one of your planets. If any enemy unit enters one of the six hexes around that hex, then roll 1D10.  On a 1 or 2 that unit is destroyed.  Roll separately for each enemy unit.  Is destroyed if enemy occupies that planet.

(1)
TACTICAL SUPERIORITY  <>

Play during Combat in one hex, prior to any one round of battle.

Nominate three enemy units [except Bases].  They do not shoot in this one round of combat of the Combat Sequence.  USEABLE VERSUS PLAYER OR NON-PLAYER FLEET.

(1)
TACTICAL SUPERIORITY  <>

Play during Combat in one hex, prior to any one round of battle.

Nominate three enemy units [except Bases].  They do not shoot in this one round of combat of the Combat Sequence.  USEABLE VERSUS PLAYER OR NON-PLAYER FLEET.


(2) TARGETED DESTRUCTION <>  #

Destroy one Shipyard of one opponent that is not on a Capital world.  Play before New Units Placement Phase.

(2)
TELEPORT DEVICE

You have come into possession of an ancient artifact.

This can be used to move any one ship of yours to any other hex.

Play at start of Exploration Phase.

(1)
THE NEW WORLD

Select any vacant hex more than 5 hexes from your Capital World containing a ship of yours – put a

3 Resource Planet there.

(2)   THROW-OFF THE CONQUEROR

After your resource planet has been invaded and your ground forces destroyed two hidden MI units are activated on that planet [free units]. 

If defeat occupying forces you retain planet.

(2)
TOP AGENT

When an opponent plays a card with this logo  - # - or - <>  -  in its top right corner, you may cause that player to discard that card without its having any effect.

(1)  VERSATILITY

UNIQUE

For the rest of the game, you may during New Units Placement Phase, replace 4 FFs in one fleet with 3 DDs or vice versa, once a turn.

New units are from Naval Reserve.

(2)
VICTORY ASSURED

When you and an enemy both have units in same hex; the side with the weaker fleet may surrender it to the stronger fleet.  If that player chooses surrender, then remove that fleet from game, and both players receive 

half of its value in Stellars.  Only useable for one encounter.

(2)
VULNERABILITY EXPOSED

Play prior to combat.  Your Tactical Officer has detected a weakness in enemy ships that one of your fleets is fighting.

During this combat treat all those ships, except those with a Defense of 1, as having  –1 on their Defense.

(2)
WILY CARRIER COMMANDER

One CV receives a full 12 replacement Fighters.  If already has some fighters, the excess appear at Capital.  If using Optional Rules for SFtrs &/or MFs, can be these instead, or a mix.

STIMULUS CARDS

(2)
CONFUSION

No Tactics Cards may be played during this turn.

Not even GALACTIC SPIRIT.

Exception: SHARPNESS OF MIND.

(A)
DIABOLIC AGREEMENT

Randomly select two races.

During this turn and the next turn, these two races’ players cannot use Tactical Cards against each other.

(1)
DIPLOMATIC SUCCESS

Randomly select a player.

Give that player a Diplomatic Coup Chit.  In any turn that player can surrender that chit to treat one Neutral World as a Free World.

(1)
ECONOMIC BOOM



All players’ total production for this turn is increased by 10 – each player receives 10 extra Stellars in Income Phase.

(1)
ECONOMIC GLOOM
%

All players’ total production for this turn is halved – only receive half expectable Stellars in Income Phase [Round up].

(2)
EXPLORATION EXPANSION

Diplomatic maneuvers enable all races to explore this turn without having to engage in combat.  If any fleet initiates an attack then that player loses one Capital warship or two warships in that fleet to mutiny, immediately before firing (offender chooses which ships to sacrifice).

(2)
FINANCIAL DEFICIT
%

Players must pay for profligate spending.  For each Resource Planet within 6 hexes of a Capital World, pay 5 Stellars or sacrifice a warship.

[EXCLUDING STARTING PLANETS]

(2)
GALACTIC UPRISING
%

A widespread, cross-racial, fanatical movement strikes simultaneously in all empires.  Destroy 20 Stellars worth of units in each empire.  Each player chooses which of his/her units to sacrifice.

(A)
GRIM TIDINGS

Randomly select a hex.  If any ships in that hex, randomly select one.  It has an engine malfunction, and blows up.  Owner receives its value in Stellars.

(1)
HOPE FOR ONE

All players cast a vote for one other player.  Break any tie with a die throw. The player who wins the vote draws two Tactics Cards.

(2)
INTERLUDE

Something is making the top echelon of all empires nervous.  No non-player planet may be occupied during this turn.

(2)
LIGHT AGAINST DARKNESS

All player controlled planets immediately receive one free GBDS. [Even if already at their legal limit].

(2)      MILITARY FLEXES ITS POWER

Add up the total of MIs in play.  Divide this # by double the # of players [round up result].

Each player receives at their Capital World that # of MIs.

(1)
NATURE’S BOUNTY

TAKES EFFECT IN INCOME PHASE.

A great find on a randomly selected occupied non-capital planet doubles the resource production of that planet in this turn.

(A)
PEACEFUL CO-EXISTENCE

Randomly select a vacant hex.  Combat cannot occur in this hex.  Fleets of different races can be in this hex.  Cannot construct in this hex.

Place PCE marker here.

(1)
PIRACY SUPPRESSION

Increased Spaceguard patrols have made pirates cautious for now.

Any Pirate Fleet encounter roll  this turn is treated as ‘no encounter’.

(2)   PLANETARY DISASTER
%

A randomly selected non-Capital player planet has suffered natural disaster.  Its resource production for this turn is zero.

(A)
PLANETARY RELIEF
%

A planet has suffered a natural disaster, and all players provide aid [some out of compassion, others for cynical political reasons].  All players get 3 Stellars less in the next general income phase.

(1)
RENEWAL

All discarded STIMULUS CARDS and this card are reshuffled into STIMULUS CARD deck.

Draw another STIMULUS CARD.

RENEWAL can not be countered by any Tactics Card.

(2) STRATEGIC RESOURCE DEPLETION

There is no Construction Commencement Phase in this turn.

(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK.

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.

(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK.

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.

(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK.

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.

(A)
UNIVERSAL DISQUIET

All governments suspect a growing threat from other forces.  They have acted, transferring units from their reserves to active duty under military control.  All players receive 2 BBs at one of capital or a world within 6 

hexes of capital, or at a sub-capital.

(2)   UNNATURAL DISASTER         %

A strange cosmic phenomenon has caused devastation of 5 randomly selected non-capital player planets.  Their Resource Production is reduced to 1 for this turn, for each of them.

(1)
UNUSUAL BLESSINGS

Each player rolls a D6, & in New Units Placement Phase get free units corresponding to their D6 roll:

1 – 1 BB
   2 – 1 CA       3 – 1 FF

4 – 2 FFs    5 – 2 CAs     6 – 3 FFs

	GD                                                        GD

TACTICS

CARD

GD                                                        GD
	GD                                                        GD

TACTICS

CARD

GD                                                        GD

	GD                                                        GD

TACTICS

CARD

GD                                                        GD
	GD                                                        GD

TACTICS

CARD

GD                                                        GD

	GD                                                        GD

TACTICS

CARD

GD                                                        GD
	GD                                                        GD

TACTICS

CARD

GD                                                        GD

	GD                                                        GD

TACTICS

CARD

GD                                                        GD
	GD                                                        GD

TACTICS

CARD

GD                                                        GD


	(1)
ACCIDENT IN SPACE

Select a hex containing one or more ships.


Randomly pick one of those ships.

It has a disaster that destroys it.


	(1)
BENEVOLENCE
During New Units Placement Phase

receive two free CAs, and select

opponent to receive one free CA.  

Appear at a Shipyard; do not count

against Construction Limit of the Shipyard.



	(1)
BOLDNESS


Play when Stimulus Card


INTERLUDE drawn.


You are immune to its effect.


	(1)
TACTICAL SUPERIORITY  
<>

Play during Combat in one hex, prior to

any one round of battle.

Nominate three enemy units [except Bases].  They do not shoot in this one round of 

combat of the Combat Sequence. 

USEABLE VERSUS PLAYER OR NON-PLAYER FLEET.



	(1)
CONVERSION


<>

An enemy ship defects to your cause.

Replace one enemy ship with your

ship counter.

Play when your units and enemy

units in same hex.

	(1)
COSMIC LUCK



#

Play during Tactics Card Draw Phase.

Do not draw a card; instead go

through Tactics Card Deck or

Discard Pile and choose any one card you wish.

Do NOT show it to other players.



	(1)
DEPLETION



#

Halve the Stellars received by one opponent in this turn’s

Income Phase.

Play immediately before

Income Phase.


	(1)
DIPLOMATIC MANEUVER

You get a Diplomatic Coup Chit.

In any turn can surrender this chit

to treat  one Neutral World as a

Free World.




	(1)  
ELITE DROP TROOPS        
UNIQUE

Whenever your MIs attempt an Emergency Planetfall, they get a +1 bonus, ie on a 


1 - 3   make it to planet

4  - 6  die.


	(1)  
EXCHANGE IN EQUILIBRIUM
FREEZE

Select an opponent.

Look at his Tactics Cards.

Take one or more of his cards,

and give him an equal number

of your cards.



	(1)
FINANCIAL WIZARDRY

Play only when Stimulus Card

FINANCIAL DEFICIT is drawn.

You are immune to its effect.


	

	(1)
GALACTIC SPIRIT

<>

Counter a STIMULUS CARD.

That STIMULUS CARD is discarded

without having an effect.


	(1)
GALACTIC SPIRIT

<>

Counter a STIMULUS CARD.

That STIMULUS CARD is discarded

without having an effect.



	(1)
HEDGED PRODUCTION

Play only when Stimulus Card

ECONOMIC GLOOM is drawn.

You are immune to its effect.


	(1)
ICEBERG EFFECT

One of your Frigates is actually a Battleship with a special prototype disguise.  Replace a Frigate with a Battleship for free. 

[use special counter(Spd 3 BB) - BBX]

Playable at any time.



	(1) 
IMPROVISED TROOPSHIP
UNIQUE
During New Units Placement Phase,

nominate one of your new non-fighter

units that is of a type that normally can

carry no MI units.

That one ship can carry 2 MI units,

due to special one-off modification.

This ability is permanent for that ship.

Use Special Counter.

	(1)
TACTICAL SUPERIORITY  
<>

Play during Combat in one hex, prior to

any one round of battle.

Nominate three enemy units [except Bases].  They do not shoot in this one round of 

combat of the Combat Sequence. 

USEABLE VERSUS PLAYER OR NON-PLAYER FLEET.



	(1)
INTERSTELLAR FLUX

You can increase the Speed of one

of your fleets by one this turn.

Play prior to first movement segment.

Use special  [IF +1 SPD] counter.


	(1)
INTERSTELLAR FLUX

You can increase the Speed of one

of your fleets by one this turn.

Play prior to first movement segment.

Use special  [IF +1 SPD] counter.



	(1)
I WANT IT NOW

You may transfer an in-play UNIQUE CARD to yourself.  Original user loses

its benefits [if SUPERWEAPON put it

on one of your planets. If IMPROVISED TROOPSHIP then user must replace it with a standard ship & remove any 

MIs on it to nearest unit/planet].


	(1)
INTERNAL INTRIGUE
   <>


HARMS THE ENEMY



Political maneuvering has put a less


than brilliant commodore in charge

of an enemy fleet. 

All units in that fleet are –1 on their attacks during this turn.



	(1)
MAJOR MALFUNCTION

During an encounter, choose an opponent ship.

It cannot use offensive weaponry in this combat.


	(1)
MASTER SPY

Select an opponent.

Look at that opponent’s 

Tactics Cards.



	(1)
MASTER THIEF

FREEZE

Select an opponent, look at his

Tactics Cards, and take one for yourself.

Play after Tactics Card Draw Phase.

	(1)
MIXED BLESSINGS

All players except you roll a D6,

& in Unit Placement Phase get free units corresponding to D6 roll:

1 – 1 BB
   2 – 1 CA
3 – 1 FF

4 – 2 FFs    
   5 – 2 CAs
6 – 3 FFs

You get what one other player got [your choice].



	(1)      NECESSARY REINFORCEMENT

When a fleet of yours encounters an enemy fleet that is more powerful than yours [its total value is greater] you are glad when a BB of yours suddenly appears to provide you support.  

Put a free BB in that fleet.


	(1)  
PIRACY PROTECTION

UNIQUE
For the rest of the game, whenever

a fleet of yours encounters Pirates,

roll1D6 twice and choose the roll

result that you prefer.


	(1)  PLANETARY TARGETING    UNIQUE    <>

Nominate any one of your ships.

That ship has special targeting equipment that enables it to do 3 attacks versus MIs in any combat.

Permanent ability for that unit.

Play during New Units Placement Phase.


	(1)
PROTOTYPE SUPER BB

Play during New Units Placement Phase. 

You receive one free Super BB [BBX],

as per available counter.

Can appear at one of your Capital Worlds or one of your Shipyards.  Does not use any Shipyard capacity.



	(1)
SUPER BB

Play during New Units Placement Phase.

You receive one free Super BB [BBS],

 as per available counter.

Can appear at one of your Capital Worlds or one of your Shipyards.

Does not use any Shipyard capacity.


	(1)
RESOURCE RESERVES


Play when Stimulus Card


STRATEGIC RESOURCE DEPLETION


is drawn.


You are immune to its effect.




	(1)
SECRET POLICE


Play when Stimulus Card

 
GALACTIC UPRISING


is drawn.


You are immune to its effect.


	(1)  
SECRET RESOURCES

UNIQUE
NOT USEABLE ON STARTING WORLDS.

One of your planets has a secret resource.

Adds 3 to its Resource value for you,

but not for anyone else who may conquer that planet.  Increase its Resource value

by 3.  

USE SPECIAL COUNTER.

Is flipped if someone else conquers that planet.

When you retake planet it is then flipped again.



	(1)
SHARPNESS OF MIND

Play when Stimulus Card

 
CONFUSION is drawn.

You are immune to its effect.


	(1)
SPECIAL EXPENSES


Play when Stimulus Card


ECONOMIC BOOM drawn.


Nominate a player.

That player does not receive the benefit from Economic Boom.


	(1)
STRIKE FORCE           
<>


Ộ
<>

Your attack force of fighters [&/or SFtrs]

in one hex ambush enemy. 

Roll and resolve effects of their attacks before any other units [including GBDS]

get their attack for that round.

This only useable in the first round in that  combat.

Fighters still only 2 attacks each in that round.

	(1)
SUPERIOR MANEUVERS

Nominate 3 ships in a fleet of yours;

this turn in one battle they will have +1 on their Attack rating.



	(1)  
SUPERWEAPON

UNIQUE

Place Superweapon Hex under one of

your planets. If any enemy unit enters

one of the six hexes around that hex,

then roll 1D10. 

On a 1 or 2 that unit is destroyed. 

Roll separately for each enemy unit.

Is destroyed if enemy occupies that planet.

	(1)
TACTICAL SUPERIORITY  
<>

Play during Combat in one hex, prior to

any one round of battle.

Nominate three enemy units [except Bases].  They do not shoot in this one round of 

combat of the Combat Sequence. 

USEABLE VERSUS PLAYER OR NON-PLAYER FLEET.




	(1)
THE NEW WORLD

Select any vacant hex more than 5 hexes from your Capital World containing a ship of yours  –

put a 3 Resource Planet there.


	(1)  
VERSATILITY


UNIQUE

For the rest of the game, you may during New Units Placement Phase, replace 4 FFs in one fleet with

3 DDs, or vice versa, once a turn.

New units are from Naval Reserve.



	(2)
CONVERSION


< >


An enemy ship defects to your cause.

Replace one enemy ship with same ship of your own.

Play when your units and enemy units

in same hex.


	(2)
AVOID CONFLICT

Your forces in one hex, and enemy units in that hex, do not engage in combat in this turn.


ONLY USEABLE vs PLAYER UNITS.


	(2)
CELESTIAL FIND

Nominate a fleet of yours.

At start of Exploration Phase it finds

in hex it is in an alien ship that you

can use.  It is the equivalent of a CA and can travel invisibly.

Use rules for invisible ships.

Use Invisible CA counter.


	(2)
COUNTER-AGENT


#

When an opponent plays a card with this logo - <> - in its top right

corner, you may cause that player

to discard that card without it having any effect.



	(2)
COUNTER-AGENT


#

When an opponent plays a card with this logo - <> - in its top right

corner, you may cause that player

to discard that card without it having any effect.


	(2)
COUNTER-AGENT


#

When an opponent plays a card with this logo - <> - in its top right

corner, you may cause that player

to discard that card without it having any effect.




	(2)
COUNTER-AGENT


#

When an opponent plays a card with this logo - <> - in its top right

corner, you may cause that player

to discard that card without it having any effect.


	(2)
COUNTER-AGENT


#

When an opponent plays a card with this logo - <> - in its top right

corner, you may cause that player

to discard that card without it having any effect.



	(2)
DUPLICATION

For any Special Hex already in play, place a Duplication Hex next to it.

 This has the same effect as the original Special Hex.


	(2)
DUPLICATION

For any Special Hex already in play, place a Duplication Hex next to it.

 This has the same effect as the original Special Hex.



	(2)
ENTRY DENIED

Play before Exploration Phase.

Select any hex not controlled by an opponent, and a selected opponent.

That opponent cannot move units

into that hex this turn.


	(2)
ENTRY DENIED

Play before Exploration Phase.

Select any hex not controlled by an opponent, and a selected opponent.

That opponent cannot move units

into that hex this turn.



	(2)
FAVOURITE SHIP

Play when one of your ships is destroyed. It is not destroyed, instead it is teleported randomly up to 3 hexes away [roll 1d6 for direction; 1d3 for distance]. Previous damage is retained by ship, but not damage incurred in same round as it was “destroyed”.


	(2)
FORBIDDEN PLANET

Play before Exploration Phase.

Use “FORBIDDEN” HEX.

Select a planetary hex of yours or a neutral one. 

Other players cannot move units

into it this turn.




	(2)
GREAT BLUFF


<>

The other empires all fear that you have a hidden force ready to strike at one of their prize possessions.

No other player may attack you during this turn, unless you first attack them.

	(2)
HIDDEN RESOURCES
      

#

Only useable after third turn.

A planet settled in the previous turn

is found to be richer than general survey showed.  Add 3 to its

Resource Value.  

Can not use on Capital worlds.


	(2)
HIGH TREASON

An enemy Grand Admiral defects to you.  Select an opponent.  They must tell you which of your hexes they intend attacking in this turn, and of your hexes can only attack those hexes, and must attack those hexes they nominate.


	(2)
MALFUNCTION

Select an enemy ship.

Whenever that ship does a hex of movement, it must be in a randomly chosen direction.

Lasts for one turn.



	(2)
POLITICAL UNREST

Play before NEW UNITS PLACEMENT PHASE.

Select an opponent.

Selected opponent cannot invade any of your planets during this turn.

	(2)
PRECISION OPERATION

Select any one enemy ship.

You have secretly captured it.

Move it to join one of your fleets in movement phase. That enemy cannot fire on their former ship until it becomes part of one of your fleets.

THIS SHIP HAS NO ENCOUNTERS.



	(2)
PRESERVATION

When conquered by an enemy, your Shipyard is not destroyed in battle

nor scuttled.  It is useable by enemy but if you reoccupy planet later then

it is yours again. ie. that player can

not destroy or scuttle it.

Your SY counter stays there.


	(2)
SPACE DISCOVERY

You may place one Special Hex in

any one vacant hex on the map.




	(2)
SPACE DISCOVERY

You may place one Special Hex in

any one vacant hex on the map.


	(2)
SPACE DISCOVERY

You may place one Special Hex in

any one vacant hex on the map.



	(2)
SPACE DISCOVERY

You may place one Special Hex in

any one vacant hex on the map.


	(2)
SPACE DISCOVERY

You may place one Special Hex in

any one vacant hex on the map.



	(2)
SPECIAL AGENT    


#


When an opponent plays a card with this logo - #  - in its top right corner, you may cause that player to discard that card without its having any effect.


	(2)
SPECIAL AGENT    


#


When an opponent plays a card with this logo - #  - in its top right corner, you may cause that player to discard that card without its having any effect.



	(2)
SUBVERSION


<>

If you conquer an enemy planet with

a Shipyard, you do not destroy that Shipyard but it becomes yours – replace with one of your Shipyard counters.

The opponent can not scuttle that Shipyard.


	(2)
SUICIDAL DEFENSE

On one of your planets that is being attacked its GBDS have been put into overload mode. 

They now have an attack of 6 and a defense of 5.

At end of Exploration Phase they self-destruct.




	(2) 
TARGETED DESTRUCTION 
<>  #

Destroy one Shipyard of one

opponent that is not on a 

Capital world. 

Play before New Units Placement Phase.

	(2)
TELEPORT DEVICE

You have come into possession of

an ancient artifact.

This can be used to move any one

ship of yours to any other hex.

Play at start of Exploration Phase.



	(2)   THROW-OFF THE CONQUEROR

After your resource planet has been

invaded and your ground forces destroyed two hidden MI units are activated on that planet [free units]. 

If defeat occupying forces you retain planet.


	(2)
TOP AGENT

When an opponent plays a card with this logo  - # - or - <>  -  in its top right corner, you may cause that

player to discard that card without

its having any effect.



	(2)
VICTORY ASSURED

When you and an enemy both have units in same hex; the side with the weaker fleet

may surrender it to the stronger fleet.

If that player chooses surrender, then

remove that fleet from game, and both players receive half of its value in Stellars. 

Only useable for one encounter.


	(2)
VULNERABILITY EXPOSED

Play prior to combat.  Your Tactical Officer has detected a weakness in enemy ships that one of your fleets

is fighting.

During this combat treat all those ships, except those with a Defense of 1, as having  –1 on their Defense.



	(2)
WILY CARRIER COMMANDER

One CV receives a full 12 replacement Fighters.  If already has some fighters, the excess appear at Capital. 

If using Optional Rules for SFtrs &/or MFs, can be these instead, or a mix.


	(2)
SUICIDAL DEFENSE

On one of your planets that is being attacked its GBDS have been put into overload mode. 

They now have an attack of 6 and a defense of 5.

At end of Exploration Phase they self-destruct.




	(1)
CHIMERA

Enemy fleet thinks a fleet of yours is one of theirs. All your units in that hex get one only

free first strike shot each. [Eg a Frigate can

fire one shot only at a chance to hit of 4-]. 

               Then each side gets its normal combat attacks, 

                except for units destroyed in the surprise attack.


	(1)
FLEXIBILITY

You can place one unit of any type

you have built/obtained, in

Secondary Placement Phase

instead of New Units Placement

Phase.



	(1)
INCREASED FLEXIBILITY

You can designate one type of unit.

You may delay placement of one unit of that type in each turn to the Secondary Placement Phase.

[Special units belong to their type, 

eg a BBX is of the BB class].


	

	
	

	
	


	GD                                                        GD

STIMULUS

CARD

GD                                                        GD
	GD                                                        GD

STIMULUS

CARD

GD                                                        GD

	GD                                                        GD

STIMULUS

CARD

GD                                                        GD
	GD                                                        GD

STIMULUS

CARD

GD                                                        GD

	GD                                                        GD

STIMULUS

CARD

GD                                                        GD
	GD                                                        GD

STIMULUS

CARD

GD                                                        GD

	GD                                                        GD

STIMULUS

CARD

GD                                                        GD
	GD                                                        GD

STIMULUS

CARD

GD                                                        GD


	(1)
DIPLOMATIC SUCCESS

Randomly select a player.

Give that player a Diplomatic

Coup Chit.

In any turn that player may surrender that chit to treat one Neutral World

as a Free World.

	(1)
ECONOMIC BOOM



All players’ total production for this turn is increased by 10 :

each player receives 10 extra

Stellars in Income Phase.



	(1)
ECONOMIC GLOOM


%

All players’ total production for this turn is halved – only receive half expectable Stellars in Income Phase [Round up].


	(1)
HOPE FOR ONE

All players cast a vote for one other player.

Break any tie with a die throw.

The player who wins the vote draws two Tactics Cards.

           For Voting methods see Rule Book.


	(1)
NATURE’S BOUNTY

TAKES EFFECT IN INCOME PHASE.

A great find on a randomly selected occupied non-capital planet doubles the resource production of that

planet in this turn.

	(1)
PIRACY SUPPRESSION

Increased Spaceguard patrols have made pirates cautious for now.

Any Pirate Fleet encounter roll

this turn is treated as ‘no encounter’.


	(1)
RENEWAL

All discarded STIMULUS CARDS and

this card are reshuffled into

STIMULUS CARD deck.  

Draw another STIMULUS CARD.

RENEWAL can not be countered

by any Tactics Card.

	(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK. 

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.




	(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK. 

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.


	(1)
STRATEGY LESSONS

All discarded TACTICS CARDS are reshuffled into TACTICS CARD DECK. 

Draw another STIMULUS CARD.

STRATEGY LESSONS can not be countered by any Tactics Card.



	(1)
UNUSUAL BLESSINGS

Each player rolls a D6, & in New

Units Placement Phase get free units corresponding to  their D6 roll:

1 – 1 BB
2 – 1 CA
3 – 1 FF

4 – 2 FFs
5 – 2 CAs
6 – 3 FFs


	(2)
CONFUSION

No Tactics Cards may be played

during this turn.

Not even GALACTIC SPIRIT.

Exception: SHARPNESS OF MIND.



	(2)
EXPLORATION EXPANSION

Diplomatic maneuvers enable all races to explore this turn without having to engage

in combat. 

If any fleet initiates an attack then that

player loses one Capital warship or two warships in that fleet to mutiny,

immediately before firing (offender 

chooses which ships to sacrifice).


	(2)
FINANCIAL DEFICIT

%

Players must pay for profligate spending.

For each of their Resource Planets within 6 hexes of a Capital World, they must pay 5 Stellars or sacrifice  a warship.

[EXCLUDES STARTING PLANETS]



	(2)
GALACTIC UPRISING


%

A widespread, cross-racial, fanatical movement strikes simultaneously

in all empires.

Destroy 20 Stellars worth of units in each empire.  Each player chooses which of his/her units to sacrifice.


	(2)
INTERLUDE

Something is making the top

echelon of all empires nervous.

No non-player planet may be

occupied during this turn.



	(2)
LIGHT AGAINST DARKNESS

All player controlled planets immediately receive one free GBDS. [Even if already at their legal limit].

	(2)      MILITARY FLEXES ITS POWER

Add up the total of MIs in play.

Divide this # by double the # of players [round up result].

Each player receives at their Capital World that # of MIs.



	(2)
PLANETARY DISASTER

%

A randomly selected non-Capital

player planet has suffered natural disaster.

Its resource production for this turn

is zero.

	(2) 
STRATEGIC RESOURCE DEPLETION

There is no Construction Commencement Phase

in this turn.


	(2)
UNNATURAL DISASTER         

%

A strange cosmic phenomenon has caused devastation of 5 randomly selected non-capital player planets.  Their Resource Production is reduced to 1 for this turn, for each of them.

	

	
	


	RISK CARD


	RISK CARD



	RISK CARD


	RISK CARD



	RISK CARD


	RISK CARD



	RISK CARD


	RISK CARD




	Draw top five Tactics Cards from Tactics Card deck.

Keep one, put rest on bottom of 

Tactics Card deck.


	Draw top five Tactics Cards from Tactics Card deck.

Keep one, put rest on bottom of 

Tactics Card deck.



	Draw top five Encounter Cards, put 4 on bottom of Encounter

Card deck, and kept one is your next encounter [if Turns 1 – 3].

If Turn 4+, you get an encounter (same as regular Encounter Card procedure).


	Sacrifice $10 worth of units.



	Roll 1D6:

Receive unit(s) rolled.

1 3 FFs

2 2 CAs

3 3 DDs

4 1 BB + 1 DD

5 1 BB + 1 CA + 1 DD

6 2 BBs


	

You get nothing.



	

You receive $20


	
Roll 1D6:


1 – 4 you get 2 BBs


5 – 6
you get nothing




	ENCOUNTER

 CARD

	ENCOUNTER

 CARD


	ENCOUNTER

 CARD

	ENCOUNTER

 CARD


	ENCOUNTER

 CARD

	ENCOUNTER

 CARD


	ENCOUNTER

 CARD

	ENCOUNTER

 CARD



	ROLL 1D6:

1
Free World

2
Free World

3
Free World

4 Neutral World

5
Neutral World

6
Pirate Fleet


	ROLL 1D6:

1
Free World

2
No Encounter

3
No Encounter

4
No Encounter

5
No Encounter

6
Special Encounter



	ROLL 1D6:

1
Free World

2
Neutral World

3
Neutral World

4
Pirate Fleet

5
No Encounter

6
No Encounter


	ROLL 1D6:

1
Pirate Fleet

2
Pirate Fleet

3
No Encounter

4
No Encounter

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Free World

2
Free World

3
Friendly Fleet

4
Friendly Fleet

5
No Encounter

6
No Encounter


	ROLL 1D6:

1
Free World

2
Free World

3
Hostile Alien Fleet

4
Hostile Alien Fleet

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Free World

2
Free World

3
Neutral World

4
Neutral World

5
Friendly Fleet

6
Friendly Fleet


	ROLL 1D6:

1
Neutral World

2
Pirate Fleet

3
Friendly Fleet

4
Friendly Fleet

5
No Encounter

6
No Encounter




	ROLL 1D6:

1
Free World

2
Neutral World

3
Neutral World

4
Neutral World

5
Special Encounter

6
Special Encounter
	ROLL 1D6:

1
Free World

2
Free World

3
Neutral World

4
Pirate Fleet

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Free World

2
Neutral World

3
Pirate Fleet

4
Hostile Alien Fleet

5
Friendly Fleet

6
Your Fleet is teleported


back to your 

Capital World


	ROLL 1D6:

1
Free World

2
Neutral World

3
Friendly Fleet

4
No Encounter

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Free World

2
Free World

3
Neutral World

4
Pirate Fleet

5
No Encounter

6
No Encounter


	ROLL 1D6:

1
Free World

2
Neutral World

3
Pirate Fleet

4
Friendly Fleet

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Hostile Alien Fleet

2
Hostile Alien Fleet

3
No Encounter

4
No Encounter

5
No Encounter

6
No Encounter


	ROLL 1D6:

1
Free World

2
Pirate Fleet

3
No Encounter

4
No Encounter

5
No Encounter

6 
Special Encounter




	ROLL 1D6:

1
Free World

2
Neutral World

3
No Encounter

4
No Encounter

5
No Encounter

6
No Encounter


	ROLL 1D6:

1
No Encounter

2
No Encounter

3
No Encounter

4
Special Encounter

5
Special Encounter

6
Special Encounter

	ROLL 1D6:

1
Free World

2
Neutral World

3
Pirate Fleet

4
No Encounter

5
No Encounter

6
Special Encounter


	ROLL 1D6:

1
Free World

2
Free World

3
Neutral World

4
Neutral World

5
No Encounter

6
No Encounter



	ROLL 1D6:

1
Free World

2
Neutral World

3
Pirate Fleet

4
No Encounter

5
No Encounter

6
Special Encounter


	ROLL 1D6:

1
Neutral World

2
Pirate Fleet

3
No Encounter

4
No Encounter

5
No Encounter

6
Special Encounter



	ROLL 1D6:

1
Neutral World

2
Pirate Fleet

3
No Encounter

4
No Encounter

5
No Encounter

6
Special Encounter


	ROLL 1D6:

1
Free World

2
Neutral World

3
Pirate Fleet

4
Hostile Alien Fleet

5
No Encounter

6
No Encounter




	ROLL 1D6:

1


2

3

4

5

6


	ROLL 1D6:

1


2

3

4

5

6



	ROLL 1D6:

1


2

3

4

5

6


	ROLL 1D6:

1


2

3

4

5

6



	ROLL 1D6:

1


2

3

4

5

6


	ROLL 1D6:

1


2

3

4

5

6



	ROLL 1D6:

1


2

3

4

5

6


	ROLL 1D6:

1


2

3

4

5

6




	GD                                              GD

I CHOOSE MY DESTINY

· EXPLORATION

COST: When you draw an


     Encounter Card, roll


     an extra die – opponent


     chooses which is actual.


	GD                                              GD

I CHOOSE MY DESTINY

· PRUDENCE

COST: Sacrifice your first


    turn’s income.



	GD                                              GD

I CHOOSE MY DESTINY

· LUCK

COST: During 1st turn, you do

     not get income from 

     new Resource Worlds  

     you occupy.

	GD                                              GD

I CHOOSE MY DESTINY

· SUPERIOR MIND

COST: Your ships do not


     not move in turn 1.


	GD                                              GD


I CHOOSE MY DESTINY

· SUPERIOR DOCTRINE

COST: Whenever you 

initiate a space battle, you must pay $5.

	GD                                              GD

I CHOOSE MY DESTINY

- LORD OF SPACE

COST: Each turn you must


    remove one of your

    non-Ftr warships from play. 


	GD                                              GD

I CHOOSE MY DESTINY

- OPTIONS

COST: Your Exploration


     Fleet is worth only


     $12, instead of $32.

	GD                                              GD

I CHOOSE MY DESTINY

- CUNNING

COST: Your Fighters


     cost $2 each.



	
PRUDENCE


Whenever you have an Encounter,


you may draw 3 cards, select 1 and 


discard other two.


	
EXPLORATION


Your Exploration Fleet is worth $42

[ie you have $10 more value of ships

in your Exploration Fleet].




	SUPERIOR MIND

Whenever you do a natural 1D6

roll, roll twice, & select roll you

prefer.


	LUCK

You can not be the target of any

Random Roll.

You is your empire –

its units, planets, etc.



	
LORD OF SPACE

Each turn, you may construct one Battlestation.  Cost $12.

This appears at Shipyard, and can move at Speed 1 to a location – once declared active it can no longer move and it is then combat capable:

Attack 8 + 8
Defense 10

During transit it is Attack 0, Def 12;

if attacked it is your option whether to activate it – this takes one round.


	
SUPERIOR DOCTRINE

In each space battle, one of your ships may shoot first and its damage is inflicted before all other units shoot.

This happens in every round of space battle – does not have to be same ship.



	
CUNNING


Your fighters can do Ground

attacks – one per combat per fighter [ie. 2 attacks @ 4- per

Fighter].

Enemy MIs have a chance to kill

one fighter – if 1D10 roll equal to or less than # of MIs on planet.


	
OPTIONS

In Tactics Card Draw Phase

you draw 2 Tactics Cards, keep one, and discard the other one.




	GD                                              GD

I CHOOSE MY DESTINY

- TERROR

COST: Any CV of yours that 

doesn’t have at least 

4 Ftrs attached to it is removed from play.

	GD                                              GD

I CHOOSE MY DESTINY

- BATTLELORD

COST: Your MI units


     cost $2 each.


	GD                                              GD

I CHOOSE MY DESTINY

- DOOMMASTER

COST: Your Shipyards


     cost $30 each.

	GD                                              GD

I CHOOSE MY DESTINY

- CAUTION

COST: Your units can not


     travel at above

     SPEED 2.


	GD                                              GD

I CHOOSE MY DESTINY

- MASTER OF DEFENSE

COST: You must build at


     least 4 Fighters

 
     each turn.


	GD                                              GD

I CHOOSE MY DESTINY

- INDUSTRIAL MIGHT

COST: Reduce your income

    in each turn by $10.



	GD                                              GD

I CHOOSE MY DESTINY

- 

COST: 

	GD                                              GD

I CHOOSE MY DESTINY

- 

COST: 



	
BATTLELORD


Your MIs can go down to a

planet in Space Combat Sequence.

However, each MI must roll a 1D10, and on a ‘1’ it dies.


	
TERROR


Your CVs have 

Attack 6 & 

Defense 6.



	
CAUTION

GBDSs only cost you $1each.


You can place up to 4 GBDS


on any planet you control of


Resource Value less than 4. ie


your limit is at least 4.


	
DOOMMASTER

No enemy dares destroy any of your Shipyards when they

conquer your planets.

Nor can they use those Shipyards.



	INDUSTRIAL MIGHT
        
During each New Units Placement Phase, roll a 1D6 and obtain the unit(s) corresponding to die roll result.

Can appear at any one or more of your Shipyard hexes.

1 – 2 FFs
2 – 2 DDs
3 – 1 CA

4 – 2 CAs
5 – 1 BB
6 – 3 FFs


	MASTER OF DEFENSE

All your non-Fighter units

have +1 Defense.


This card can not be chosen by


player of the Gromar Empire.



	
	


	INTERVENTION

CARD


	INTERVENTION

CARD



	INTERVENTION

CARD


	INTERVENTION

CARD



	INTERVENTION

CARD


	INTERVENTION

CARD



	INTERVENTION

CARD


	INTERVENTION

CARD




	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	


	
	

	
	

	
	

	
	




















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































