GD CARD & COUNTER SUBSTITUTIONS

ENCOUNTER CARDS

Instead of printing 23 Encounter Cards (ie 3 sheets of cards) one can instead roll % die on the following table:

% roll

RESULT


01 – 32
No Encounter

33 – 52
Free World

53 – 69
Neutral World

70 – 80
Pirate Fleet
81 – 88
Special Encounter

89 – 94
Friendly Fleet
95 – 99
Hostile Alien Fleet

00

Unique Result - Your Fleet is teleported back to your Capital World

STIMULUS CARDS

Instead of printing these as cards, one could print on paper – with numbering next to them as follows [Renewal card becomes unneeded].

In turns 1 – 3, roll 1d10.
In other turns roll a 1D20.

Roll Result
Card Effect



Roll Result
Card Effect



1 Diplomatic Success


11

Confusion

2 Economic Boom


12

Exploration Expansion

3 Economic Gloom
%

13

Financial Deficit
%

4 Hope For One



14

Galactic Uprising
%

5 Nature’s Bounty


15

Interlude

6
Piracy Suppression


16

Light Against Darkness

7 – 9
Strategy Lessons


17

Military Flexes Its Power

10
Unusual Blessings


18

Planetary Disaster
%








19

Strategic Resource Depletion








20

Unnatural Disaster
%

(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].

(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.

(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)
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 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.

(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 CARDS SUBSTITUTING
ROLL 1D8
Risk Card costs $10

ROLL

CARD EFFECT

1 – 2

Draw top five Tactics Cards from Tactics Card deck.

Keep one, put rest on bottom of Tactics Card deck.

3

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).

4

Sacrifice $10 worth of units.

5

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

6

You get nothing.

7

You receive $20

8

Roll 1D6:



1 – 4 you get 2 BBs

5 – 6
you get nothing

DESTINY CARDS

EXPLORATION
COST: When you draw an Encounter Card, roll an extra die

· opponent chooses which is actual.

Your Exploration Fleet is worth $42 [ie you have $10 more value of ships in your Exploration Fleet].

PRUDENCE

COST: Sacrifice your first  turn’s income.

Whenever you have an Encounter, 
you may draw 3 cards, select 1 and discard other two.

LUCK

COST: During 1st turn, you do not get income from new Resource Worlds  

you occupy.

You can not be the target of any Random Roll. You is your empire – its units, planets, etc.

SUPERIOR MIND
COST: Your ships do not not move in turn 1.
Whenever you do a natural 1D6 roll, roll twice, & select roll you prefer.

SUPERIOR DOCTRINE
COST: Whenever you  initiate a space battle, you must pay $5.

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

LORD OF SPACE

COST: Each turn you must remove one of your non-Ftr warships from play. 

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.

OPTIONS
COST: Your Exploration Fleet is worth only $12, instead of $32.

In Tactics Card Draw Phase you draw 2 Tactics Cards, keep one, and discard the other one.

CUNNING
COST: Your Fighters cost $2 each.

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.

TERROR
COST: Any CV of yours that doesn’t have at least 4 Ftrs attached to it is removed from play.
Your CVs have Attack 6 & Defense 6.

BATTLELORD
COST: Your MI units cost $2 each.

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.

DOOMMASTER
COST: Your Shipyards cost $30 each.

No enemy dares destroy any of your Shipyards when they conquer your planets.

Nor can they use those Shipyards.

CAUTION
COST: Your units can not travel at above SPEED 2.

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.

MASTER OF DEFENSE
COST: You must build at least 4 Fighters each turn.
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

INDUSTRIAL MIGHT
COST: Reduce your income in each turn by $10.

All your non-Fighter units have +1 Defense. This card can not be chosen by player of the Gromar Empire.

